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Under cover of night, ‘
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darkness? This is one of the questions you'll confront in Baldur’s

Gate II: Shadows of Amn. Immerse yourself in a world of
intrigue, adventure and fierce combat where telling the difference
between good and evil is often a shadowy endeavor. In the black of
night, you'll confront more than evil... you'll confront your own fear.

(fan your courage shine through during times of all-consuming

. New weapons and AD&D proficiencies (including a
two-weapon fighting style) create unique combat
options for players

#, Real-time gameplay with the ability to pause at any moment
and custom script your characters’ behavior or refine your
strategy.

&, The ultimate multiplayer experience in the sequel to the
Roleplaying Game of the Year.

#, Create a new character or import your Baldur’s Gate character
_into Baldur’s Gate Il and continue the epic saga.

www.interplay.com/bgate2

@% BiDWA‘!!‘EP Diiiigébns8Dragons

BALOUR'S GATE I1: SHADOWS OF AMM: Developed and ©2000 BioWare Corp. AN Rights Reserved. Baldur's Gate, Shadows of
Amn, Tales of the Sword Coast, Fargatten Realms, the Forgotten Realms logo, Advanced Dungeans B Dragons, the ADSD logo,
and the TSR logo are trademarks owned by Wizards of the Coast, inc., and are used by Interplay under license. All Rights
Reserved, BioWara and the BioWane 10g0 ane the trademarks of Bloware Corp. All Rights Reserved. Black isle Studios and the
Black Isla Studios logo are trademarks ol Interpiay Entertainment Corp. Al Righls Reserved. Exclusively icensed and
distributed by Interplay Entertainment Corp. All other trademarks and copyrights are properly of Their FESPECHIVE OVwmErs.



Paladip
This wandering warrior is pure at heart and follows
; dlosely the teachings of Zakarum, the Religion of the
%}i’% Light. A bottle-ready knight for whom faith s o shield,

L %’ he fights for what he believes to be right.
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RIEAL NASCAR®
Take the checkered flag against 33 currentand
7 legendary drivers on real NASCAR tracks.

RIEAL RACING
Full race weekends means you gotta practice
and qualify if you want to race on Sunday.

frem J. G. Motorsports, Inc.

undar aLthority of Joa Gibos Raci
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¢ Digtal Softiare Assoclation: All other |

REAL INTENSE
No feather foots here. Intimidate and trade
paint against other drivers over the Internet.

www.easports.com




© Lucasfilm Lid. & TM. Al rights reserved. Used under authorization.

Battle of Tatooine

EXALTED HERO OR FORGE

'T That heavy feeling on your shoulders is called the burden of command. Get used to |

TTABLE

t. With real-time ground
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STATISTIC? IT'S UP TO YOU.

hattles on numerous worlds, you're just a proton torpedo away from victory. Or defeat.

i General Veers

traaoe
5

it | Battle of Yavin, Battle of Sarapin,
Battle of Ruul, Battle of Hoth (wounded),
3 Battle of Endor, Battle of Tatopine (captured).

E 2nd Lieutenant Gorga

J m Battle of Yavin (wounded), Battle
ﬁ of Hoth, Battle of Abridon, Battle of Coruscant,
i Battle of Endur, Battle of Tatopine (kilied).

; Sergeant Krung

"'}aj Battle of Hoth, Battle of Abridon,
Baltle of Coruscant, Battle of Endor, Batile of
Tatooine (missing in action).

e ——————

| Sergeant Major Corillon 7

ﬂ; . | Battle of Yavin (wounded), Battle of
E Sarapin (wnunded), Battle of Coruscant, Battle
[' of Endor, Battle of Tatooine (killed).

| Lieutenant Major Antilleéﬂ

‘*jE*g”B}{ﬂi@@ Battle of‘Yz_l;in, Battle of Sarapin,
| Battle of Ruul (wounded), Battle of Coruscant,
} Battle of Emlor, Battle of Tatooine (wounded).

t 1st Lieutenant Splker

b -
“\’*‘5 I'ﬁ‘ | Battle of Abridon, Battle of

| Coruscant, Battle of Endor, Baiile of Tatooine
H (promoted).

e ——

1T AR-WARS

FORGE GOMMANDER

focom.lucasarts.com For Windows 95/98
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Rider

"Not for the
wed’k at 'heart
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13.6 GB 7200 rpm HD N
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52X CD-ROM Es 8
32x8x4 CDRW A5 o
Motorola 56k BN

19” Viewsonic E790

Cambridge FPS2000 |
MS Intelli Mouse e e
Internet keyboard 4l

1000 Mhz

LOGIC MART b
1967 W. HOLT AVE.
POMONA, CA 91768
TEL: (800) 868.6575
FAX: (909) 868.9965
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F-16 Thrill Ride

case behind the stick of a real F-167 After
changing his underwear, CGW's Jesse Hiatt
filed this report.

Hall of Fame Inductions
90

ized away in our shrine to gaming greatness.

What happens when you put a flight sim nut-

Great games never die. They just get immortal-

N CONTENTS
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The Wizzards of Blizzard

" The Golden Boys of game design haven't missed yet.
And by the looks of DIABLO II and WARCRAFT III,
Blizzard Entertainment is going to continue their perfect
record. We get our grubby little mits on DIABLO II and
give you the inside dope on the change in direction of

- the WARCRAFT III design.

FEATURES

S

What's everyone going to be talking about
at the Electronic Entertainment Expo in
Los Angeles? Here are our picks for the
hottest titles on the slate at the higgest
event in gaming.

34

140  Change the Sound of Your
Games

Homebrew Games by T. Byrl Baker

The Sim Guy Does
Reader Mail

Simulation Games by Gordon Berg
Getting Emotional Over
Strategy Games

Strategy Games by Robert Coffey

Will the X-Box Kill
PC Sports?

Sports Games by George Jones
Sound Advice for
Action Games

Action Games by Thierry "Scooter” Nguyen

141 84

142 66

143 68
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MechWarrior 3 & P
MechCommander

Microsoft has a monopoly on big, lumber-
ing death machines.

Star Wars Episode One: Obi-Wan &

Mommas, don't let your babies grow up to
be Jedis.

EverQuest Kunark Expansion
The biggest online RPG gets bigger with new lands a
new race, and new servers to shoulder the massively-

multiplayer load.

U.ES. Vanguard

Big naval battlcs without water or
gravity. Set the controls for the
heart of the fun.

Comanche vs. Hokum P

Two of the deadliest whirly-birds
of prey square off in dynamic
modern-war campaigns.

COMPUTER GAMING WORLD * cgw.gamespot.com *JUNE 2000 m



"HIGH-PERFORMANCE HAS
A NEW GCOLOR"
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CUSTOM BUILT VMIACHINES STARTING AS LOW AS: $999.00
ULTRA EAST

= A S SAWVIING VMACHINES

Financing Available
www.alienware.com .
toll free: 1(800)494-3382

All major credit cards accepted. Financing now available.
13398 Southwest 128th St. Miami, Florida 33186
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the X-Box, AGE OF
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its borders, the
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YOUR SQUADRON'S BEEN GIVEN ND TRAINING DR RESPECT,. YOU'VE GOT NOTHING TO LOSE. AND THAT'S
WHAT MAKES YOU DANGEROUS. AS A MEMBER OF THE 45TH VOLUNTEER SQUADRON, A RAGTAS AVIATION
UNIT, YOU'RE FIGHTING THE COALITION FOR CONTROL OF DUR SOLAR SYSTEM. CAMEBINING INTENSE
FIRST-PERSDON SFACE COMBAT, THE DRAMA OF A GREAT WAR FILM, AND STUNNING 3-P GRAPHICS,
STARLANCER DELIVERS AN INCREDIBELE ADVENTURE REQUIRING SKILL AND DAMN-THE-TORFEDDES
CONFIDENGE IN THE FACE OF NEAR-INSURMOUNTABLE BDDS, THE FIGHT FOR FREEDOM HAS NEVER'BEEN
THIS FIERCE, OR THIS REAL, JOIN THE FIGHT AT WWW. MlDRI:ISEIF‘r BDM/EAMEE/ETAHLANCER
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%LD of MACIC

Dang‘er awalts hardy traveler, or invite companions to join you online.
in the turbulent lands of Arcanum! And for those with diseriminating taste,
Prepare potion or pistol, for armament is we sport the most advanced

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

friends and fiends of the oddest sort on created in this or any

s,

dozens of quests and campaigns. other reality.

registered trademark of Tl

Limitless charaster design!
A point-based system lets
you specify both basic stats
and primary skills, so you
decide the destiny of your
character, be it elf, half-
ogre or other sundry races.

I=5==1

Both magic and techunology

are at your disposal. Choose
wisely, for both paths lead

to ruin in unskilled hands!
==l
|__-|
An epie story with multiple
paths ensures you'll never

play a single or multi-player
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‘SORCERY |
Wield 80 spells 3 n _
within 16 Colleges :
of magic. The
learned alchemist
who conquers the
humors of this fair

Bellowing engines, clever
padgets, and fantastieal
reapons abound, Aequire
i 586 technological
deprees from

eight mechanical
disciplines.




The legacy of authentic D&D* adventuring
continues: New from SSI, the comp

on computers, 3D adventuring
Foraorren Reawms™ unlike anything
you've ever experienced, The Fool of

emanates a force making all it fouches
undead! Iﬂjsm_;er the power behind
vile resurgence.and defeat it. Explori
you never thought possible, them:d’ dl

New character classes ke "
and races: Sorcerer, Barbarian =
and Half -orc. o

23 S

Jae gy i, s 30

registered  trademark  wnd
4 Interactive and the Mattel (ntg
are tratemarks of Mantel, inc. )
DRAGONS, D&D, FORGOTTEN REAL
8 the Wizards of the Coast logo are regist
marks and PODL OF RADIANCE is a In
\Wizards of tna Coast Inc. and are used by Matte! under license. 3dfx Interactive
Interactive logo arg rademarks of 3dfx Interactive, | the USA q‘#ﬂm
+ All gther tragemarks are the property of thelr respactiy >
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Tactms; S’kllls and Heroic Feats
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Random Quests and
Dungeon Areas
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Race or Class

RUIDS OF mgcb DRANDNOR
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WINDOWS .y \ DL DUNGEONS (= ' H
895/98 “"“”'r; j%gi L
Co-ROM Oq“ ) l)RZ\C‘@N‘—" W ' STORMFRGNT

STUDIOS



e TAOOD N

*kk k CONFIDENTIALY ** %

3 III. BREAKING THE QATH:
TRUTH AND CONSEQUENCES XEXSSEQUENEEX

1. A verbal warning accompanied by a review of ‘5’,,
<

security oath.

2. A stronger warning, sometimes accompanied by
browbeating ioxiiakdaikor.and intimidation.

3, Psychologically working on an individual to
bring on depression that will lead to suicide.

4. Elimination of the individual that has been made
to appear as an accident, suicide or heart attack

bk 2023 LWX

M M M ™M M ™

Sources say Deus Ex was created by Ion Storm to uncover the
truth. Some say it's merely the latest conspiracy fueled by
a madman. And some say it's a future training toocl made to
look like a hyperrealistic 3=D roleplaying computer game.

Whatever it is, proceed with caution., They know you want it,. 1

0o

[ SECTOR 1 ] 4
The year is KXMX., and the world is a dangerous and
chaotic place. Terrorists operate openly, killing 4
thousands. The world’'s economics are close to
collapse and the gap between the insanely wealthy

and the desperately poor has grown to the size of
the Grand Canyon. Worst of all, an ages old k
CONSPIRACY bent on world domination has decided ]
that the time is right to emerge f£rom the shadows 3
and take control. ©No one believes they exist. ;
The conspirators must be stopped from spreading

-GREY DEATH-. This world is full of lies and

betrayel, a werld where nothing is as it seems

and entire nations can seemingly be turned at .
the pushed of a button. TRUST NO ONE.

<—TRUTH

© Fight terrorists,
HUILY ON RFAL CONSPIHACT THEQY1ES
eurrant avents and sxpacted as ordered b'_\? UNRTCO'

ADVANCEMENTS in tuchnology. te maintain control over
Poaseuzch shows, it can happen. . B

No. 34561

b M 0 M MM M o M e

RECOGNIZABLE, REALISTIC ENVIAONMENTD r
Many locations azu vullt from actual © Survive constant attack
blueprints. And ovexv objococt in the . .
snvironmonta 18 usefnl. and/ox J.ncarcgratlc_m

as you establish ties
to a new ally base.

ot 1

IIN:PEIII!E c
"‘E IDOSsS JOIN THE CONSPIRACY ’EMD:" “ .
e T E R A € T 4 v E at deusex.com | R0 27 b ey
eidos .com —

: Ex, ION Storm names and logos are irademarks of 10N Storm, LP. All Rights Reserved. © 1999, 2000 10N Storm. Eidos Interactive and the Eidos’,
wJnlpractive logo are registered trademarks of Eidos Interactive. © 1889, 2000 Eidos Interactive, AMD, the AMD lago, Athlon and combinalions thereol, are.
'j;?samaths of Advanced Micro Devices, Inc. The ratings icon is a rademark of the Interactive Digital Software Association,
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© Send any and all information to

www . unatoo.com. [t could be
diffarence bhetwean life and

the
death.

s
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o Eatablish a naw hase of

eparationn with !
and forga alliancas,

o Fand a way to build your own
sapabilities to the point where

you have a chance of defeating
the one wilkh Ged=like powers,

s

- CONSEQUENCES:

T TR AT BN TR DN S T T2 )
Diagram B2 Situationai Missions (Fig.'s 2.1-2.6)

296G 92rPl "ON wey

Fag. Z.)1 bulld your
o arpubilities

Fig. 2.2 astablinh
bana of aparations

Fig. 2.3 maintain
control ovar Ambromia

Fig. 2.4 Survivae Fig.
incarseration

2.5 astablish

tius to ally bausm

Fig. 2.6 Expand
your pocl of allies
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Gopy Protected

recently got called to the mat regarding piracy and
I Computer Gaming World. In one of those diplomatic

but stern letters cut into five tersely-worded para-
graphs, four marketing Vice Presidents for four large
computer-game companies chastised me for allowing a
story to run in our magazine that contained the URL for a
notorious CD-ROM copy-protection-cracking site.

Now, our story wasn't endorsing or advocating piracy.
Our writer was merely suggesting ways to get your games
Lo run, in case their copy-protection encryption schemes
won't work on your CD-ROM drive. This is a
situation that the authors of the letter unani-
mously agreed occurs only 1% of the time.
(There was some uncertainty, however, as to
how they would help consumers fix this prob-
lem—simply sending them another copy, or a
different game entirely, isn't much help.)

But the authors pressed an interesting point.
By giving oul such a URL, aren't we passively
condoning piracy?

This thought has been keeping me up late at
night. And you know, in some ways, I can't

D ... as a lifelong gamer, | hate to
think that something we wrote, said, or
did could help some unsavory character
to pirate software. The other side of
this argument, of course, is that anyone
who really wants to pirate software is
going to figure out a way to do it. 5]

even say that the authors of that letter were wrong. Which
1s a frightening thought, because as a lifelong gamer, I
hate to think that something we wrote, said, or did could
help some unsavory character to pirate software. The other
side of this argument, of course, is that anyone who really
wants to pirate software is going to figure out a way to

do it.

Does this mean I'm going to do as the authors of that
letter suggested, and banish all use of URLs that reference
sites that could be construed as encouraging the piracy of
soltware? No. Thal would be an easy answer, but it's not a
responsible one. Not from our journalistic point of view,
which holds readers’ needs as most important. But—and
this has always been the case—we're going to vigilantly
patrol the use of such URLs in Computer Gaming World.

I'm curious to hear your thoughts on the subject. Send me
email at gjones@zd.com.

/e anal

COMPUTER GAMING WORLD + cgw.gamespot.com * JUNE 2000 m
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Emer-gency tr'ansnlussmn ’
recovered from Kushan
warship Veer-ka:

“Fleet has been compromised by
unknown contagion. ‘Entity’ is
_ capable of taking over| ofir
. ships. No crew has...”
~ [transmission ends]
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€ 2000 Sierra On-Line Inc. All rights reserved, Sierra, Sierra Studios and Calaclysm are trademarks and
Homeworld is 2 registered trademark of Sierra On-Line Inc, Relic Entertainment is a trademark of Relic
Entertainment Inc. Barking Dog Studios is a irademark of B.’:lrkjdg Dog Studios Lid, @ designales
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Visit www.esrb.org
or call 1-800-771-3772
for more info.

Coming soon.




The follow-up to

“THE BEST BASEBALL
GAME EVER.”

-PC Gamer

“SPORTS GAME
OF THE YEAR.”

-Gamespot.com
-Gomputer Gaming World
-PC Accelerator

-PC Gamer

Visit www.esr.org
or call 1-600-111-3772
for more info.
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The awards, the critical acclaim,
and now - Sammy Sosa. The latest
and most-action packed version of
High Heat Baseball™ includes...

* Intense pitcher vs. batter match-ups
and life-like base running, fielding,
and managing.

* Stunning new graphics including
player face mapping, photos, body
types and body size scaling. Authentic
player and stadium animations, too.

* The most detailed Player Editor
available to modify your teams' players.

* New Custom Leagues mode on
the PC game to structure your own
leagues, pennant races and rivalries.

¢ All 30 officially licensed MLB™
teams, as well as the most dead-
on predictions for 2000 MLBPA™
player profiles.

* All new Action-Camera mode that
shows up-close TV style presentation.
* Up to 6 different play modes,
including Exhibition, Batting Practice,
Season, Career, Home Run Derby™
and Playoffs.

www.3do.com
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LETTERS

WHEREFOR WOLF?

| saw an article in the April issue on the RETURN OF
WOLF 3D. At the end, it said that there would be a
bigger preview in the next issue, but | don't see it in
May. Are you previewing it next month or did the game

get pushed back?

David Keller
The game got pushed back. Id Software, which is
overseeing the development of the game by Gray
Matter (formerly Xatrix), wanted to take WOLF 3D in a different direction. The
game looked fantastic when we saw it, but unfortunately they asked us to wail
until Id signed off on the design and execution. Stay tuned — you'll see it here

first when they're ready.

EWOKS: SCOURGE OF THE
EMPIRE

I recently got my copy of FORCE
COMMANDER and was having fun playing it
until | saw those damn, fuzzy wuzzy, annoying
little smelly-ass Ewoks.

Here | was, cruising along, killing rebels
and scoring big points with Darth Vader.
Then they send me to Endor to scout out a
place for a shield generator. All of a sudden, |
can't go anywhere without a rock hitting one
of my storm troopers

THE FIRST ULTIMIA IX
DEFENDER

| just finished ULTIMA IX, and | wanted to
say - stop with the ULTIMA IX bashing! You
sure didn't give DAGGERFALL this hard of a
time when people were falling through floors
and it was crashing constantly!

Perhaps ASCENSION was “ripped from the
womb" in an imperect state. Perhaps play-
testing it in its original state would be best
referred to as “pain inducing” However, with

the latest patch |

and doing as much
damage as a laser
bolt. My scout walkers
are useless because if
they move, a tree falls
on them or they're
smashed by two
swinging trunks.

| worship George
Lucas and the Star

‘Reader Tip

15 or 25 times.

In HALF-LIFE, don't just smash the
vending machines. If you walk up to them
and press the “Use” key, it pops outa -
soda, Touch the soda and you gain one.
health. You can use each machine about

found the game to be
incredible. True, you
have to save often in
case of crashes and
quit once every
20-100 minutes to let
the memory leak set-
tle, but | was more
than willing to put up

R._Wln'ler with this and had a

Wars saga. |'ve been
a fanatic since | was a kid, but | must say that
Ewoks totally suck ass. Having these little
teddy bears doing things that even a Wookie
would have a hard time doing is just a load of
crap.

James Morgan

Paris, lllinois

APRIL FOOL

| was paging through issue 189, looking at
the editors’ essays when | came across
GreenSpeak. Jeff said that he won a death-
match. This | couldn't believe so | tried to fig-
ure out how he did it. Then it hit me: April
issue. | didn't expect your April Fool's joke to
be so hidden...nice try. Better luck next time,
quys.

Joel Krings

Jeff Green responds: It wasn't a joke!
C'mon, | really won! How come nobody
listens to me?

Write to us at:
Cgwletters@zd.com
For help with subscriptions:
Cgw@neodata.com

blast. | even passed
up playing EVERQUEST so | could play and
finish ULTIMA IX.

Could | convince those folk down at CGW
to do a post-paich review of ULTIMA IX, as
they did for ULTIMA VIII? Since the patch,
nearly all of the reviewer's cons have been
fived. Though | don't approve much of
Origin's recent treatment of their customers
regarding further patches of this product, it
nonetheless is an excellent one that deserves
further recognition,

Donald Hawthorne

PATIENCE PAYS

First, | would like 1o say that CGIW makes it
real hard to stay faithful to other gaming
mags. Your review of ULTIMA [X was right on.
Two days before the February issue arrived, |
spent seven hours tweaking my PC so it
would be able to run ULTIMA IX. | was think-
ing that | had never seen a 24-page
Installation Guide before and was also pon-
dering the fact that QUAKE Il ARENA was
running like a dream without any tweaks. Your
review prompted me to return the game via
the nightmare that is the EA warranty depart-

ment. Jeff Green's "Open Letter to Lord
British" (March, 2000) made the stress
worthwhile. Next time I'll wait for your review
before | bring home another new game.
Lance Carter

CANUCKS JUST WANNA
HAVE FUN

Jeff Green's Greenspeak column in the
May issue (“My Job Does Not Suck”) struck a
chord in me when | read it. |am a 41-year-
old gamer who works for Canada's Bechtel-
competitor up here. People don't understand
why my Toastmasters' talks are usually about
computer gaming! Your magazine is the
greatest. THE SIMS are totally fun and twist-
ed (and getting more so). Thanks to you and
other like-thinking-people. Hopefully we can
get everyone else to LIGHTEN UP about
three brick loads and learn to RELAX and
HAVE FUN with life!

Tom
Calgary, Alberta, Canada

Dept. of Corrections

It's been a busy month here at the
Correctional facility. We screwed up
royally on thie May issue demo lineup,
and apologize for not having demos for
NASCAR 8, NEED FOR SPEED:
PORSCHE, and a non-playable demo of
THE SIMS. We were in a transitional
phase between CD-ROM editors and
we simply messed up. Since then,
we've hired Alex “the Handyman” Handy
to tame the CD and get all the demo
titles right.

Of slightly less cansequence, the cap-
tion on page 46 of the May issue should
have read “DREAMLAND CHRONICLES:
FREEDOM RIDGE;" not “X-COM
ALLIANCE! The spiritual successor to
the original X-COM looks awesome. We
have a new shot of it and some more
coverage on page 36.
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MIA XIS
Maxis™
Electronic Arts™ brand

Intensely Challenging

More Catastrophic

Totally New
Building Sets

Scenarios

Disasters



Forget about a global village, SimCity 3000™ Unlimited gives you the power
to confrol your own global mefropolis, From temples fo lowers, you'll construct =

cities with hundreds of new buildings from North America fo Europe and Asia.

Add to that 13 challenging scenarios, along with the ability fo design your

own, and you'll be doing everything from fighting crime in Moscow fo reunif- & =HEEE"
ing East and West Berlin. Then inflict on your unsuspecting residents oneof (TN L IM I TED )
4 new disasters, like falling space junk or a plague of locusts. So lake home .
SimCity 3000 Unlimited today and get ready to take on the world. www.simcity.com

© 2000 Electioni s Inc. SimCity 3000, Maxis, lhe Ma

Elechonic As are trademarks or regisk swed odemarks of Electronic Arts
ar countties, All rights rese
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With the world’s first full-scenc hardware anti-aliasing and ou:é proprietary
Ebuffer"cinematic effects engine, the new Voodoos'“is the most powerful 3D accelerator card

on the planet. Want proof? See for yourself @ wwws3dfx.com.
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A preview of the games everyone will be talking about at this
year's Superbow! of gaming, the Electronic Entertainment Expo.

Navarone. While you're at it, go watch Saving

G o watch When Eagles Dare or The Guns of
l Private Ryan. Whal we're getting at 15 that TEAM
FORTRESS 2: BROTHERHOOD OF ARMS is going to try to
emulate the combination of intensity, bravado, and teamwork
I that such films emphasized.

Yes, we're annoyed at how it's been slipping. We remem-
ber the days of yore, when it was supposed to be a free
ys0ly

download for the original HALF-LIFE. Then it gol pushed,
with TEAM FORTRESS CLASSIC released to whet aur
appetile. Then we saw last year's E3 demo, with the para:
chutin' traops and the war-movia getup, We're still waiting

Velve 15 pulling & Blizzard, and wa're not sure how to feel
Willit be able to stand up to the games of 20017 Then
again, HALF-LIFE took its sweet time in development, and
boom, it became the game it was. No matter what, we're
anticipating this game simply because we've been hearing
the talk, but we want to ses some product,

o : Though, Valve 1s so busy nowadays, they may not aven be
§EE5E showing TF2 at E3. They may just stay in and design-like-
mad. They're on record as saying ‘no TF2 at E3 but they
could change their minds at the 11th hour. If they do decide
to make an appearance, you can bet on us being there first

34



left the hidden demo room with our
5 gluzd to the floor -

ayable version

n't confirm

it last year's E3 o
olutionary-looking action
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Benre: Action Ul

h, Bungie West's big thang, ONI, will be show
were hoping to see ONI released alread
uld progerly finish the 8

JIng now
seems 1o be entering 1 1 ) sl hope that
ws off its glory at E e5 have been a bit

tale due to repeti g

ting the people w
The little bastard,
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The
Dreamland

Chronicles:
Freedom Ridge

here's nol an editor in our offices who didn't burn away significant hours of their life eliminating the
Tahen hordes in X-COM: UFO DEFENSE. That's why we can't wait to see how FREEDOM RIDGE is com-

ing along. It may not be an “afficial” X-COM sequel, but, as the only X-COM-type game being made by
the original creators Mylhos Games, it's the lien-hunting game that's dominating our radar,

Bethesda Softworks has assured us that the game will retain all of the character-building, research, and
tactical squad combat that made X-COM 2 CGW Hall of Famer. But FREEDOM RIDGE promises 1o be even
more intense, 35 gamers will be waging an all-oul war against aliens who've already taken over our planet,
forcing the requisite “Rag-Tag Band of Scrappy Fighters” to seize, steal, or capture every bit of tech and
weaponry in the game. Other additions to the tried-and-true include a 30 engine to ladle up all sorts of
spifty lighting effects and deformable terrain, and a much more involved plot involving Area 51, a couple of
alien races, the shadowy Men in Black, and more.

We'll be using E3 as an apporlunity to make sure Mythos isn't screwing with the core gameplay the way
X%-COM: APOCALYPSE did. You can count on more coverage for this alien baby as soon as we know more.

Genre: Slralegy + Developer: Mythos Games « Poblisher: Rethesda Softworks
Release Dale: 04 00

Combat Flight
Simulator

M icrosolt wants lo take you for & tour of the Pacific. A WWII tour-of-duty, that is. Their upcoming

COMBAT FLIGHT SIMULATOR 2: WWII PAGIFIC THEATER (CFS2] revisits the Pacific Theater, an infre-

quently-visited part of WWII by flight sims. CFS2's combination of detailed plane and flight models,
better wingman intelligence, @ graphical mission editor, and weather effects could help breathe new life into
the beleaquered flight-sim genre.

Microsoft is including carrier-based WWIl-vintage planes like Grumman's F-4F Wildeat, the F-6F Hellcat,
the Dauntless Dive-bomber, the Japanese AGM2 Zero, and latter WWII birds such as the F4U-1A Corsair, To
help make the environment more immersive, CFS2 will creata its terrain using data from the U.S. Geological
Survey. And CFS2 is looking to implement smarter wingman Al, where you'll get status updates after iving
them orders. And - true to life = they won't always be there to come to your rescue,

Microsoft is planning to include 120 missions (playing either the Japanese or the American side) and eight-
player multiplayer support, both over LAN and Intemat.

m JUNE 2000 » cgw.gamespot.com  COMPUTER GAMING WORLD




{ Bioware delivers on ther plans for NEVERWINTER
| NIGHTS, it could be the last role-playing game you'll
aver need.

NEVERWINTER NIGHTS is 2 mammoth project; think
of it as threz games in one, First, if's a single-player
tole-playing game using a brand-new 30 engine and
the new Third Edition Dungeons & Dragons rules.

T ! Second, i's a ol it thatwill allow you to rllyour
Equip Left own D*Dad~en1ure= design your own dungeon, pop:
i LR \ h mo e your own scripts for NPG

-t s g and even create your own cinematic cut-
scenes. In multiplayer mode, there will be tools to allow

RSN 4 Dungean Master to choreograph adventures on the

1 B8l fly, just like the good ‘ol days of pen-and-paper D&D.

i Ilwcmory F could be the mother of all massively-multi-
. - : player ying games. Game worlds supporting 64

players can be set up on Internet servers, and servers
can be connecled to others servers through *porfals” in
the game worlds. If the game takes off, we could see

Benre: Role-Playing ™ Developers Binware's Pablishers Inlerplay . Release Dale: 02 01 QUiChSldl N worlds linked together into one mon-
st 2-draining vortex of RPG mania. Caunt us in,

[ "\'

T Iefé}ula; + Releats Dleclld

game, inniuding highervresolution qraphics, hrand-new class kits, and a vaniety of new
environments - mcIJding a ]uumey lo 1hL Underdark. Biow d that !he firsr

Ble-Playi¥gee Developer: Eioware s Pulis

COMPUTER GAMING WORLD » cgw.gamespot.com = JUNE 2000
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here are only two limes we get excited by elves: when mentioned in the
Tseme breath as madman Peler Jackson's upcoming film adaptation of The

Lord Of The Rings, and when they're not presented as the usual poinly-
eared pansies that ADED has molded them to be. So when the ARCANUM team
stuck a gun on an elf, they had our strict attention.

Okay, there are belter reasons for us to get excited about seeing this at E3.
We can start wilh the development team: the same fellas who provided the foun:
dation for both FALLOUT games. They've taken fheir talent of creating unique set-
tings, and applied it to putting a spin on a cliche: traditional fantasy tainted by an
Industrial Revolution. Dragons and zeppeling, conjured beasts and steam-driven
automatons; these are just some of the zany and interesting mixes that will be
brought to the game.

We can yammer on and on about the other features we're anxious to sea in
action: Skil-based character development that goes even further than FALLOUT's.
A big world with sensible side-quests, and all the time one could want to finish
the game {read: no time limit). A combat system Ihat caters to bath turn-based
traditionalists and real-time click-jockeys. Heck, we don't really know what they'll
do with multiplayer, but that's somelhing we're gaing to ask at the show.

So yeah, they templ us with a gun-loting elf, and we're biling come E3.

More E3 Hopefuls

There will, of course, be tons more games on display
at E3 than those highlighted on the previous pages. A
great many of those will suck, and we will actively try

to avoid them. But there will also be plenty of other
contenders to greatness out there, too. Here are a few
more games we're looking forward to checking out.

Black & White

This is the year we hope
to see the realization of
Peter Molyneux’s dream pro-
ject in the form of honest-to-
god gameplay. As intriguing a
concept as BLACK & WHITE
is, it's flirting with the possi-
bility of being labeled a real-
Iy cool technology demo and
nothing more. Lionhead
Studios has been lantalizing
us for close to two years,
and we're hoping this is the
year they come through - if
only because we can't wait to
play the game.

r,:

“Sflack & White

L]

Return to Castle Wolfenstein

Think of CASTLE WOLFENSTEIN in an Old Testament kind of way - this is
the game thal begat DOOM which begat QUAKE, ete. Now it's getting a
brand-spankin'-new update with 30 acceleration and all the olher
hardware/processor benefits we enjoy in this brave new millennium, Qur chief
interest at E3 is in finding oul just what is up with this game - developers
Gray Matter and id Software are being very secretive about WOLF since our
first (very promising) peek months ago.

Alice

We're eager to see the progress on ALICE, the twisted 3D shooter from
farmer id Software boy-toy American McGee, Lewis Carroll's sweet little girl
has been beaten with the puberty stick, and is worse for it. Armored in Goth
cynicism and loting Wonderland weapons, the leenage Alice will skip through
a frippy 30 world littered with characters and locales drawn from her child-
hood memories. Il sounds cool. Bul does it work as a game? We'll play it and
let you know.

m JUNE 2000 » cgw.gamespot.com = COMPUTER GAMING WORLD
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Microsoft Strategic Commander
Most new game controliers og:‘- the market address ona of
three functions: steering, flying or mouse-Jooking. But with the

advent of 30 stralegy gemes, and ever-growing numbers of
units fo control, Microsoft set out to design a cantraller to
make keeping things under control a fol easier, The result? The
new Sirategic Commander, a laft-handed USB gaming con-
troller designad spacifically for strategy gamas. This naw con-
troller aflows you to navigate map and

read.me EXTRA !

E3 Hardware Hitlist

controller may be just the ticket. After we gel our hands on one
for review, we'll let you know.

Nvidia's GeForce 2 (NV-15)

n the hardware fronl, the E3 show-slealer is fikely to be
nVidia's new GeForce 2, wiich until recently went undar
the code-name NV-15, The GeForce 2 will pack quite a
wallop in terms of both horsepower and new features, On ihe
horsepower side of things,

gemera movements, and also enhances
mouse functionality.

Stratepic Commander has six bultons,
three modifiers, and profile switching com:
bing for 72 possible key mappings. In
addition, it also has record on-he-fly key
mappings and on-the-fly profile switching
facilitate quick adjustmente with sach new
circumstance. The enlire part of the con-
roller that your hand rests on can be
moved forwardibackward/left right and
twisted leftlright fo control camera move-
menl, while your fingers remain in their
*home row. For titles ke Homaworld, Age

aVidia is anticipating defiv-
efing B00Mpivels per sec-
ond of pivel fill rate, Pius,
each of tha GeForce 2's
four pixel pipelines cen
draw two lextures per pirel
per clock, so the texture
fill rate 1s & rightening
1.6Gterels per second a
fexel is a textured pixall,
Thits ig @ huge boon for
games that do multi
texturing or multi-pass
rendering effects.

of Empires 2 and Ground Conlral, this

nVidia has also

improved upon GeForce's transform-and-lighting (TIL) geometry
engine, and nVidia is expecting to see a peak triangle rate
upwards of 25 millian fri second. T

been the source of some contro

competitors have argued that few g ly used the
feature. But all the major 3D chip players~ATl, 3dix and
Matrox-have parts in the warks that will accelerate TIL, and wil
ship this fall or holiday season, S3's [
the feature. And that suppert, coupled with the presence of
Intel's SSE and AMD's 3DNow i ang that Fall
2000 games will likely support this feature.

Intel's Willamette CPU

Daspite their troubles with RAMBUS availabilily and higher-
speed CPUs, 1999 was & very good year for Intel. And this
despile the fact that much of their Pentiumlll architecture is
the same as that of the original Pentium Pro that shipped near-
Iy five years ago. AMD has been putting a lof of heal on Intel i
{he batile for X86 CPU su , but Intel is abaut to add

ome heat of their own with their newest 32:bit Intel
Architecture (1A-32) processor, code-named Willamette.

With this new 32-bit processor, Intel has innovated in sever-
al key areas. Willamette's front-side bus spezd has d
10 3.2GB/seo, That's quite a leap. And Intel's new o f
Willamette, code-named Tehama, will support dual-channel
RAMBUS, and {his configuralion’s peak data rate can achieve
the same 3.2GB/sec. At the Intel Developers’ Forum, Intel was
showing a Willamette CPU running at 1.5GB/sec, and
the Pentium-Ill will also lik poed, Willamelte's archi-
lecture lends itsell batter fo highe

ok rates, and will be
Intel's high-performance 32-bit processor.
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Release Date: 04 00

1 Benre} Action
Developer: Dreamworks
Interaclive
Publigher: Dreamworks

squat when it comes to scaring the pants off gamers. Just like in the movies,
scaning people is more about techmgue than computing power.

This explains why Dreamwaorks Interactive has enlisted Clive Barker to collabo-
rate on {heir upcoming 3D shooter/horror-fest, THE UNDYING, Once Barker saw
the game’s engine and the script, he got onboard in a big way, and will contribute
to the game's cut-scanes and horror-inducing techniques.

THE UNDYING is & Celfic horror story set in 1923: A young man comes to the
aid of his friend by stomping out a curse that has fallen upon him and his family. To
accomplish this, you have to destroy each of his siblings, who reside in the area
surrounding the family's Insh mansion.

Key to THE UNDYING's success = and this is where Barker can really make a
difference - is preventing the game from devolving into a standard run-and-shaot
30 shooter, Realizing this, Dreamworks is working faverishly on the gameplay
mechanics. Your character can use conventional weapons or spell-casting abilities
that improve as the game goes on. While graphics alone won't make the game
great, the game’s engine is robust and easily capable of producing eerie effects,
both during the gameplay and in-engine cut-scenes.

1i THE UNDYING, which should be on store shelves in November, comes togeth:
ar, the end resull could be the PC horror equivalent of The Sirth Sense,

E I1the fancy, newlangled, three-dee graphics in the world mean exactly diddly-

CrimSOH SkieS wing, knock on the window, and Lhrow the pilot

We're still high an out)! The fanciful becomes plausible with a fabu-
CRIMSON SKIES from lousty-fun flight model and planes that could make
Microsolt and FASA Interactive. a grown aeronaulics engineer wet himself,

In the tradition of Biggles,

Snoopy, and the Rockel Gl’Ollnd CUHtI’O'

Ranger, CRINSON SKIES GROUND CONTROL is a new 3D RTS from
brings bi-plane fantasy and pro- Massive Entertainment that eschews certain
peller dreams to your PC. Teke conventions like base-building and resource
on the air pirales, down the harvesting for more tactical elements of com-
zeppeling, even sky-jack a bat, a fa MYTH. Units are grouped into
bomber (yeah, you'll hop on the unbreakable squads of infantry, armored vehi:

cles, or aircrafl that
accumulate experience
over missions.
Graphically, it's & stun-

ner, with nicely detailed animations ing to earn an endorsement. COMMANDOS 2 not only lagks
like exhaust plumes, flying shell better - with 30-rendered characters and vehicles on lop of
casings, and ballistic recoil, If static-rendered backgrounds, outdoors, and 30 interiors =
il plays as good as il looks, but it looks like it will play a lot better with more paths to
GROUND CONTROL is sure fo be victory and a more open style of gameplay. Here's hoping
& winner. the second fime is & charm.
Commandos 2 C&C Renegade and

1998's COMMANDOS, a squad-
based real-time strateqy set during Hed A'&I‘t 2
WWII, intrigued us before release, but Westwood s looking forward to E3, where fhey'll have a
the final product dida't rise far chance lo respond to critics’ accusations of complacency
enough above repelitive puzzle-sol- with two new Command & Canquer games. RENEGADE is

m JUNE 2000 = cgw.gamespol.com = COMPUTER GAMING WORLD



More E3 Hopefuls

thei third-person 30 shooter in which you take control of
C&C's Commando unit and make your way through objective-
based missions. Shown behind closed doors last year, this
incredible:looking action/strategy game lost some of its thun-
der due to Bungie's HALO, but should open some eye
year. Also on display will be RED ALERT 2, a rea
gy sequel that Westwood assures us will make up for their
elightly disappointing release of TIBERIAN SUN late last year.
Although the engine is the same as in C&C 2, RED ALERT 2's

design team is emphasizing more wide
apen, action-packed play.

Throne Of Darkness

tai RPG set in feudal Japan, inspired
by Akira Kurosawa's Throne of Blood.
Daron Garlner and Ben Haas of
Blizzard thought it was so cool that

hey started their own company, Click
Entertainment, 1o create the game -
now called THRONE OF DARKNESS.
After some turmoil {the
game was originally
with Acclam, now wilh
Sterra), the RPG is on
track, and Sierra will be
giving journalisls a peek at B3, We're pumped
for anything samurai, so we'll check it out for
sure.

New Legends
Speaking of Asian-style RPGs, we're hop-
ing lo gel a peek at the still-mysienious NEW
LEGENDS. All we know about the game right
now is that Justin Chin is behind it, He was

o
b

How cool doss this sound? A samu-

read.me _E)(TRA |

the driving forc
wa've been hearing about NEW LEGENDS are: an even
greater emphasis on swordfighting, and  setting described
as *Bla tin China

And In This lssue...

Of course, we're extremely excited fo see all the big-name
titles covered elsewhere in this issue (so go read sbout them

and MECHCQM

Microsoft/FASA.




The Empire Strikes Back

Microsoft Takes On the PlayStation 2

“Our focus
is on gaming.
We're building the
most kick-ass

game console in
the world, that's

our focus.”
Ed Fries, General Manager,
Microsoft Games Division

“The raw
POWEr of X-
Box coupled with
great game design
will enable the
games industry to
fulfill its potential
of becoming truly

mass market.”
Peter Molyneux, founder,
Lionhead Studios

ust when you thought the

PlayStation 2 was going

to own the living room,

Microsoft has struck back,

big-time. In early March,
while Newsweek splashed the
PlayStation 2 on its cover and all
but declared it the winner in the
next-gen console wars, Bill Gates
announced Microsoft's first dedi-
cated gaming system. With spec-
ifications exceeding those of the
fastest PCs and the PlayStation
2, the announcement served its
purpose and got game develop-
ers excited about designing for
it. Now, the questions remain:
What will this mean to PC gam-
ing, and how well will
Microsoft's first consumer elec-
tronics device compete with
Sony's power player?

Don’t Fear the X-Box
For most computer gamers, X-

Box won't really matter that

much. Microsoft

appeal to console gamers' tastes,
rather than on complex strategy
games or simulations. The X-Box
will ship with a USB gamepad,
and although a keyboard and
mouse will be optional, they are
not being emphasized. In addi-
tion, the X-Box won't allow
upgrades. While X-Box will be
screaming fast when it ships
nexl fall, Microsoft doesn’t plan
to update the architecture for
four to five years. During that
time, technology on the PC will
likely leave the X-box behind.
Microsoft's vice president in
charge of the X-Box, Robbie
Bach, said as much in an inter-
view after Gates' announcement.
“We're definitely committed to
PC gaming,” he said. "It's the
place that drives a lot of innova-
tion. Four or five years from now
when we're designing the sec-
ond generation X-Box, we'll be
able to take that new technology

is clear that it's a
dedicated con-
sole system for
the living roo:..
They're focusiig
on games that

BALL BUSTER This interactive
demo showed realistic physics
modeling of more than 100 mouse
traps sel with ping pong balls - at
60 Irames per second.

E_ edited by jeff_green@zd.com
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PS2 KILLER? The X-Box's rend
ahilities blew game developers

ering and
away al the recent

Game Developers Conference. Microsoft claims that
this demo uses ahout one-third of X-Box's capahilities.

SPEG

{yoWDOWN

CPU

Graphics processor
Memory (RAM)
Polygon performance
Storage

1/0

Broadband enabled
Modem

U.S. launch

Price

X-Box

633MHz or faster Pentium Il
300MHz custom Nvidia chip
64MB

300 million triangles/sec

4x DVD, 8GB hard disk, 8MB memory card
4 controllers, USB, 10/100 Ethemet

Yes

Optional 56KB USB
Fall 2001

N/A

News © Notes...

and build it into the
next device. In addi-
tion to that, we
think that the PC
gailnes market is
going to continue to
be a great market."
But for console
gamers, X-Box is big
news. Powered by a
Pentium Ill-class chip
and an Nvidia graph-
ics processor three
generations beyond
today's fastest
Geforce 256, the X-
Box will be the
fastest console sys-
tem ever. If the
machine ships as
specified, it will be
twice as powerful as
Sony's PlayStation 2,
with better polygon
rendering and anti-
aliasing features. It'll
run on a stripped
down version of
Windows 2000, hut
users will never even
see Windows or have
to configure it. You'll
turn it on and the
game will come up.
The X-box boasts a
console first: an 8GB
hard drive for down-
loading demos and add-ons. Games will
be saved on an 8MB memory card, the
same as on a PlayStation 2. DVD movie
playback will be built into the X-Box,
whereas you'll need a utility on the PS2's
memory card to watch movies.

Perhaps Lhe biggest difference hetween
X-Box and PlayStation 2 is their Internet
strategy. Sony sees the P52 as an all-in-

one Internet device that delivers online

gaming, e-commerce, and Web browsing,
as well as downloadable musie, software
and video. Microsoft has emphasized that

X-Box vs. PlayStation 2

PlayStation 2
300MHz MIPS

160MHz Sony GS

38MB

66 million tnangles/sec

2x DVD, BMB memary card
2 controllers, USB, Firewire, PCMCIA
Future upgrade

Nat planned

Fall 2000

£300

Take Two Interactive has bought The Gathering of Developers for an undisclosed sum; The Gathering, which sought
o give more control to developers, ran out of money efter most of its games slipped more than a year.

66 i

“As a developer
[X-BOK] makes huge
sense to me, and as a
consumer it makes
huge sense to me. I
also like...that X-Box is
not trying to be the
“he-all end-all” for the
Internet, because a TV
is not a very good way
to do that. I've got a
Dreamcast and | tried
their Web browser
and...I'm never going to

do that again.”
Gabe Newell,
Managing Director, Valve
Software

“1 don’t think
[X-Box] will affect
the PC-gaming market
that much. People who
buy PCs don't just buy
them for games—they
buy them to surf the
net, for word process-
ing, and for the gobs
of different (non-game
related) software and
tools that can be used.
I think that X-Box is
going to bring a whole
bunch of great games
to people who couldn’t
otherwise afford a
high-end PC.”

Cliff Bleszinski, Lead Designer,

Epic Games
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Blockbuster is putting rental PC games into 175 stores in 14 cities. For
$5,99, you can rent one of 20 differant games for five days.
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Fear Powers Microsoft's First
Why X'hOX? Entertainment System o

birthday to

fter working at Microsoft for 13 years, Gabe Newell, now general director at Valve Software (HALF- LucasArts,
A LIFE), has unique insight into what motivates his old employer. Here's his perspective on the impetus which made
hehind X-Box. its gaming
“I know Sony scared Microsoft. They scared Microsoft and they scared Intel. | don’t think that the guys at debut in 1985
Microsoft right now view X-Box as 'Ooh, there's a new market, let's go get it!’ They view it as Sony fired a with the

shot acrass their bow and threatened their core business, When you're talking with Microsoft about X-Box, release of two creative action
they're talking billions of dollars. They're not talking like, 'Oh, let's go spend 540 million to put a team in games, BALLBLAZER and RESCUE
place to go get this.” They're hasically saying, "Okay, we've got $19 billion in the bank, and Sony is going after 0N FRACTALUS. Our reviewer said,
the crown jewels.’ This is as much to protect the Windows business and the Office business and all of their “I found more craftsmanship, more
other businesses. fantasy-making in the instruction
Sony seemed to he deliberately trying to get the attention of Intel and Microsoft with all their comments manual to these games than I've
like, ‘PlayStation 2 is not only a game device, it's going to take over Internet commerce for consumers.’ | found in most games them-
know [Intel's] Andy Grove took the whole thing incredibly seriously and views it as one of the biggest threats selves™—a statement one could
to their business. And | know Bill [Gates] and Steve [Ballmer] take it incredibly seriously and view X-hox as, make regarding many games from
‘This is what we've GOT to do to protect the businesses we're already in. We are protecting the cubs.”™ LucasArts since.

X-Box is for gaming, and that they won't include an Internet browser with it.

Up the Hill Backwards

Even if Microsoft's strategy is perfect, they face a bruising battle with Sony. One June 1930
in four U.S. households already have a PlayStation, and the fact that P52 is back- QOur editorial
wards- ('ompatible with the 400 existing PlayStation titles is a huge plus. The PS2 this month
will have a year's head start on the X-Box, and there are already about 250 P82 commented

titles in development. No console manufacturer has ever succeeded in dominating on one of the
the video-game market twice, but that's likely to change this time. Analysts expect creepier

Sony to sell 100 million units—25 million more than the original PlayStation, moments in
But Microsoft has one major ace up its sleeve: It's easier to program for X-Box gaming his-
than the PlayStation 2. Says Valve Software's Gabe Newell, “You can use a PC very tory. In March of 1390, the offices
easily as a development environment, the APIs are really familiar. The PlayStation 2 of Steve Jackson Games were
is really fast, but it's also really, really hard. You can take existing PC code and put raided by a band of technologically
it on a PS2, and it will run a lot slower. Or you can take PC code and put it on X- ignorant and overeager Secret
Box, and it will run insanely fast. You're not trying to get these weird vectoring Service agents who confiscated
units to go really fast (as on the PS2); it's Win32 and OpenGL, with DirectX 8 APIs documents and computer equip-
You don't have to relearn how to do graphics just to draw a box on the screen.’ ment. Their justification was Steve
Several PC developers and publishers have already announced support for X-Box, Jackson's development of the
including EA, Hasbro, Activision, Bungie, and Sierra. Japanese developers like GURPS Cyberpunk role-playing
Konami, Capcom, Koei, and Namco have also signed on. Expect many more to join game, which agents referred to as

them in the months ahead.—Ken Brown “a handbook for computer crime.”
The $S never admitted any error.

h June 1985
e a I y ‘ E C Remember
editing your
AUTO
EXEC.BAT? IRQ
Battlezone Il c- B- C+ - C+ conflicts?
Crusaders of Might & Magic D- - B- F [H c C- Memory man-
Final Fantasy VIII° D- G+ B+ H C+ B- c agers? Most of
Mortyr F D+ C G- F F L these problems were on their way

Hox L2 B B Bt o B e out as of five years ago. Our resi-
Pro Pinball: Fantastic Journey A B-+ * B+ B B+ B+ ¥ e o
dent gear-head Loyd Case nearly

South Park Rall B- F n- F F F F+ E = A
The s'imsr . A+ A+ A A A A A soiled himself describing the glory
of the new operating system,

Urban Chaos | : s
Wild Wild West Windows 95. While all is still not

3 rosy in the land of technology and
And the Winner Is... THE SIMS, which scored a near perfect grade in our new, revamped Reality gaming, there’s no doubt that Win

Check, which converts the various game publications’ rating systems into a letter grade. NOX and 95 saved gaming from being stran-
FANTASTIC JOURNEY were deemed “pretty good” across the board; and the collective spittle of gled in its own technological web.
reviewers fell heavily upon MORTYR, CRUSADERS OF MIGHT & MAGIC, and SOUTH PARK RALLY.

PC Gamer CGM PCXL  Gamespot Gamecenter Average
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Verant CEO on
EVERQUEST Woes
and otar Wars
Multiplayer
Games

Verant Interactive’s profile

has been higher than

usual this month, with

the imminent release of

the EVERQUEST expansion pack (see

our sneak preview elsewhere in this issue), the
announcement of their Star Wars massively-mul-
tiplayer game, and a rather vocal revolt amongst
many EVERQUEST players over a number of prob-
lems they see with the game. We caught up with
Verant’s CEQ, John Smedley, to get the official

AQE 11 Expansion on the Way -

lowdown.

You're doing a Star Wars game! How
did this relationship with LucasArts
come about?

We were introduced to the LucasArts folks
and it seemed to be a really good fit, They were
looking for someone to do STAR WARS ONLINE
and we seemed like the right people. | have to
say they're really a lot of fun to work with, and |
think the game is going to benefit greatly by the
relationship that we're building with them.,

That's when villagers — brimming with knowledge from a new era — will finally work autonomously after completing & mining or lumber camp. Not only that, butin

T he Renaissance technically occurs during the period covered by AGE OF EMPIRES I1: THE AGE OF KINGS, but it doesn't begin in practice until the AGE Il EXPANSION pack.

this golden AGE, researchers have discovered renewable farms. If you've ever tired of sowing the land, you'll be happy to know you can soon queue up farms like units.

It's a glorious time for the Empire!

Like the AGE | expansion (THE RISE OF ROME), AOE Il: THE CONQUERORS will introduce more than just & few new maps and units. Ensembla will Introduce five new civiliza-
tlons, historical conquerors and campaigns, 11 new units, and 25 new technologies. The clvilizations are the Huns, Spanish, Aztecs, Mayans, and Koreans. Four new cam-
paigns feature the historical conquerors El Cid, Attila the Hun, Montezuma, and Eric the Red.

The new units include halberdiers (wielding a combination of spear and battle axe), hussars (light cavalry), and petards (satchel-charge bombers), The elite Korean unit is
an iron-clad ship called the turtle boat. IV's an oar-powered battleship with cannon that moves slowly, but is hard to kill and very destructive.

Expect quite a bit of new artwork. The Mayan and Aztec campaigns take place in the New World, so Ensemble's creating a new Mezo-American building set. There are also
a variety of new map lypes to play on, including maps in the shapes of actual countries. If you get tired of those, you can design your own maps with the editor. Look for the

game this fall. -Ken Brown
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They've got people who can answer any question

about Star Wars that you could possibly come up with
and that's an amazing resource to have.

We know you can't say too much at this
point, but how will your experience with
EVERQUEST prepare you for STAR WARS?

I'm not sure anything can prepare us for STAR WARS,
but having done a successful massively-multiplayer
game is going to give us a good place to start, It's
amazing to us how much of a cullural icon Star Wars is,
and we're going to have to rise to the occasion to keep
to the quality level that Star Wars fans will demand.

Can you tell us why Verant decided not to
do a MIM Star Trek game? [as previously
reported—Ed.]

We felt it was important to give Star Wars the atten-
tion it deserves and we didn't feel that we could handle
doing both games.

How's SOVEREIGN coming along?

SOVEREIGN is coming along amazingly. | literally just
got back from watching a battle with around 700 units
{with around 9 players) in a massive artillery battle.
We're working heavily on combat at this point and we'll
be able to show it off at E3.

Has the success of EQ, over 200,000 players
now, surprised you?

Honestly, yes it has. We always knew EVERQUEST
was an amazing game but the response has been phe-

nomenal, It seems to have struck the right chord with
gamers. I'm also really pleased to see EQ, ULTIMA
ONLINE, and ASHERON'S CALL co-exist, which brings
the total number of gamers playing these games to
araund half a million

Some players have been complaining about
overcrowded servers and unresponsive
game masters, and have gone to the trouble
to write complaint emails to gaming
magzines and Web sites. What's your reac-
tion to all this?

The complaints regarding the overcrowded servers
are 100% fair. We have targeted 1500 people per serv-
er during prime time and currently it's @ lot higher than
that. What people aren't aware of is how much work it
is for us to put up mare servers. You don't go out and
buy these machines at Comp USA. They are specially
built and we also have a lot of preparation to do,
handwidth-wise, to make sure we don't congest our
bandwidth. We currently have four more servers
planned to be put up by April 24th (the launch date of
KUNARK). We will be moving people off of some of the
crowded servers to the new ones Lo help alleviate the
problem. In regard to the GM’s, these complaims are
also valid and mostly come from needing more of
them. We're adding stall to handle this now.

Overall, my reaction to the complaints is to apalo-
gize, and then to make darn sure we do something
about it. We recognize clearly that we need to keep
our customers happy, and we're working day and night
1o do just that. —/Imterview by Mark Asher

Lawsuit Dismissed

against a group of entertainment companies (including heavy hitters like Sony,

O n April 7th, U.S. District Judge Edward Johnstone dismissed a lawsuit filed

Sega, and Nintendo) by families of three of the victims of a December 1997

school shooting in Paducah, Kentucky. The federal judge dismissed the $33 million-dol-
lar suit on the basis that the video-game makers couldn't predict what 14-year-old gun-

man Michael Carneal (cur-
rently serving life in
prison) would do, and that
the games are media not
subject to product-liahility
law. Wrote Johnstone in
his opinion, “This was a
tragic situation, but
tragedies such as this sim-
ply defy rational explana-
tion and the courts should
not pretend otherwise.”
Also named in the suit
were various companies
involved in the making of
the film, The Basketball
Diaries, including Time-
Warner Inc., Polygram

Film Entertainment, and
New Line Cinema.

The families plan to
appeal. —Robert Coffey

The GOOD...

BASEBALL FEVER
Baseball mania has reached fever
pitch at CGWY. The beautiful new
Pac Bell ballpark is just a few
blocks away. Our second interoffice
HIGH HEAT

season is off

and running

(and this

time, we're

not letting

the boss

win). And our

mighty, real-

life softhall

team is

pumped and

ready to congquer. Never mind that
15-0 shellacking: We were, um,
rusty.

The BAD...

MIGHT AND MAGIC
OVERKILL

We love this

franchise.

Don't get us

wrong, But

after the

mediocrity

of

CRUSADERS

and the

rather

underwhelming MIGHT AND MAGIC
Vill and HEROES IIl: THE SHADOW OF
DEATH, we can't help but feel that
3D0 is milking the franchise a little
too much. Ease up on that money
udder, guys.

and the UG

SOFTWARE RETAIL
PAYOLA
The appearance of DAIKATANA on
the “hestseller” racks of certain
software chain-stores (see
photo}—despite the fact that the
game

hasn't

shipped

yet—

puts the

spotlight

ona

slimy

aspect

LRI

business: that retailers will offer
prime real estate in their stores
for game companies willing to
shell out the cash. Here's smok-
ing-gun evidence that those
“bestseller” spots are bought.
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For the BioOerm ]—!l.l:lll‘.'.l:l',' |
the war is personal. |
Humanity will perish...
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' H nw’ @ H ut I ' * Kate Botello, CGWs heloved former Information Services babe and the best BAKU-BAKU plajer
4 on the planet; is now the co-host of ZDTV's Gamaspot TV, Jain the fan club now.

Syl nerde Di Snealidp

' Three Rings for the Elven Kings under the

Ssv&nfarfbeﬂ‘wmﬁwdsmlﬁawh&ﬂsof
stoneg, :

Niafar: Mortel Man doumadia s it
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PANTHEON: It's All Greek to Us

4] | Vs aood to be the god," Mel Brooks might say if he were playing an zipha build of PANTHEON, the
throne...... . newest gama in the works from Frog City, makers of the highly regarded IMPERIALISM 1 and Il,
and one very attractivu gama license

about to ha yanked away from Heise

Enforeciive, or so the rumors go. Yes,

Havas dallied. They diddled. T[wy fid-
i dlsd while the Lord of

In PANTHEON, players will take on the role of & Greek god. The game is a mix of & real-time strategy
game and more traditional empire buildars such as CIVILIZATION and CAESAR 3. Here, though, the chief
resource s not gold, but worship of the gods. As in POPULOUS, yau influence but do not diractly control
the native population.

Where PANTHEON begins to take that road less traveled is in its “research” and combat. Research is
simply sending one of your Graek heroes on & quest. Think Prometheus bringing the secret of fire to
humankind and you've got it. During the quest, the hero and iiis or her small party will engage in combat.
Fighting will resembla that of BALDUR'S GATE, both from perspective and style, During combal, players
will be able to summan mythological creatures and invoke tha halp of tha Gods. Gameplay is pausesble at
any time.

Frog City Is currently looking at a first quarter 2001 delivery and are close to finalizing a deal with @
publisher, Given their excellent track record
with the IMPERIALISM games, CGW will keep a
tlose eye on PANTHEON. After
all, it's good ta be the gad.
-Mark Asher

one's mad enough to. lake. haﬁkriha :
Middle Earth licensa from them.

§ :massivehr mulliplayer ame hased un
Tui]uans Middle Earth mythus,-; ;
sure hit

pru]é:! whuld he slartad fram scratch, :_.
;hul apparently navar gnl urnum! [ e

and if thals all that happans' to them,
they ©an count themselves lucky. Yes,
my preciousssss.. thay really blew =
this one. P
By the t_lme you read this, |
Luossuesiins will have announceda
‘new game and cancelled another ons.
ZEUS, the new game, is a city-builder
_ '-.alung the lines of GAESAR 3 end

EHARAOH, But| Wl!h a hit nf 2 more
~ lighthearted ieal to it. Sat in ancient
._Graaca, you can expect all the famil-

(iar Greek Eudl, hsrnes' and monsters

re canesling i5 BIU[[. WAR' GENBBAL
S Thuy just dnni lael lika thay nan

Tchotchke of the Month

Tehoteh ke (choch’ke). Slang, from Yiddish: a .cheap, showy trinket.

.W"'e-m'en't falt this domestic slnce weaning Scostar. Somehow tied into

the MDK2 launch, this bright and shiny toaster from Interplay is proba-
bly the most useful tchotchke ever to land in the CGW offices. While
the wide slots allegedly accommodate a wide variety of breads, we've found
them to be the perfect size for administering heat conductivity tests on WILD
WILD WEST discs and toasting to crispy, golden perfection the severed fingers
of those foo!hardy enough tn Cross us. :
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“He's dead
meat.”

‘massive multiplayer space,con;bat. Join your squadron online. Confront other civilizations. Play free on worldwide
gpd—’_ghip dogfights on Zone.com. Just keep in mind—those that fly alone, die alone. www.microsoft.com/games/allegiance
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EDNQUE THE GALAXY WITH A LITTLE HELP FROM YOUR FRIENDS. : Eﬂ
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"
| |
£ 2000 Microseft Corporation. All rights resenved. Microsoft and .j a0 either e of of Microsaft Corpd in the US. and/or OU'L countries.




e @ H t ceording:to Bllmrd 138,000 people in Nurth America :ignad up forthe
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continued from page 52

Roew Eleshieiie Buloviainmond satlad into _a minelield.
They were working on SILENT HUNTER 2 for cing'o
Mindscape/881, when Mindscape took the contract bsck A _-nuw.ll:ni massively-multip]ayar action gama for hnlh the PC
from them. Aeon was in the middle of negotiations with ‘and Playﬁ!allnn 2. Think TEAM I-‘URTHESS or THIBES with
Mindscape over & new contract and essentially worked icr /. som i
‘free for several months, under the expectation that they'd | :

. get a new deal. Instead, M:nﬂncape gnded the relationship’ aaaann:mg twu more Dreamnast m}as and several

and seized the working code, which included those iree ' Pllyﬁtsllnn 2 mlas batween now ami E! One wil[ be Edge of
manths of work. Sneaky knows sneaky when he sees it, :
* "and that {s truly some snaaky stuff, Mindscaps,
{iiuu ficlovs Apparently, & group of former (iUl E3....The (4iii team that was wurkmg an PR!"JATBBR x

amplnysas srau! hapm’ workmg at Hnmnngaus Entertainment DNLINE has now been mnved to ULTIMA UNLINE 3 — yes 31
{ .The PHW&TEER project has_ huem scuttled, .00 ik m._' SN

the auarmg nrchestral music for TOTAL ANNIKILATION and of uaptnin of BN Bllie :ummandn team. Now the quastinn is,
‘he's now been signed by both Lisk Fowered Biunes and : -will this hn mnre like: CDMM&NDUS ‘or HMNBEIW S'?'

We know that game developers tend to use dartboards when determining release dates, so
‘we broke out with even bigger dartboards for the Pipeline. Sometimes, we'll nail the release
down to the month, other times we'll give the developers some breathing room by using a
general season. Also, we'll highlight some of the more notable releases and pass some pre-
liminary judgement on them before the real reviews are written. Lastfy, if you're a publisher,
make sure you tell us where your darts have been hitting, so that we're not rompietaly blind,
okay? Send notices to; cgwpipeline@zd.com

MESSIAH: Shiny’s baby angel has finally NEED FOR SPEED: PORSCHE UNLEASHED Yeah, the inti- MDK 2: A four-armed dog with guns. A mad
arrived, but it' 6 plagued with hardware trou - male focus on one car scientist with toasters that fling nuclear toast. A
h'csfgmﬁrt T could put people off, T el bFack‘suEied guif with a

and what it TR 4 But we like Porsches, o *"“f' AL = sniper's dream scope, =

gameplay we et , damit, Besides, we like L ¥ Add more and more lay- =

could wring out : = the idea of the new t ; : ers of zaniness, and you | | oo

before crashing - *Unleashed” mode | S can see why we dig [l

has yiefded mixed ; (training for crazy car P ) MDK 2.

results. This could l‘ e stunts) and the refined

4o either way, = career mode,

June Releases

THEY SAY WE SAY THEY SAY WE saY
GHATED 4 x 4 Evolution 6.0.0, ' Summer 2000 Fall 2000  (New - MechWarriord Micosot .~ = Fall 2000 Winter 2000
Wew . Age DI Empires 11 Exp: __riun Mitrusall . Summer2000  [Fall 200( mmrl:mssmdnmzwmsnﬂ R
American MecGee's Alics EA ; Winter 2000 s 0 (MEWE NBA Inside Drive 2001 Microsalt - Hovember 2000
Arcanum Sierma Summer 2000 ! r 2000 W Need for Speed: Motor City Electronic Arts ~  Winter 2000
Baldur's Gate I1: Shadm Ili .lrnn Inlarphj[ ________s;!mm_u__r_zqnq i Sep! 2000  ([IEHATAD Neverwinter Nights interplay L hprizoon
Bluh&\'\i’h‘rlpih_ AL L. Summer2000 ___Fall 2000 n:w unrmrznm Micrasofl ﬂugusi 2I]I]l] A
Blair Witch Project(s] £.0.0, Fi _ Winter 2000 Spring 2001  Oni Bungl: i ey A e ____Fall 2000
Combat Flight Simulator 2 Microsat . _ Winler2000 " Winter2000 Pool Of adianceliSSI G _ Winter 2000
Comanche vs. Hokum Emplre Interactive ~ ~ Spring 2000 ummer 2000 Relun To Wnllens‘tuin i ,_anemh&r 2000 .._____November 2000
Conyuest: Fronfier Wars Microsoft Lo Fall20000 0 0 Fall2000 | Aock ETlnlgra:hue Cooon o Fall2000 0 Possibly canned
Crimson Skies Micrasofl AL Summer2000 ~ Summer2000 Aune 6.0.0. IR Dk _ Summer 2000 Fall 2000
Dark Reign 2 Activision Spring 2000 i Spriog 2000  Spring2000 SamityMomolth . Summer2000 Fall 2000
Deus Ex Eidos. L RS .. Apritgoo0 June 2000 Settlers IV Blug Bglp Winter 2000 Winter 2000
® Giablo i Bizzord T 200 | 0 Shogun: Toal War EA R s St o1 mer 2000
Duke Nukem Foraver 30 Realms HEE Wha o Knows?. | They aln't ulllngus Sid Meler's Clvilization Il MicroProse -~ Winler2000° S SE_rEEM1
Dungeon Siege Microsaft fall 2000 WEEED Sient Honlerl1SS1 ___Fall 2000
Evil Dead; Ashes 2 Ashes THQ AN TR el 200‘0 b aII 2000 SimMars Maxis A L L SR R R o] Spring 2001
Felony Pursuit THQ UEL Spring 2000 _Spring 2000  Simon The Sorceror 30 Southpeak Inloractive Summer2000  Summer 2000
AtRGOD. . Winle2000 " Dec 2000 Sovereign Sony Online En el Winler2000°  Winter 2000
Fly! 11 £.0.0, S/ . Winter2000 " Spring 2001 n Simon & Schusler Interactive . August 2000 _ August 2000
Freelancer Microsoll e Winter 2000 __Spring 2001  Star Trek Voyager: Elite Force Activisian __ Spring 2000 _ Summer 2000
Giants: Citizen Kabuto Interplay Winler2000 ~ Winler 2000 CHEW Star Wars Episode I: Dbi-W: wcm[!_s_ e . Fall 2000 Winter 2000
ood & il 67 ... Whoknows? ~Possibly canned ~Summoner TH] e Fall 2000
Bround Control Sierra Shudios ” 4 Spring 2000 _S_t_l_ln_n]_nr_ 2000 Tach]rnn The Mnga Hnualngl: Spring ZBDL‘I ; i 2
Halo Bungie _ Winler 2000 000 Team Fortress 2 Sierra “'Summer 2000 s
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Top 40

rom the more than 50,000 votes we received in the last fe

CGW'’s Monthly Readers’ Poll weeks, we can tell you take your favorites seriousl

a beer garden or something.

%

Especially the guy in Berlin who calls himself The Thunde
King and votes every day for WORMS ARMAGEDDON. What is
with you, Herr King of Thunder? Lay off the WORMS and go vie

ol
T WA e arthe T ; ° vaet ;
2 2 StarCraft Havas Interactive : 2 2 Unreal Tournament Epic/GT 5
3 3 Age of Empires 1l: Age of Kings Microsoft .....c.cemmnd 1 3 Quake Il Arena id/Activision 45
4 4 Unreal Tournament Epic/GT § 4 5 Rainbow Six: Rogue Spear Red S10Mm.......... A5
5 5 Baldur's Gate Interplay 4 ] Half-Life: Opposing Force Havas INIEractive ...
6 6 StarCraft: Brood War Havas Interactive......
T 1 Homeworld Havas Interactive 4.5
8 8 Quake il Arena Activision 35 1 as PG i o
9 8 Rainbow Six: Rogue Speaar Red StOm ... 4.5 22 Planescape: TOrment INerpiay ........................§
10 12 Sid Meier's Alpha Centauri Firaxis ... - 3 5 Final Fantasy VII Eidos 15
1 13 Heroes of Might & Maglc 111300 ... 4 3 Fallout 2 Interplay .
12 11 Half-Life: Opposing Force Havas INEractive, . 3.5 5 4 System Shock 2 Eleclonic Aris....mmmmmmmmmmmnd.d
13° 10 Thief: The Dark Project Fidos 45
14 14 Planescape: Torment Interplay 4] = -
15 15 Quake Il Astivision 45 Ho
16 18 Final Fantasy VII Eidos 4.5 1 Freespace 2 interlay ...
17" 16 Fallout 2 Interplay 4 3 Wing Commander: Prophecy Gold Electronic Arts.....
18 17 System Shock 2 Electronic Arts 4.5 4 Falcon 4.0 Hashro Interactive

19 20 Command & Conguer: Tiherian Sun Electronic Arls

20 24° Rollercoaster Tycoon Hasbro INErACUVE s
21 21 Grim Fandango LucasArts 45
22 22 SimGCity 3000 Electronic Arls 4
23 19 Baldur's Gate: Tales of the Sword Coast Interplay.........4

Top Sports/Racing Games

NHL 2000 EA Sports

5 European Air War Hashro INeractive ...

Need For Speed: High Stakes Elecironic Arts............

MechWarrior 3 Hasbro
Freespace 2 Interplay

FIFA 2000 EA SPOrtS ...l
NBA Live 2000 EA Sporis

26 - Starsiege Tribes Sierma 4
21 21 Need for Speed 4: High Stakes Electronic Arts ...

Vote in the Top 40 Games poll at

' The more people who
vote, the better the results, hut please vote
only once per month. That means you,
Thunder King.

FIFA 2000 Electronic Arls 4.5
Aliens vs. Predator Fox 3

Might & Magic Vil: Blood & Honor 3D0.....wmmmmmmmns 4.5
SWAT 3 Sierra Studios 4

28 32 Age of Empires: Rise of Rome Microsof ... 4

29 28 Dungeon Keeper I Electronic Ars 45 in Games

30 23 Worms Armageddon Hasbro 4 2 Age of Empires II: Age of Kings Mcrosoft ...
81 33 EverQuest Sony 4 3 StarCraft: Brood War Havas IMractive. ...
32° 40 NHL 2000 Electronic Arts 3.5 4 Homeworld Havas Interactive

33 34 Heroes lll: Armageddon's Blade 300 ... 45 Sid Meier's Alpha Centauri Firaxis ...
34 38 Total Annihilation: Core Contingency Cavedog .............. 8.8

35 30 Jagged Alliance 2 TalonSoft 4.5

d6 38 Railroad Tycoon H G.0.0 45

Midtown Matdness Mitrosof........... s
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close to sense. Here you are,

dropping groups of ironclad,
laser-blasting, missile-spitting,
ambulatory skyscrapers of death
on distant planets to wage their
special brand of uber-scorched
earth warfare, but for some rea-
son—some absolutely incompre-
hensible logic-defying reason—
the battlefield was shrouded in a
maddening fog-of-war. Somehow,
a civilization capable of sending
towering war machines across
space was incapable of launching
a simple spy satellite to tell those
war machines where they might
run into, oh, let's say a barn, or
maybe a nest of laser turrets.

Well, that was then, this is now,

and the frustrations of the first

I t never made anything even

Ilcommamler 2

PREVIEW

Jarrior 4

| What Would You Like to Crush Today?
ok by Ken Brown

i e hen Microsoft bought FASA and
e W announced it would take over the
v MechWarrior line, we thought mayhe
Bill Gates was getting into the automotive business.
We had visions of Bill standing in front of the international press
with an 80-foot-tall Shadowcat behind him, nasally intoning that “"Microsoft

products are not meant to be hostile to the competition," and joking that

MechroSoft cars have smaller footprints than Windows 2000.

The point is, we didn't know what Microsoft would do with the venerable
MechWarrior franchise. They'd be crazy to mess with 16 years of game his-
Lory and a huge body of fiction, but we weren't sure how they'd try to
broaden its appeal. The answer came when FASA legends Jordan Weisman

and Dave McCoy jolted 160 members of the gaming press awake with a
jaw-dropping demo of the game, already running in Microsoft's offices in

March. The game has taken big leaps in graphic detail and pyrotechnic

displays of firepower, but that's only part of the story. The developers

want to put you into the middle of a dynamic story that unfolds during the
missions, the outcome of which is up to you. They're creating more lifelike
environments and putting more control into the player's hands. And they're
reinforcing the sense of scale by letting you smash cars, down power lines,
scatter pedestrians, and uproot trees. Says lead designer Dave McCoy, "We
want you to have that experience of being Godzilla." (Redefining the term
*Microsoft simulation.")
It was clear that MECHWARRIOR was stomping off in the right

R direction, but we had to find out more, just in case we're ever in

Redmond and the earth starts shaking....

MECHCOMMANDER
are being system-
atically identified

Getting Everything Right the Second
and souashed 1ive  ALALERARSV el By Robert Coffey
s0 many fleeing

Clan pilots under a Centurion's
foot. MECHCOMMANDER 2 (MC2)
looks set to deliver the goods the
first game had promised. More
than that, the game looks as if it
could reach out beyond the hard-
core BattleTech audience to reach
strategy gamers of all stripes.

Instead, players will immediately
be able to study the lay of the
land and begin making strategic
decisions based both on terrain
and structural placement. Enemy
units, however, will not be
revealed until they hit your
‘Mechs’ scanner range, thus pre-
serving the sense of danger. The
biggest design challenge here is
in crafting scenarios where a vari-
ety of approaches might work,
and avoiding the puzzle-like
quality of many of the first
game's missions. The designers
know this and will be spending

Power Steering

The primary focus of
MECHCOMMANDER 2 is to be
more accessible and to shoot
players straight into tactical com-
bat. To that end, that horrible fog-
of-war has been eliminated.
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It’s All About You
Most science-fiction sims set up a story in the manual and try to
advance it through mission briefings. Expect that to change in
MECHWARRIOR 4, say the designers. In a series of story-based missions,
the transition between engagements takes place in your cockpit or at
your field base. The people you interact with in the game will provide
tactical information about what's going on, and they'll present you wilh
possibilities for advancement as part of the story. But you choose how to
proceed, and the story will unfold based on the choices you make. "Using
the characters and in-engine cinematics, we are able to present a narra-
tive to you as you are living it,” says lea(l designer JT Wagner.
You'll be able to pilot 21 different 'Mech types, including seven new
ones that have never been seen. You'll still modify your machine with
weapons and modules salvaged from
your enemies. But the team is
reducing the number of similar
HELEASE DATE: 04 00 wclapdo_ns to offréer mor&vaLrlietw,E
= ——————————— including new types like the Long
 PUBLISHERINEVELOPER: MicrosoRt | oy artillery piece. Most weapons

GONTACT: www.microsoft.com will let you target individual areas

HECHCOMMANDER 2
GE ”’ i ﬂwm._}" mﬁf’@%ﬁ
CRDEVELOPER: Miosaft |

retained. Your '‘Mech pilots are
still rated in three primary skills
(gunnery, piloting, sensors) that
increase with every successful
mission, leading to special skills
such as increased jump-jet range
or more precise sensor readings.

much of the year honing and
refining the missions.

But Microsoft isn't throwing the
‘Mech baby out with the bathwa-
ter; many of the things that did
work in the first game are being

You'll still be able to custom-out-
fit your ‘Mechs, but this time
around there will be more options
in the form of 15 new ‘Mechs in
the game (four of which

WHERE GIANTS TREAD A couple of buildings already
down, and plenty more to go — MG2 will feature lots of
iestructible objects to help drive home that whole “giant robot

are entirely new to the
BattleTech universe).

of death” thing.
= @x

Body Work

A In fact, if you just look

i at the surface of the
game, it's hard to see just
how much is new. Rest
assured, there's plenty.
The most obvious change
is the move to a fully-3D
engine, fully incorporat-
ing every 3D buzzword
you can think of. Even at
this early stage, the

PREVIEW

DEATH FROM ABOVE Among the many improvements in
ME2 is the ability to call in air strikes whenever you need
them, instead of paying for them pre-mission and hoping you'l
use them. An extra added bonus: You get to see'the bombers
swoop in for the kill.

GUIDED MISSILES Just as in the MECHWARRIOR
games, missiles will lock on and follow targets

=€) 5 1

game looks great, with detailed
terrain and a slew of objects just
begging to be blown up or tram-
pled. The game figures to become
even better-looking as the design-
ers consult with the
MECHWARRIOR 4 team, and coor-
dinate not just the look of
weapon effects but the design
philosophy behind the game uni-
verse as a whole.

A new tutorial will acclimate
players to the new waypoint sys-
tem and other game mechanics,
such as the option to call in air
strikes or repair units at any time
during the game. The ability to
summon support at any time in a
mission should be a huge
improvement to the game, freeing
gamers from having to decide
whether to purchase support
vehicles prior to a mission, with
no idea as to whether or not
they'll need it—just another user-
friendly idea meant to embrace
rather than alienate players.
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PREVIEW

-

NOT JUST PISSING IN THE WIND Elite units will be

very effective at nailing you on the run.
LA T PR
‘? o oy
e

i)

e |

MechWarrior 4

on your enemies, and the team is
working on tweaking the sniper-
view to give you a greater range
of control.

You'll also have more control over
your lancemates than before. You'll
choose pilots from a roster and
match them up with their ‘Mech
and weapons, or let them decide.
You can tell them to attack targets,
defend others, form up, hold their
fire, report their status, and repair—
along with all the standard com-
mands. They will protecl you, follow
you, and attack targets of opportu-
nity using tactics suited to their
ahilities and their ‘Mechs' abilities,
all on their own, They're going to
malke Dominic Paine seem like a
mule in comparison.

Expect the Al units to be much
smarter than you're used to. They'll

8

be able to employ a
range of taclics, includ-
ing rushing, jousting,
sniping from a distance, and the ter-
rifying “Circle of Death.” They'll use
their jump jets more intelligently,
either to hover in place, jump over
hills or canyons, dodge incoming
missiles, or kick a hole in your cock-
pit with the ever-popular "Death
From Above" maneuver. Elite units
will move more intelligently, fire
more accurately and more often,
and evade incoming fire more
stealthily.

Al units will have different per-
sonalities and morale settings, and
can communicate intelligently with
one another, says Microsoft's Paul
Tozour. If you shoot a laser beam
past an enemy 'Mech, he'll summon
his squadmates for assistance.
Expect enemy ‘Mechs Lo become
much less reckless as you shoot out
each of their body parts.
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| PUFF DADDY Looks like a designer
converted an LRM launcher into a bong.

GRAND OPENING Somelimes the graphics
seem a bit overdone, but the arlists are still
warking on how fo depict all that firepower.

Let's Head Out

Instead of the desolate battlefields
in MECHWARRIOR 3, the environ-
ments in MECH 4 will seem alive.
Some levels will have hundreds of
buildings and vehicles, including
non-combatant units busily pursuing
their own objectives. Enemy drop
ships will streak in for an insertion
until you blow them out of the sky.
The action unfolds in day and night
missions on a large variety of terrain
in fog, rain, snow, blizzards, and
lightning storms.

t tired of having to replay
1ns over and over in MECH

3, you'll be happy to hear there will
be in-mission save points. You won't
be able to save just anywhere, but
there will be two or three places in
each mission where you can pause
for the cause.

Multiplayer fans will have a host of
new options to choose from. For the
first time, players will be able to cre-




NIGHT WATCH The environments will be
much more populated than before, and night mis-
sions will add new tension to the game.

-

AR &

5 THII\IGS. wa

Ease-of-Use Impruuements
Over MIECH 3

1)/ In-Mission Saves i
Two or three save points each mission |
should cut down on the number of |
broken joysticks. -
|2) Tarso Twist Gatge
A quick glance at your HUD will tell ynu
which way you're facing.
| [8) Ifiproved fterace”""
The designers are trying to reduce your
dependence on the keyboard for combat
control. 5
‘A) Dty Tricks™ j }
Wanna screw with your enemy? Load up | =
LRM carriers; park them hehind a ridge;
rain down hellfire. Repeat as needed.
[5) Better Zooming | |
| Instead of only one zoom, you'll be able
to adjust zoom level using your mouse
wheel.

ate their own missions, host their
own MechWarrior servers, and
play cooperatively as a team. The
developers musl have spent some
guality time with UNREAL
TOURNAMENT, since they're plan-
ning on offering several multiplay-
er options like CTF, defend,
assault, and convoy escort, Expect
Lo play up to eight players over
modem or 16 via hroadband.

With so many promising

improvements already underway,

we're exciled as to just how cool
the game might become before its
holiday release. It seems Microsofl
has good insight into what it's like
to be bigger than anything, able to
go anywhere, and to obliterate all
resistance. Now where'd they get
that? {07

PREVIEW

MechGommander 2

A=y 3

While the first MC
forced players to march
through a strictly-linear
series of missions, the
sequel will be a little
less rigid. The game’s
story—a struggle
between three powerful
noble houses of the
Inner Sphere, with you
as a mercenary com-
mander hired by them |
all at some point—will

be told through a Miengle

sequence of 25 to 30
missions. However, at
certain points in the
game, you'll have the option to choose
from among as many as three different
missions. While it's true you'll have to
complete them all in oxder to advance, the
sequence you use can affect subsequent
missions. For example, supplies you cap-
ture in one mission might prove vital to
success in the next, or pilots you rescue
could provide the manpower you need for
a slam-dunk victory in a tougher scenario.
The developers of MECHCOMMANDER 2
are acutely aware of how special the
BattleTech property is and are determined
to get it right, By emphasizing accessibili-
ty and combat, they should reach exactly
the audience they're shooting for—long-
time ‘Mech fans, and strategy gamers in
general. ({1

""AIR'DROP Need support vehicles? No problem = |ust
find a safe place and call in a VTOL,

w2 4

OLD-FASHIONED GUNFIGHT
With one enemy ‘Mech down and another
already missing an arm, this Blood Asp Is

moments away from winning the standoff.

KNOCKING ON
HEAVEN'S DOOR

F2 Success in MC2 will

hinge en more tactical
approaches than this
; kamikaze Mad Cat is
= taking.

S5 THINGS...

Traits of a Kinder, Gentler
MECHGOMMANDER

Games can be quicksaved at any time,
so you won't be forced to start every
mission from scratch after making a bad
tactical decision.

Three levels of difficully (added in
MECHCOMMANDER GOLD) let gamers play
games appropriate to their skills.

3] Improved Mission Interface
A step-by-step interface between mis-

sions will walk newbies through every
step, so they won't inadvertently enter a
mission with damaged 'Mechs. More
experienced commanders will be able to
save custom 'Mech configs.

1
Instead of blowing resources purchasing
support vehicles prior to missions —
without any idea as to whether you'll
need them - you'll be able to purchase
and fly in support units when the need
arisas, mid-mission.
As long as you have line-of-sight on a
target, missiles will ignore obstacles
and head for your target.
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PREVIEW

STAR WARS EPISODE I: OB-WA
GENRE: Action + RELEASE DATE: 04 00

Departing from lhe hok

galaxy (depending on how you fin-

ished JEDI KNIGHT), has left the
building. No, he doesn't die; heck, he proba-
bly isn't even born yet. Following the direc-
tion of the Dark Lord Lucas, rather than
advancing into the future, LucasAxts is reach-
ing into the past. For this third title in the
DARK FORCES series, you'll be playing future
spiritual-advisor Obi-Wan Kenobi. After the
post-1999-E3 yearlong silence, LucasArts
allowed me to see
STAR WARS EPISODE I:
OBI-WAN just before

K yle Katarn, hero or villain of the

_PUBLISHER: LucasArts

DEVELOPER: LucasArts

this year's E3. While
JEDI KNIGHT had a

great sense of “Jedi

flavor,” OBI-WAN looks to go even further in
simulating the path of the Jedi.

Since this is an Episode I game, I'll get the inevitable
questions out of the way: Yes, you will fight Darth Maul.
Yes, you can even play as Darth Maul during multiplay-

BIG GITV BI.UES

r great-looking GBI

[Fulfill your destiny, young Jedi,
by Thierry Nguyen

er, dual-saber and all. And no, I don't know what hap-
pens if you try to kill Jar-Jar. But we'll soon find out.

Episodic Fits

Unlike THE PHANTOM MENACE game, OBI-WAN will
not merely retell the movie. “We view The Phantom
Menace [the movie] as a contextual framework for OBI-
WAN,"” says OBI-WAN project leader Stephen Shaw.
“We're focusing on Obi-Wan's unique experience this
time. The game begins and ends the same way the
movie did, but trust me, you won't rehash the movie.”

Essentially, you'll be exploring all of Obi-Wan's off-
screen time. For example, while Qui-Gon was meander-
ing around Tatooine, Obi-Wan wasn't just playing with
his lightsaber alone in the ship; turns out he had a side
adventure involving Tusken Raiders (better known as
“Sand People”). Remember when Queen Amidala pro-
posed to sneak back into the Palace using an alterna-
tive, secret route? That route was illustrated in a nifty
hologram, then followed immediately by a screen
wipe, and voila—they're instantly at the Palace. You'll
be playing the whole “sneaking” bit between the
hologram and the wipe. There are plans for a total of
13 levels, most of which are as big as the largest lev-
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on bodily mo
the team opled for motion-capturing a lot of 0BI-WAN's slick Jedi ¢
(and vsing the third-persor era). You can also play as a batlle-droid
and roll around lo your hearl’s content in multiplayer.

els in JEDI KNIGHT, says Shaw. Environments range from
the familiar—Theed (the capital of Naboo) and Tatooine—
to new locales, like the lair of the Tusken Raiders.

Solo Jedi

“We want to take the idea of being a Jedi even further
than JEDI KNIGHT. When you're watching the movie, you
don't see Qui-Gon or Obi-Wan bust out the BFG and blast
away; you see them use their bodies and lightsabers,"
Shaw observes. That, to me, is the most interesting—and
potentially controversial—design focus behind OBI-WAN.

Case in point: While there will be all sorts of blaster
rifles and other nasty devices, your lightsaber is your best
weapon, bar none. You're not Arnold, you're Ohi-Wan.
You'll be banking on your wits, body, lightsaber, and The
Force. While The Force in JEDI KNIGHT translated into
“extra weapons” (e.g., F'1 to Heal, '8 for Lightning), this
time, it's more an extension of your body. Just like using
the “Run” key in other games, holding down the “Force"
key will use the Force to modify/enhance your natural
abilities; you'll jump higher, run faster, or push things
from afar. Other powers under consideration include Heal,
Deflect, Distract, and Throw Lightsaber. Even with this
Force-and-body-centric combat, your mind will be exer-
cised as well. Do you really want to fight all of those
droids, or should you just sneak past them? "We lean
more towards games like ONI or THIEF, where instead of
blowing guys away with guns, you'll either use your head
or your body," Shaw explains.

The Trade Federation's Battle Droids and their droid
buddies will replace the ubicquitous Imperial
Stormtroopers from past games as your primary foes.

thinking your way past puzzles, there will still he
cinematic duels-a-plenty.

PREVIEW

Palm Pilot? Inspiration comes from many places.

Specifically, the lightseber combat is focused on the
“Glyphs" system found in Palm Pilots. That is, your hand motions
on the instrument (for the Palm, it’s that pen-like stylus; for 0BI-
WAN, it's the mouse) determine the results. JEDI KNIGHT had a
series of different swings that popped out whenever you clicked
the mouse. For 0BI-WAN, you press the mouse, move it in the
direction you want it to go, and release, The new combat system
is more easily demonstrated than described, but imagine you're
“dragging” yaur lightsaber around and you'll have the basic idea.

For old-school JEDI KNIGHT players, the old combat system is

still there, but the 0BI-WAN team hopes everyane learns to adapt
to this one. Done right, the player can pull off some serious
lightsaber moves with adroit mousing. The team also plans to let
players customize their moves. If you don't like moving the mouse
forward for an upward thrust, for example, you can change the
control to move the mouse in another direction.

The biggest influence behind handling the lightsaber is...the

FLICK OF THE WRIST Vour
mouse j5 your guide to lghtsaber
comnbat; your lightsaber goos where
yOur MOUse goes. |

Throw in some tanks, miscellaneous aliens like the
Rodian (Greedo), Tusken Raiders, and swamp critters,
and you have your rogue's gallery. What sounds coolest
to me is that some of the enemies will be ones that were
mocked-up for the film, but were ultimately cut in the
editing room. One such enemy was a compact Battle
Droid Transport, one of the hest ways to explain "spawn-
ing enemies." They fly overhead randomly, and drop off
five Battle Droids every so often to keep you on your toes.

Sensing Great Danger in the Future

While the focus on the Jedi experience sounds very
solid, a lot of the gameplay is still up in the air. As of
press time, the more technical aspects of the game were
being worked on. The biggest milestone so far is the
physics engine, which will dictate a lot of the puzzles
during the game. Multiplayer is still in the concept stage;
plans so far include a mix of traditional deathmatch with
standard weapons (sniper rifles, grenades that explode
into smaller grenades, stationary cannons), and teamplay-
style missions (such as Escort the Princess, much like
TEAM FORTRESS CLASSIC's “The Hunted"). Multiplayer
will let you play as both humanoid characters and even
droids, so you can womp around as Darth Maul or roll
around as one of those pillbug droids.

Although I saw more technology than gameplay, the
design team's ideas are intriguing. This looks to be not
only a thinking-person's action game, but also a fully-
fledged Jedi simulator in the same way RAINBOW SIX is
an anti-terrorism sim. It's refreshing to know that this
game won't be "QUAKE with Jawas," and I look forward
to seeing more of it during and after E3. ({97
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GENRE: RP6 « RELEASE DATE: Summer 2000

PREVIEW

A Timely Upgrade to the Most Popular Online RPG BNV E R @ s

EverQuest:

turn myself into a wolf. Welcome to EverQuest

Anonymous, where we're thrilled and horrified with
THE RUINS OF KUNARK, Verant Interactive’s upcoming
expansion to EVERQUEST.

Whether you're the type of role-player who crosses his thees
and dots his thous, or an action-adventurer who slaughters
orcs al a pace that would make some folks think you're buck-
ing for a promotion at the Oscar Meyer meat-processing plant,
KUNARK should have something for you.

H ello, my name is Duin. I'm a druid and I like to

| Am the Lizard King

Verant 15 expanding on their wildly popular online game
design by adding an entire new continent: Kunark, home of
the evil Iskar.

At one time the Iskar, a race of lizard-men, dominated the
world of Norrath, but they ran afoul of the godlike dragons and
were all but wiped out in a war. Now, their civilization lives on

as a pale (yet scaly) shad-

ERQUEST: THE RUINS OF KUNARK ow of its former great-

PUBLISHER: 989 Studios

ness. As you explore this
new land, you'll discover

DEVELOPER: Verant Interactive

remnants of their broken

CONTACT: www.verant.com

civilization in the form of

dungeons and even stum-
ble upon ancient battlefields littered with dragon hones.

The KUNARK expansion allows you to play as the new lizard
race. Iskar players can be one of the
following classes: monk, warrior,
necromancer, shaman, or shadow
knight (a sort of anti-paladin).

The Iskar also have some unique
abilities. Cabilias, their starting city,
has a great deal of water in it,
including many passageways that
are underwater. As a result the Iskar
have developed an innate swimming
skill. And since the Iskar are as
attractive as trolls, it's only fitting
that they have the same regenera-
tive powers as their fellow uglies.
The lizards also have infravision—
which is incredibly handy—and they

B iy
get a small armor-class bonus due to for the Sarnak

MIGHT AND MAGIC Expect more of lhe same hashi
and magic-casting in KUNARK, and keep your eyes pe
a race of dragon-men.

Ruins of Kunark

DANGES WITH -
LIZARDS The
nent o

w conli-

v animations
's characlers

their tough skin, with one drawback: They can't wear plate
armor. Finally, the Iskar have a natural resistance to fire which
is halanced by vulnerability to cold.

KUNARK will add 27 new zones for adventure, most of them
larger than average. Add in the increased polygon count that
the modified engine supports, and it’s no surprse that the rec-
ommended system configuration is being bumped up from a P-
166 to a P-266. Verant also is recommending 128MBs of RAM.

Watch It Wiggle

I've seen this expansion three limes now. At E3 last year, [
saw the new engine and thought, “That's nice.” At GenCon [
leaned a little closer and marveled at the new race of goblins
with their tongues flopping around. However, I recently saw it
again and finally became hooked. What got me? The new Iskar
skeletons. It's not the higher polygon count so much as how
the artists have been able to better animate the game world.
Even when creatures stand still, they are animated in subtle
ways, like the side of a rhino nippling while it breathes.

Speaking of creatures, KUNARK will feature over 20 new
ones, The demi-liche is a whirling chaos of bones that coa-
lesces into a humanoid shape just long enough to strike a blow.
There's also a giant liche, as well as new giants. You'll battle
scaled-wolves, sabertooth ligers, and wyverns. You'll run in
fear from the new dragons and the sarnak, a race of dragon-
men. And then there are the giant moscuitos, the burynai, a
race of badger-men, and some odd living goo. Much like every
school cafeteria, every game needs some hostile jello.

All the character classes will be
upgraded a bit as well, with some
new spells and skills. KUNARK will
raise the character-level limit from 50
to 60, but each level after 50 will be
extremely difficult to obtain. As a
bonus, each level increase after 50
will he rewarded with new abilities,
and some new titles.

Verant is offering current players a
chance to upgrade at a discount.
Otherwise, you'll be able to find the
expansion at retail, rolled into a new
retail version of EVERQUEST. KUNARK
is scheduled to be available by the
time you read this. That's just enough
time to warn your loved ones. ({97
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COLIN MCRAE

Mofile Carlo |

REAL-TIME CRASH DAMAGE CHAMPIONSHIP, RALLY, TIME TRIAL MODES 5 CAMERA UVIEWS InCLUDING HEI?I!C&I‘I'I“‘
& SETUP/REPRIR OPTIONS

Ever heard of rallying?

It's the white knuckle ride to end them all -

high powered high performance cars taking on some of the
world’s toughest terrains against the clock. Rallying is
motorsport at the edge, on snow, mud and ice in all weathers.

Ever heard of Colin McRae?
He's a hard racing Scot, the world class rally champion

they all know as the Flying Scotsman - the sport's fastest, ¥ ; "
most exciting driver. co"n Mcnae Ra"y’
Interested yet? is the international
Colin McRae Rally” is the nearest most of us will ever best se"er and i 't’s
get to experiencing the thrills and spills of high octane rallying. :

It's the driving game designed to the limit to push you speed’ng towards
to the limit,
your PC now!

| Codemasters (M

GEN!US AT PLAY

www.codemasters.com

2190 Lz, “Contrmmmnders®, A Pight B un vl oo i o hisobesa® of Gooweacters, *Foin MBan™ wd T Lo Vither Sahes deme i Mot s e
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PREVIEW ANGUARD hopes to dwari

wilh the enormity

s real-time strategy
A games look at a more

squad-based approach,
where you have fewer and ever
more precious units at your
command, Red Storm’s upcom-
ing title U.F.5. VANGUARD looks
to dial the focus in even
tighter. You're the captain of a
capital ship, where you have
minute control over a broad array
of ship’s operations as you do
battle in the struggle between
the Allied Forces Navy and the
Hierarchy of Man. So rather than
command a phalanx of dispos-
able ships, your job is to go into
battle and emerge victorious (or
at least alive) with just one. And
borrowing a page from the RPG
Book of Game Design, your goal
is also to have your crew survive
intact, as they gain skills with
experience.

Our Story Begins...

You're cast as a captain in the
mighty United Forces Navy, and
your job is to protect the Allied
territories from the destructive
forces of The Hierarchy of Man, who seek to gain
absolute control over the entire galaxy. Operating in
enemy space, far from friendly support, you'll have to
command your capital warship in fleet battles against
other massive capital ships. The H.O.M.'s ships enjoy a
technology advantage, whereas the UF.N.'s fleet relies
more on sheer numbers.

Though this backstory is [airly usual bill of fare, you
will be able to explore VANGUARD's 40 star systems
independently of your mission objeclives. As you suc-
cessfully complete missions, you'll be able to upgrade
your current ship with better technologies, and will he
given command of bigger, better armored ships that you
take into subsequent missions.

When you deploy away teams, you'll have to choose
the individual crewmembers best suited to accomplish

the mission objectives. Of course, you may get interrupt-

ed mid-mission by unwelcome guests,
forcing the decision of whether to
leave your away-team on the planet
surface to complete Lheir mission and
risk losing them, or to get them back
aboard, take care of your unwanted
visitor, and then resume the mission.

PICKLE IN THE MIDDLE
This Warrior Dreadnaught was in the
wrang) place at the wrony time,

your enemy ship.
) ¥

Micromanage, or  LEERTITITTT]
Not.. GENRE: Simulation  RELEASE DATE: 03 2000

As captain of  _PUBLISHER: Red Storm Entertalnment
your vessel, CONTACT: www.redstorm.com
you'll have com-
mand of shields, engineering, weapons, electronic coun-
termeasures (ECM), communications, and assigning
crew members to away-teams for planet-surface mis-
sions. The VANGUARD design team is planning on allow-
ing very detailed control of each station, but because
this granularity could get you blown into space debris
while you're trying to futz with these detailed controls,
they're implementing what they refer to as “stances."
You can pre-assign your weapons officers to concentrate
fire on specific parts of enemy ships when you engage
them in combat, so rather than having to manually
assign these orders, you instead put the weapons offi-
cers into a given stance and
they'll execute your orders
accordingly. The same will be
true for engineering and shields.

As your ship takes damage,
you'll need Lo be thinking in
terms of "triage,” sending repair
crews to restore the most vital
systems first. At the heart of
every ship in VANGUARD—irre-
spective of alliance—is the reaclor
core. Take it out, and a ship is
dead in space, or gets blown to
smithereens. But getting to the
core will require getting past a
ship's defenses, and individual
ships will have different combinations of strengths for
weapons, shields, and engines.

VANGUARD will also support eight-player multiplayer,
either cooperative or deathmatch, and will be playable
over LAN or the Internet. And for the do-it-yourself
crowd, Red Storm is planning on shipping unsupported
mission and ship editors with the game. Look for
VANGUARD later this summer. {97
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SIMULATION PREVIEW

BLADES OF FURY The HASZ Hokum is
one heck of a bird to fly, thanks to its dual-
main rotor configuration.
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OMANCHE VS. HOKUM is the sequel to

APACHE VS. HAVOC from British developer

Razorworks and Empire Interactive, If
you liked APACHE VS. HAVOC, fasten your five-

COMANCHE Takes the Enemy Engaged
Series to the Next Level fsVAEk=lelzo/ye¥igl=}

point harness, because COMANCHE V5. HOKUM
looks to be on track to surpass its predecessor.
Occupying the enormous niche that exists between the
Novalogic and Jane's eggbeater sims, COMANCHE VS.
HOKUM seems to be targeted for “Entertainment
Simulation Enthusiasts.” So, while you won't walk
away knowing how to fly a chopper, you'll probably
walk away with a big grin on your face.

Dynamic Dual

The heta we got from Empire has three of the seven
theaters of operation, well, operational. Entering a the-
ater, you'll be asked to join the side you wish to fight
for. Then my favorite part happens, namely the genera-
tion of a dynamic campaign. How many sims have you
flown where the entire campaign seems to revolve
around how well your mission went? Now, ask any
pilot who flew in the Gulf how realistic that is. The
Enemy Engaged series offers us a better choice, name-
ly the ability to take part in a battle where the condi-
tions are always changing, day turns into night, and

you can win the bat-

tle but still lose the
GENRE: Simulation = RELEASE DATE: 022000 war. Durmg(;;ir

PUBI.!SHEH EI'I'!JIII’I llltﬂl‘al.‘ﬂ"ﬂ DEVELOPER: Razorworks missions, You'}_l even
GONTACT: www.empire-us.com receive incoming
radio traffic from
units reporting vic-
tory or requesting
assistance. Do you
divert to help friend-
ly units under fire,
or continue toward
your objective? Will
not responding
move the front lines
in your enemy's
favor? Do you have
enough fuel and
weapons (and heli-
copter) left to assist
and still complete
your own mission?
These are the kinds
of decisions I think

COMANCHE HOKUM TOURNAMER
Razorworks has even modeled individual
with all the vehieles, aircraft, and buildin

real combat pilots face, and I really enjoyed having to
make some of them myself, albeit from the safety of my
home office.

Weed-Whackin'

My favorite part of the game was, by far, the balance
between the flight model and the terrain maps. Sure
you can just cruise 700 feet above the ground on your
way to your target, but you'll be SAM bait for sure.
No—in a helicopter, what you want to do is {ly the nape
of the earth, or just a handful of feet above the terrain.
Let me tell you, even screaming along under full mili-
tary power, 50 feet above the treetops in 1024x768, the
engine was absolutely smooth. In each theater there
was an abundance of different terrain elements com-
bined to provide you with piloting enjoyment. Whether
you're flying along a river canyon, hugging the dunes
in the desert, or sneaking along mountain passes, this
game really gives you that "flying by the seat of your
pants"” feeling that should be part of any helicopter
sim. In fact, the flight model was good enough that if
the target was accessible by a land route, I wouldn't
even use the autopilot, but preferred to remain in
control of the bird so I could have some fun hugging
the terrain.

I also enjoyed the visual effects immensely. The air-
craft, ground units, terrain, weapons, and explosions all
show off COMANCHE'S engine, which is an enhanced
version of the original APACHE engine. In fact, I
augured more of that one bird into the ground by
spending too much time playing with all of the external
and target views available. My favorite was probably
the missile view, so I could watch the beautiful smoke
trails and the glow from the rocket's exhaust, from the
time it was launched until it turned an enemy tank into
a scintillating fireball. Like I said, my preoccupation
with the graphics sometimes caused my expensive air-
combat vehicle to be used as an overpriced back-hoe.

COMANCHE VS. HOKUM is definitely one to
watch, and if you enjoyed APACHE VS. HAVOC,
keep this one on your radarscope. There's already
a whole lot to like in COMANCHE, and if
Razorworks' previous outing is any indication, this
one's going to get even better.
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‘Real time strategy
had no room for heroics

REPARE +@ ENFER +HE NEX+ GENERATION

&f REAL-+IME S+RA+TEGY. HERE YOU'LL
DEVELOP A HERO® 4O LEAD Y®UR FORCES IN+O
BA++LE. SHARE YOUR ABILI*tIES AND SPELLS
Wi+H SURRG@UNDING MEMBERS &F YOUR ARMY,
AND DEVELOF YOUR HER® AS YOU EXPAND
YOUR EMPIRE. BECAUSE WHA+'S +HE FUN @&F
WINNING A BA++LE If YOU DON'+ KNOW WHS
+® CARRY ©FF @©N YOUR SHOULDERS?

s COMBINE ELEMEN+S OF REAL-FIME SHRAFEGY
AND RPG IN +HE FIRS+ HER®-BASED RTS EVER.

* BATFHLES ARE LED BY UNIQUE MYS+HICAL
HER@ES, NO+ FACELESS ARIMIES.

* DEVEL®P YOUR HER® +HROUGH SCENARI®S,
CAMPAIGNS AND MUL+IPLAYER GAMES IN A
MAGICAL FAN+ASY ENVIRONMEN+.

« FOCUS ON S+RA+HEGY INSHEAD @&F BASIC

& IMPLEMEN+A+ION WIsH AUtT@OmMATIC

RESOURCE COLLECHION.

[UﬁRLORD e

FACE REALISHIC COMPE+IHIDN CAS+ OVER 7@ UNIQUE MAGIC SPELLS CHALLEN_GE UP +® FIVE @+ HER ‘!
+HR®UGH Al +HA+ D@®ESN'+F CHEA+. AND SHARE +HEIR POWER WI+H +RO®P5 WARLORDS GVER +HE lN‘l‘ERNEf._{"
WI+HHIN YOUR COMMAND RADIUS. ; Ly
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Experience a new type of RTS hy downloading the temo at wm.waﬂnrﬂshnlﬂcr_u._cnm






JUNE 2000 » cgw.gamespot.com « COMPUTER GAMING WORLD

12




GameCraft

WARCRAFT II.
DIABLO.

STARCRAFT.

BL1ZZARD ENTERTAINMENT’S LAST THREE

GAMES ARE THREE OF THE BEST EVER MADE.

How po THEY DO 1T7? CAN THEY DO IT

AGAIN? CGW L0o0Ks AT DiaBLo II AND

" “WARCRAFT III TO SEE IF THEY STILL HAVE

THE MAGIC. GEE, DO YA THINK?
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DIABLO 11

Welcome
Back to He

WARRIV

IT’S MY PARTY Everyone in your
party - including other humans, and
any NPCs you've summened or hired
= will show up at the top-left:of your
sereen, complete with current health-
bar status.

he hour is almost upon us. You can feel it in
the air. It is time to sharpen our swords, dust
off those magic scrolls, and affix our tough-

ABANDON ALL

HOPE est armor. The gates of Hell are opening
S Y again...at last. More than three years after
rocking the gaming world with their award-
(FOR LEEP)’ E winning, million-selling DIABLO, Blizzard is
finally finishing up the sequel—and this time
WHO PLAY they mean it. No, really, they do.

On the eve of the battle.net beta test, Blizzard North
DIABLO H invited three CGW editors to their office in San Mateo,
California, to check out the latest build of DIABLO II. And
it's true—the game is nearly complete. The developers’
appearance told it all: tired, disheveled, but filled with the
BY ] EFF GREEN wide-eyed excitement and confidence that comes from see-
ing three years of labor finally paying off.
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And after playing DIABLO II for 10 hours
straight that day, we can tell you this: It is pay-
ing off. Within two minutes of booting it up, you
will forget all about the last few years of
“DIABLO clones” as Blizzard completely leapfrogs
over its would-be competition. Don't believe us?
More pre-release hype?

Stay awhile, and listen.

Bigger and Better

Actually, before spilling any more, we need a
disclaimer. This is not a review. What we looked
at was pre-beta test code. And although we
played it all day long, we hardly made a dent in
the game (yes, it's way bigger than DIABLO).
Knowing Blizzard, the gameplay will be tweaked,
items will be futzed with, and, many things will
probably not work exactly the way we describe
them when the game finally ships, because
Blizzard will keep changing things up until the
last minute.

But the basic feel of the game will not change,
and that's what we want to describe here,
Blizzard—feeling the pressure of living up to their
own reputation and of trying to top their own
game—has been working very hard on DIABLO II,
and it shows. It's at once totally familiar and utterly
new. It's got that same feel—the gothic atmos-
phere, the badass monsters and weapons, the
crack-like hack-and-slash gameplay—and yet it
plays totally differently than DIABLO. Like the first
game, it's so bone-simple that anyone can sit down
and start playing immediately, and yet it's so much
deeper, with so many more subtleties, that it makes
the original look like a warm-up act.

Let's start at the beginning.

Gone are the warrior, rogue, and sorcerer classes
from DIABLO. No carrying over your character from
the first game. The good news is that they've been
replaced by five new classes, all far more complex
than those in the original game: Barbarian, Paladin,
Sorceress, Necromancer, and Amazon. Of the five,
the Sorceress is perhaps the only real carryover
from the first game, employing many of the previ-
ous fire, lightning, and cold spells.

Beyond this, though, you're in for a brand-new
experience, with each class offering a different
style of play. The Necromancer is largely (but not

LEHDE HEAR EeHITIRD
BCAAMMLING AWAY IH FEAR

FinsT Lever

T Enemy RUNS Wr Te 14 YaRDl g
BHEmY RUHI FOR T SICEHD
m,

COVER STORY

o WaebPil

TRUE COLORS Maving your cursor aver characters reveals their name and hit-point
bar. Names in white are standard monsters, blue names are champions, and gold names
are unique monsters.

exclusively) a hands-off guy, a summoner of golems
and skeletons who lets his minions do the dirty
work, while he hangs back and soaks up experi-
ence. The Barbarian is the exact opposite, leaping
into battle with a hattery of war cries and a
weapon in each hand. The Amazon is a master of
missile weapons—bows, crossbows, and javelins—
while the Paladin is a holy warrior, using magic
auras to increase the offensive and defensive abili-
ties of himself and anyone in his party.

| Got Mad Skillz

The biggest complaint about DIABLO was that it
was not “real” role-playing. Decision-making was
minimal, and the difference between classes was
not extreme. That has changed. Not only is each
character class completely different from the oth-
ers, but within each class there is a great deal of
customization available; so that, for example, one
necromancer might have completely different pow-
ers and abilities than another. Character evolution
is going to require a great deal of planning and
strategy—and everyone's going to have their own
grand theories on what works best.

Every time you level up, you get five points to
distribute among your attributes and
a new skill point to apply. The skill
point is the big deal here. Each char-
acter class has a Skill Tree with
three distinct branches. Since skill
points don't come cheap, you'll need
to choose how to progress with care.
You'll have to choose which branch
or branches to pursue, and then how
deep to take each skill. For example,
as a necromancer, [ was constantly
forced to choose whether to increase

CoREAT a current skill like Raise Skeleton—
MasTerin 3

e which would let me summon more
skeletons at one time to fight by my
side—or to acquire a brand new skill
cs.&._..,r' instead, such as Bone Armor for bet-
1 4 ter defense.

The great variance in classes

}
|
|

[Eeree———

OE LEARN GDOD The tech tree for the Barbarian, showing
the ditferent ways he can leamn to kill people.
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Necromancer

A dark sorceror who specializes in raising dead

creatures and summoning golems.

SKILL TREE BRANCHES: Curses, Poison and Bone,

Summoning

THE GOOD: Difense. Lets
you creale a small party
of creatures who will do

, all the fighting far you.

THE BAD: Relatively
weak himself, You'll

need to keep him out

. of harm's way.

g

Amazon

A female warrior, somewhat like DIABLO's Rogue, but

adept at both the bow and other throwing weapons,

like javelins.

SKILL TREE BRANCHES: Bow and Crosshow, Passive

and Magic, Javelin and Spear

THE GOOD: Outstanding ranged combat, with the

ability 1o add magical qualities,

like lightning, to missile

weapons.

THE BAD: Weak
atmelee

combat.

DIABLO II

makes for much more compelling multiplayer games. In our game,
we used a paladin to keep the party in a protective aura, the
amazon to launch long-range attacks, and the necromancer to
send in golems and skeletons for the kill. Experience points are
shared, by the way (with a bonus going to the one with the
killing blow), as is any money [ound, meaning that party me

bers won't have to race around and beat each other to the

fallen cash.

In addition to your own character, you will also be able to hire
NPC mercenaries in each act who will join you and do battle with
you until death, and who can heal, level up, and follow you from
location to location.

Raising Hell

Whereas even a half-decent player could plow through DIABLO
in about six to eight hours, DIABLO II is going to take most play
ers at least five times as long to complete. The content stretches
over four acts and four CDs, in multiple indoor and outdoor loca-
tions. We played through most of Act I straight through, and then
skipped ahead to sample bits of Acts II and 111 before Blizzard
finally hooted us out. Each Act features a different town as a cen-
ter for getting quests, healing, and buying and selling items, and
each act is comprised of multiple quests leading up to an end
Boss, which you'll have ta beat in order to advance to the next
part of the story. Once you “finish” one area, you can always
come hack to it later in the game—Dbut disc-swapping in general
should be minimal.

ause the game 15 coming out so soon, I want to keep plot

spoilers to a minimum, but will tell the hardcore faithful that, yes,
you will return to Tristram in Act I for the purpose of rescuing
Deckard Cain—one of the Act's main quests. You'll encounter two
other people from Tristram—Griswold and Wirt (well, part of
Wirl, anyway)—>but neither has come to a very happy place in
life, as you'll see. Blizzard has done a much better job this time,
actually, of putting a story into the game itself, rather than just in
the manual, The world {eels much more alive, and the gigantic
backstory that Blizzard created in the first game gives them a lot
to work with here; it's a lot deeper than you might expect. But,
this is DIABLO—nol PLANESCAPE TORMENT—and killing monsters
is still the main activity.

Traveling Made Easy
If there's one thing that Blizzard is going to get grief for, it's
the grapliues. DIABLO [I plays in one resolution only: 640X480

AURA GOODNESS The Paladin specializes in casting auras ~ hoth offensive and defensive -
which affect all nearby party members, including any hirelings and summanable creaturas.

-

Heavy
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Blizzard guys themselves drooling with envy.

with 256 colors. Most of us have heen spoiled by much higher resolu-
tions these days, and this is perhaps the biggesl casualty of the
game's endless delays. That said, however, if you're not fussy about
resolution, you are still going to find much to marvel at. Those with
3D acceleration will see spells rendered in 3D, and some, like the
Blizzard spell, are awesome. Some of the game environments and
architectural designs are fantastic, and unlike DIABLO, they're all over
the map this time.

While DIABLO retained a largely static look—partially due to the
game's small size—DIABLO II's environments vary from act to act, and
within acts as well. An estimated 60 percent of the game takes place
in outdoor settings, adding to the game's expansive feeling. The
Rogue encampment, forests, and caves in Act I give way to a desert
setting and a bizarre, Escher-esque “astral plane” in Act IL. In Act III,
you'll find yourself in a dark, wet jungle setting, complete with annoy-
ing little green pygmies firing blowguns, among other hazards.

Blizzard has made travel within the game extremely smooth. The
best fix of all is the load times from one location to another—there
aren’t any. Go through a Town Portal, or enter a dungeon, and you'll
arrive instantaneously. Moving from indoor to outdoor settings and
back again does not remove you from the game itsell. “Waypoints”
also make travel much simpler; think of them as permanent, fixed
town portals. You'll find one in every major location, and when you
click on one, you'll be presented with a list of other waypoints you've
visited that you can immediately warp to. The new, improved automap
now has graphical representations of an area's major landmarks: way-
points, shrines, NPCs, Town Portals, as well as any party members In
multiplayer games.

You can now run (thank goodness), though a new Stamina meter
won't let you do it forever. Once the meter hits zero, you'll be forced to
stop and rest. Picking up fallen loot is now much less of a chore.
Pressing the Alt key will highlight all the items in the immediate
area—weapons, gold, armor, potions—and you can add them to your
inventory simply by clicking on the name. It's particularly useful for
small items, like rings, that were often impossible to find in the first
game. Any loot you don't feel like carrying around you can now store
in a "private stash” box located in town—no more littering in DIABLO
II. Exchanging items with other players is accomplished through a
trade window now, rather than just dropping items on the ground.

Toy Story

What made me the happiest during my marathon DIABLO II session
was the sheer "goodie" factor. Blizzard has simply packed the game
with things to do and try, while keeping the rewards coming at you.
It's a fundamental design principle they understand well: Gamers like

COVER STORY

Paladin

A fighter, similar to the

Warrior in DIABLO, but I__.a’}'
with the ahility to cast \ s
offensive spells as well as I

very powerlul auras thal
can increase characlors’
resistances, atlacks,
defense, and health.
SKILL TREE BRANCHES:
Combat, OHensive Auras,
Defensive Auras

THE GOOD: Excellent
healer and protector,
especially in mul-
tiplayer games.
THE BAD: He's a
goody two-shoes.

Barbarian" / . N\ §
The lummox of the party. / Yot T AT
relying mostly on brute [ P
strength to destroy his .

f
enemies. [ -~ \
SKILL TREE =" N

BRANCHES: { J \ e
Combat Skills, Vi
Combat Mastery, J [
Warcries \

THE GOOD: ) [

Outstanding

melee combat | \
with some truly " L
brutal moves, such as the Inﬂp attack,

which will devastate the enemy.

THE BAD: Kind of @ moron in the magic department.

————

Sorceress / J )

A magic-wielder, very similar to

the Sorceror in DIABLO 1, hut with \"‘h‘ ¥\
breasts. F ’
SKILL TREE BRANCHES: Fire, ’
Lightning, Cold ~
THE GOOD: Yaur hasic 7
all-purpose spclll:nsicn |
good for long-range
attacks.

THE BAD: Another wu..nklmq
at melee combat.

Keap a barbarian nearby.
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DIABLO II

to play with toys. As a
necromancer, for example,
you creale [ron Golems by
sacrificing one of your
metal items—and the
golem will be imbued with
whatever qualities that
item had. Some weapons
and armor now have “sock-
ets” in them, and when you
find gems and place them
in the sockets, the item will
take on different magical
attributes.

Gamers will once again
scour the game for unique,
rare items, which almost

certainly will wind up on eBay at some point. I
found one particularly nasty bone shield—it
created “open wounds" in opponents when
used offensively—which had the Blizzard North
staff itself drooling. One quest reward in Act I
will have an NPC magically imbue any item of
your choosing. Some NPCs in the towns will
offer you the chance to "gamble” on a magical
item. You pay a premium price, and won't find
out what the item is until after you pay your
money. Most importantly, the characters’
Skill Trees themselves are simply one goodie
alter another—Ilike the necromancer's Iron
Golems. You'll want to replay the game con-

The New Battle.net

he big news about battle.net is that Blizzard is
I moving to a client-server model. What this

means is that when you play in a multiplayer
game on battle.net, your character stays on the
Blizzard servers at all times—whether you’re logged
on or not. This should prevent the cheating and hack-
ing that so marred DIABLO | multiplayer games. (Note
that this client-server model is not retroactive, so
WARCRAFT Il and DIABLO | games will still be peer-to-
peer only.)

Blizzard is dividing battle.net into “realms.,” which
is really just a group of servers. Right now, four
realms are planned: U.S. west coast, U.S. east coast,
Europe, and Asia. You'll be able to play with up to
eight people in one game, and can set parameters
beforehand, limiting games to players within a certain
level range. Player killing will be possible, if gamers
flag each other as “hostile”; but, as was demonstrated
to us at Blizzard's office, players at similar levels will
have a hard time actually doing it—especially since
towns are neutral. Truly hardcore players will now be
able to play in something called, appropriately
enough, Hardcore mode, in which your character has
one life only. When you die, you die, permanently.

The battle.net front end is changing to a more
graphical look. When logged into a channel, everyone
will be represented by a 3D model of their character,
complete with the armor and weapons they’'re wear-
ing (including any unique items), which adds a good
touch of bragging rights to the community. Blizzard
will also color-code names on battle.net based on
what your difficulty level is, whether you’ve finished
the game, and whether you're in Hardcore mode.
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stantly just to try out the tricks in every
character's arsenal.

Hell Yes

Before closing, let's reiterate once more, with
feeling: This is not a review. We'll have a more
critical analysis when the game actually ships.
But as we drove home late that night, after 10
straight hours playing DIABLO I, the over-
whelming consensus was that the game had
more than we were expecting. Sometimes,
when a company takes as long as Blizzard has
to release a game, you wonder, when you final-
ly see it, what the heck the team was doing all
that time. But Blizzard—with three Hall of Fame
games In a row under their belt—appear to be
intent on not blowing their reputation.

WARCRAFT II, DIABLO, STARCRAFT...and now
DIABLO II. We'd sell our soul for those kind of
odds. ({97

X II.ENB'ME MY EAR No more unceremoniously dropping Hems on the
ground = there's a window for Imdinu with other players now. Here, that
hnslard player/killer Bill: Roper gives me back my ear.

W
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WARCRAFT 111

Makeover Madness

STORM WATCH
Snaw, rain, and ather
weather effects will play
in the game, but
frustrating one.

am Raimi began making mainstream movies.
Harvey Keitel holstered his guns and psy-

| chopathy to play sympathetic characters.
Dylan went electric, Dylan found Jesus,

Just WHEN YOoU
TaHOUGHT YOoU KNEW :
Dylan lost Jesus and found Roy Orbison,
Tom Petty, George Harrison, and that freaky
EVERYTI—HNG ABOUT guy [rom E.L.O. And now WARCRAFT I, the

most anticipated strategy game since

WARCRAFT HI THE Blizzard's own STARCRAFT, is undergoing
!

some fairly significant changes, and we—the

benevolent, puppy-hugging, cookie-baking
BIGGEST STRATEGY souls that are CGW—are here to fill you in
on the game's new direction.
Forget everything you've read so far. This i1s what
GAIVIE OF THE NEW WARCRAFT Il i1s going Lo be.
MILLENNIUM Hero Worship
Some elements of the initial WARCRAFT 1T vision remain
UNDERGOES HUGE unchanged. The focus is still on tactically-oriented up-

close-and-personal combat, with super-unit heroes func-
tioning as the beating heart of the game. Heroes function
CHANGES_ much like avatars in RPGs, gaining experience and abili-
ties as they successfully win battles or complete quests.
As heroes develop, they confer bonuses—such as
increased attack abilities—to the units under their com-

BY ROBERT COFFEY mand. Taking another cue from RPGs, the game will

unfold in a continuous 3D world without jarring mission-

COVER STORY
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WARCRAFT III

A DIFFERENT PERSPECTIVE
These shots illustrate some of the
changes brought about by the new
camera position. While the first
shot shows how the initisl camera
angle really drew you into the
action, the second shot shows how
the new isumetric angle gives you
a hetter view of the averall batile-
field, The only design drawback
was that the character art had to
bie resized in order to keep it Inok-
Ing good.

o, U

briefing screens; instead,
missions and quests will be
revealed by characters and
situations.

While it's a fully-3D world
with gorgeous terrain and
weather effects, don't
expect the game to mirror
what we've come to think of
3D tactical-strategy games,
1.e. MYTH. WARCRAFT III
will provide bonuses for
exploiting elevation and the
like in combat, but it's
nowhere near as military in
its battle approach. Instead
of a traditional RTS where
you churn out hordes of
expendable units to throw
at your enemies, the goal

to basically micro-manage
their battles, hurling spells
and counterspells, special
attacks, and unicue defens-
es against each other. To
further encourage hero use,
slain heroes can he resur-
rected back in town for a
steep price.

In some ways, the
approach is a direct response to the way gamers
played Blizzard's previous hit, STARCRAFT: not
using superunits for fear of losing them, and not
using the special abilities of their regular units in
order to scramble up the tech tree and grind out
more units. In order to encourage a playstyle not
focused on campaigns of attrition, Blizzard experi-
mented during WARCRAFT II's early design
phase by playing special STARCRAFT maps with
only one resource, and with units three times as
tough and three times as expensive. With every

Heart and Seoul: the Korean STARCRAFT Craze

CHECK AND MATE With the game focusing on much smaller,
more intense batlles than a standard ATS, WARCRAFT 11l will force
players to adjust to their opponents’ every move. Every spell, like

this lightning attack, will have some sort of counterspell.

unit triply precious, players were forced to take
the time to cast Infestation and the like in order
to win.

As a direct result of that, all the action in
WARCRAFT 11T will be shaved down to about a
quarter of a traditional RTS. Battles will pit con-
centrated squads of about ten to a dozen units
against each other. All of these elements are part
of the original design, but that design has under-
gone significant changes.

Cutting Loose

The biggest change in the game has to be the
addition of a free-scrolling camera. Previously, the
camera was attached to whatever hero was cur-
rently active. While this approach was a fantastic
way to get gamers knee-deep into the conflict, it
produced some substantial limitations. For one
thing, the game played much more like an RPG,
with a band of adventurers wandering around a
sprawling world. Camera control also became an
issue: By locking the camera only to heroes,
gamers would be forever spinning the camera in
order to move their hero and would constantly
have Lo recrient themselves when jumping from
hero to hero,

By releasing the camera from the hero, Blizzard

on't mess with Korea. North America's top STARCRAFT
player did, and he got spanked so hard in a South
Korean tournament that he didn't even place. If he had
known what he was getting into, he might never have
gone. Judging by the sales numbers, one in every 45
men, women, and children in South Korea owns a
legal copy of STARCRAFT. And they're not just playing
at home. They've honed their multiplayer skills in a
profusion of cyber cafes that have sprung up throughout the country.
In the last two years, the number of game rooms (for surfing the Net
or playing networked games) has grown from 500 to 15,000, and the
national press says it's all because of one thing: STARCRAFT. What
the hell is going on over there? Who's spiking the kimchee?

Paul Sams, senior VP of business development for Blizzard, says it
isn't Blizzard's fault. They never even changed the language in the
game to Korean; the anly Korean words are on the box and in the
manual. After selling 188,000 copies of STARCRAFT in Korea in 1998,
Blizzard thought the game did pretty well for a relatively-small Asian
country, and figured it would taper off. But last year, STARCRAFT sold
over 980,000 units in Korea, dwarfing all other PC games there. The
next-best selling title in Korea, FIFA 1999, barely sold over 100,000
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units. “It crushed the shit out of everybody,” says Sams.

STARCRAFT not only outsold every PC game in Korea, it outsold the
top-selling game in the U.5. by a wide margin. That's right, a-popula-
tion one-fifth our size bought nearly 300,000 more copies of
STARCRAFT than Americans purchased our top-seller,
ROLLERCOASTER TYCOON. And, according to Sams, it's still selling
40,000-50,000 copies each month (roughly comparahle to Windows 98
in the U.S.).

Is this part of a wider Asian phenomenon? Are Koreans competing
with Taiwan and Japan in some kind of international gaming show-
down, with each nationality assuming a different race? Nope.
Blizzard says sales in other Asian countries are okay, but something
in the water in Korea is making them snarf up STARCRAFT like
Pokémon cards. The parallels with Pokémon also extend to merchan-
dise, including STARCRAFT hats, t-shirts, stickers, snack chips, and
autographed copies of the game. A soundtrack has just been released
with some of the top Korean groups performing songs to the key of
STARCRAFT. The distributor expects to sell at least one-hundred-
thousand copies.

But the most unusual display of STARCRAFT fever came last year,
when combined sales for STARCRAFT and BROOD WAR broke the mil-
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A MAP OF THE WORLD It may be Blizzard's first 3D engine, but
WARGRAFT [l sure doesn'l look like the designers are having trouble

has opened up the gameplay to allow players to move umts
independently of heroes. While the advantages gained by
being in proximity to a hero will encourage gamers to keep
their dwarven riflemen and troll hunters near their leaders,
they will no longer be forced to play the game just one way.
The ability to move the camera around the entire game-
world will also let players build their town in a much more
free-form way, and allow the construction of defensive struc-
tures anywhere on the map. This will also allow Blizzard to
include more buildings in the tech tree, expanding on the
town-management aspects of RTS play that the designers
felt were being shortchanged in the initial design.

Freed from the tyranny of the locked-in camera,
WARCRAFT III will now definitely include peon units to mine
gold. Gold should be the only resource in the game, and
your peons will have to mine it, but there should be some
alternative sources for the shiny stuff including docks and
the like. Blizzard is even toying with having slain NPCs pop-
off gold when they expire. And while lumber is not likely to
be a resource, peons will be able to chop through tree lines
and open up new parts of the map. The interactive terrain
will also benefit from the freed camera, letting gamers

lion-units mark. The game's distributors were so elated at the
prospect of grossing over $20,000,000 on the games, they decided to
throw a big bash. So they rented the

Olympic weight-lifting arena and

hired three popular music groups to

perform, The highlight of the show

was definitely the staged production

of elaborately costumed Zergs,

Protoss, and Terrans acting out fanta-

sy battles before an audience of thou-

sands of hysterical STARCRAFT fans.

It's prohably the first time a theatrical

production has been based on a com-

puter game,

Blizzard's Sams couldn't believe his
eyes. “I sat there dumbfounded. They
had people running around as Zerg
Hydralisks with their arms waving
and doing these staged attacks
against the Humans. I just stood there
in anfazement at how crazy these peo-
ple were." -Ken Brown

figuring out how fo use it. Just check out the terrain and texture
detail ~ this is going to be one sharp-looking game.

exploit line of sight and terrain advantages by
perhaps putting ranged units on an overlooking
cliff, while the hero-led main force invades an
enemy camp.

If there's a downside to the new camera, it's
that all the art has to be resized. Characters
that looked great from an over-the-shoulder
view may not look so sharp from a more iso-
melric view, and the impressive scale of the
buildings will have to be pared down. Even
with these graphic chianges, the game still
looks stunning, especially the animations and
spell effects. Earthquake spells unleash rip-
pling mounds of earth, while defeated undead
dissipate into a cloud of screeching bats or are
pulled into the ground by cruel spectral arms.

Party of Five

Other big changes include the axing of an entire race from
the game. Initially, WARCRATFT III was to spin an epic yarn
from the vantage point of six unicque races. But after trying
to shoehorn that sixth race in, the designers realized they
were trying to pound a square peg into a round hole—
maybe it just didn't belong. To that end, the game will have
just five playable races: humans, orcs, the undead, demons,
and an as-yet unannounced race. Contrary to speculation,
that final race shouldn't be elves, since an elven priest and
elven sorceress will be part of the human-unit set.

Blizzard has also confirmed that special magic items, a la
the HEROES OF MIGHT & MAGIC series, will be sprinkled
throughout the gameworld. The reason for this is twofold:
The special abilities gained from the items will allow for
even greater hero customization, and will also permit the
designers to directly address potential game imbalances.

All of these changes are geared to emphasize strategic
facets of gameplay that might have been getting lost amid
the new RPG elements. More importantly, these changes are
a direct result of trying to make the game more fun-and
isn't that all that matters? {4




APAN, 1542. THE LAST SHOGUNATE HAS COLLAPSED LEAVING 'THE NATION DIVIDED.

You emarga frcm the chaos to tead your tronps of loyal samurai in a brutal quest to unite the country.
Do you have what it takes to master the Art of War and become supreme ruler of the land? Do you have what it takes
to become Shogun? Engage enemy warlords in the largest real-time conflicts ever, as vast armies collide
on the battlefields of feudal Japan. Deploy spies, emissaries, and the beautiful geisha to cunningly outwit your
oppanents while maintaining a web of diplomatic alliances. Manage your resources as you recruit, train and fund an
army while maintaining your lands and researching new technologies.

This is strategy gaming at its most challenging. This is Total War!
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F-16 THRILL
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CGW'’s Jesse Hiatt Gets Some Stick-Time in a Real F-16

termed "incentive rides,” where they take up a celebri-

hat if you really could fly the machine of
W your dreams? The one you could swear you ty or even a journalist hack like myself to promote just
were flying, only to wake up in a cold sweat, how cool flying fighters is. After a fair amount of red
lape and conniving, the whole thing was mirac-

realizing it was just an REM-based flight of the
imagination? B}' jESSE Hiaft ulously approved. I was going up with Major
Well, for this very lucky S.0.B., the dream ' . Ken "#8" Edwards of the USAF's Thunderbirds.
came true. The plane? The F-16. The place? A few weeks later, I arrived at Nellis very early
Nellis Air FForce Base, outside Las Vegas. The experi- in the morning with little sleep, and even less food,
leaving lots of room for gigantic butterflies to go barn-

ence? Beyond my wildest dreams.
The Air Force periodically offers what are politely storming through my belly.

TN NE R R T RRE L

CANYON GARVINGS 1) L L Cord e e (o e L THINK JUSTFILLED MY, FLRHT-SUT
‘Death Valley skirted the lin between absolute exhilaration and sheer terror. ~~ complete an Immelman.
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Pre-Flight Check

To get myself ready, I studied every inch of
Microprose's FALCON 4 so I could know as much going
into the flight as possible about the I'-16's avionics,
speeds, feeds, and handling characteristics—as much
as any computer game could prepare me, that is.
FALCON models the cockpit systems of the F-16 more
accurately than any other sim, and I had been doing my
homework. I had also researched the maneuvers in the

Thundehirds add-on for Jane's USAF, but
it was thanks to the intense study of
FALCON 4 that I could identify nearly
every switch, knob, and button in the
cockpit. The HUD display and radar
pages were all, almost to the pixel, the
same as in the game. But when I went
from comfy desktop gaming rig to invert-
ed at 450 knots, I gained an entirely new
perspective on the challenge of flying one
of these beasts.

The F-16 has always been my favorite
fighter jet and just standing next to one
of those beauties was a thrill. After a
whole morning's worth of briefings, but
before I could even absorb it all, the crew
chiefs were connecting me like a cyborg
to the backseat of the real deal: the F-
16D. You don't so much get into an F-16
as strap it on. Your interface with the
hird includes an oxygen mask, connector,
and two hoses; one G-suit hose; one
wire for the mic and speakers in the hel-
met; four clips onto your harness from
the parachute and survival gear; and one
lap belt. As I adjusted the shiny red flight
helmet, and tightened the oxygen mask,
the canopy came down and we started to
roll. This was the realization of a lifelong
dream, and I was determined to relax
and relish every second of it. All the ner-
vousness and tension went away as soon
as we taxied out, and I felt strangely
calm and relaxed.

Cleared for Take-0ff

No game could ever have prepared me
for the visceral reality of flying a real F-
16. The take-off was absolutely mind-
blowing. We lifted off, sucked up the
gear, and pulled 5.8 Gs up to 90 degrees,

(11710 the feft'is & final approach in'FALCON 40..

F-16 THRILL RIDE

climbing straight up to 16,000 ft. in 10 seconds! There
was a layer of clouds at 15,500 and Ken picked a hole,
went straight up through it like a rocket, and just like
that we were upside down above the clouds, looking
down. To give you some perspective, the little Cessna
152 I train in would take at least 30 minutes to reach its
12,000-ft ceiling.

To be sitting on the ground one second and then up
above the clouds in the blink of an eye is an awesome

For one brief moment, seeing his
name on the canopy, he thought
he really was a Thunderbird.

..and on the right, the real deal.



F-16 THRILL RIDE

experience to say the least, but it's also a little discon-
certing. I was strapped into the cockpit so many differ-
ent ways, and the visibility in an F-16 with its expan-
sive bubble canopy is so good—even in the back seat—
that it was very easy to forgetl that the plane was there
at all. It felt as if I were sitting in a little chair in the
middle of the sky! It is really an amazing experience,
and is very hard to describe. I now realize that a pilot is
not unloading an empty cliché when he says that he
“becomes one with the plane."”

Show Time

Although the plane behaved as expected (like a
dream), the controls were not at all what [ was used to
and required a whole different technique. The F-16 has
a fly-by-wire system, and the stick has almost no travel
at all, maybe an eighth of an inch. It is pressure sensi-
tive and requires a very light touch; the more force you
exert on it, the greater the effect. It goes beyond hand-
eye coordination because you don't even move your
hand at all, you just tense your muscles and the plane
responds. The next logical step would be to hardwire it
to the pilot’s brain—and I'm sure they're working on
that right now.

To say that it is easy to control is not to imply that it
is easy to fly. Even a shallow turn is a dramatic physi-
cal experience; anything you do, although it can still be
very smooth, definitely gives you that intense roller-
coaster feeling. I got to fly for about 20 minutes total,
and after getting a feel for the plane, I got to try some
rolls, a loop, a split-S, and various high-performance
turns. For never having performed aerobatics before in
my life, I think I did pretty well; but when the real
Thunderbird—Major Ken Edwards—got his turn, school
was In session.

We went down, as he put it, “in and amongst the lit-
tle rocks” for a simulated low-level bombing run that
has permanently raised the bar for excitement in my

urrmm-_ A

~Sorry, son, you're still not gonna score with the chicks.

life. After a Star Wars-style trench run through desert
hills, Ken picked some poor dirt farmer in Death Valley
for a target, and he should thank his lucky hoe they
don't put bombs on the Thunderbird'’s jets.

After that inspirational adventure, a vertical
corkscrew got us up out from 500-ft back into the
clouds in about five seconds, and the grand finale was
a pummeling 9.2G turn.

Gravity's a Bitch

I used to think blackouts were baloney, but then I
found out what it was like to weigh 1380 pounds. The
G suit started squeezing my legs, my head got pinned
to the back of the seat, and as the turn continued I
completely lost my vision and only barely held on to
CONSCIOUSNess.

The only thing similar to it is the overpowering sen-
sation of a huge wave breaking on top of you and
drilling you into the sand. I will forever have respect for
the pilots who can withstand that kind of treatment—
maintaining situational awareness, control over the air-
plane, and good communication—all the while fighting
for consciousness along with their lives. It is not
easy...just ask John McCain. He crashed four times.

I'm just proud that I made it through without puking.
Of course, the flight was spectacular, a once-in-a-life-
time experience, a dream come true. Just to meet the
men and women of the Air Force's elite squadron was a
great honor.

But it was also a very heavy, sobering experience. 1
got a glimpse of the true power of one of humankind's
most sophisticated weapon platforms, and it was awe-
some in the ancient sense of the word. Only a hundred
years ago, an F-16 would have been looked upon as a
god, coming without warning and bringing fire and
brimstone from the heavens. But in an era of cruise
missiles and stealth fighters, they just use them to haul
two-bit journalists around for good P.R. ({17
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g@ ed tell you how to unlock the secrets of Kunark,

but then we'd have to vanquish you.
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Visit EverQuest, an expansive multi-player 3D online role-playing
game. Explore four continents filled with perilous dungeons, eerie
ctypts and underwater landscapes. Discover thousands of items
from the magical to the mundane. In the new world of Kunark;™
travel through more than 20 adventure zones as an Tksar, the
lizardman, or as a customizable character selecting from 13
different races and 14 distinct classes. Reptilian Monsters and
Giant Scorpions make it wise not to travel alone. With over 50,000

players daily, that shouldn't be tough.
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Welcome to the Cooperstown of Computer Games

nside these hallowed halls you'll find the finest games,
Fallout

and the finest game personalities, that interactive
entertainment has produced during its first 25 years.
StarCraft This month, we induct FALLOUT and STARCRAFT, two of the
most beloved and influential games in recent memory. In addi-

Dani Bunten Berry tion, we induct our second humanoid into the Hall, multiplayer

Interplay, 1997

0 one saw it coming. When Interplay
| \ | released FALLOUT in 1997, expecta-

tions were not high. Not only were
hardcore RPGs in a deep slump, but
FALLOUT itself had suffered through a long,
difficult development. It was originally to he
based on Steve Jackson's GURPS pen-and-
paper system, but "artistic differences”

gaming's patron saint, Dani Bunten Berry.
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caused Jackson and Interplay to parl ways— %&
and pundits like us predicted doom. We B
couldn't have been more wrong. 5

g

Brilliantly conceived and executed by Tim Cain, Leonard
Boyarsky, Jason Anderson, and the rest of the team,
FALLOUT was a minor miracle, and easily one of the best
games of the 90's. Set in a nightmarish Mad Maxian
California future where burnt-out humans contend with
radioactivity, giant mutants, and other post-nuclear evils,
FALLOUT was one of those rare games where everything
came together. A compelling storyline, awesome dialogue
and combat, brilliant art direction that extended from the
cut-scenes to the interface to the manual—FALLOUT was a
labor of love by hardcore gamers who knew exactly what
they were doing. Like any real work of art, FALLOUT not only
holds up over time, but actually gets better with age; and it's
on a single CD, with no 3D graphics. It's a masterpiece.
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StarGratft LR

Blizzard, 1998

M Alone in the Dark (I-Motion, 1992)

B Crusader: No Remorse (Origin Systems, 1995)
B Day of the Tentacle (LucasArls, 1893)
W Diablo (Blizzard, 1997)
B DOOM (id, 1983)
M Dungeon Master (FTL, 1987)
B Earl Weaver Baseball (Electronic Arts, 1988)
B Empire (Interstel, 1978)
W F-13 Stealth Fighter (MicroProse, 1988)
M Falcon 3.0 (Spectrum HoloByte, 1991)
W Front Page Sports Football Pro (Dynamix, 1993)
W Gettysburg: The Turning Point (SSI, 1986}
B Gunship (MicroProse, 1986)
W Harpoon (360 Pacilic, 1989)
B Heroes of Might and Magic 11 {New World Computing, 1986)
W Kampfgruppe (SSI, 1985)
L B King's Quest V (Sierra On-Ling, 1980)
na“l B““Ien Berr B Lemmings (Psygnosis, 1991)
“ M Links 386 Pro (Access, 1992)
W M-1 Tank Platoon (MicroProse, 1988)
W Master of Magic (MicroProse, 1994)
M Master of Orion (MicroProse, 1993)

hat distinguishes a CGW the transforming of our former M The Bard's Tale (Electronic Arts, 1985)
WHall of Fame game from strategy editor into an eerie, stats- W Battle Chess (Interplay, 1988)

the detritus; what one chanting half-man/half-main- W Battleground series (TalonSoft, 1985-present)
quality unquestionably confirms frame—the ripples of STARCRAFT's M Betrayal at Krondor (Dynamix, 1993}
enshrinement in the sunless hal- happy collision with our lives has M Chessmaster (Software Toolworks, 1986)
lowed halls of CGW? You could infiltrated our petty existences like W Civilization (MicroProse, 1991)
argue concept, game balance, no other real-time strategy game, B Command & Conguer (Westwood Studios, 1995)
innovation, and flaw- like no other game.

less execution (and
STARCRAFT had all of
these and then some)
all day, and some goon
with half an opinion and a
mind to match could always
take issue with it. What you
cannot argue away is when
a game wreaks an insidi-
ous, obvious impact on
those who play it. From the
mimicked Marine order of
“Go! Go! Go!" as we herd-
ed ourselves into the eleva-
tor on our way to lunch; to

Game Designer

as Dani Bunten Berry. And while he changed .
his sex, he never changed his goal - bring- B Moch Bluadoosl _1gad}
ing people together for play and community. v ! W MechWarrior 2 (Activision, 1995)
Without her work, we might still be trying to 4 - M Sid Meier / Game Designer
figure out online game design. ‘ @ B Might & Magic (New World Computing, 1986)
Quality game design and innovation were her Wi b B M.U.LE. (Electronic Arls, 1983)
calling cards. In the early WHEELER DEALERS, r - W Myth (Bungie, 1997)
Bunten Berry introduced an auction mecha- . A W Panzer General (SSI, 1094)
nism that kept everyone interested while one 4 : B Pirates! (MicroProse, 1987)
player sat at the computer. Later, she used mul- B Quake (id, 1996)
tiple controllers in SSI's COMPUTER QUARTERBACK (for simultaneous play ' :
calling) and CYTRON MASTERS (futuristic arcade-style combat). She used a LR alronciicoon; (icoRossalast)
printer in CARTELS AND CUTTHROATS, so that five gamers could monitor W Red Baron (Dynamix, 1990)
their corporations via hard copy while one player was taking their turn at B The Secret of Monkey Island (LucasArts, 1990)
the computer. In ROBOT RASCALS, a deck of cards served those players not B SimCity (Maxs, 1987)
currently at the computer. W Starflight (Electronic Arts, 1986)
In 1978, she reprised the auction from WHEELER DEALERS and multiple M Tetris (Spectrum Holobyte, 1988)
controllers from CYTRON MASTERS in the universally-acclaimed classic W Their Finest Hour (LucasArts, 1988)
M.U.L.E., a planetary exploration/exploitation game that was way ahead of B TIE Fighter (LucasArts, 1994)
its time. (Rumor has it that Electronic Arts wanted to remake M.U.LE,, i_:lut W Tomb Raider (Eidos, 1996)
Bunten Berry refused when EA wanted to introduce combat into the mix.) 2 )
i 5 TE W Uitima 111 (Origin Systems, 1983)
In 1984, she finished one of the more unique, visionary games in PC gam- 3
ing history - SEVEN CITIES OF GOLD, a best-selling single-player game of AL DA s SR L)
joystick-driven exploration and conquest set in the New World. Soon there- B Ultima VI (Origin Systems, 1990)
after, she crafted one of the very first utilities for playing computer games W Ultima Underworld (Origin Systems, 1882)
modem-to-modem: MODEM WARS, a combination of combat and football W War in Russia (SSI, 1984)
that started EA on its way toward online success. Dani then left EA and B WarCraft Il (Blizzard, 1996)
moved on to Microprose, where she scored well with COMMAND HQ and W Wasteland (Interplay, 1986)
GLOBAL CONQUEST. H Wing Cc jer (Origin Systems, 1880)
n luly of 1999, Dani Bunten Berry left our world. It's ironic that her most
commercially successful game was a single-player game, but we'll never
forget her desire to bring people together. In that sense, she didn't leave us
alone - even when we were by ourselves at the computer. ~Johnny Wilson IELIE AL S 3)
Johnny Wilson is the former Editor-in-Chief of CGW. He now works for B Wolfenstein 3-D (id, 1992)
Wizards of the Coast in Seattle, WA. W X-COM (MicroProse, 1994)
M You Don't Know Jack (Berkeley Systems, 1986)
W Zork (Infocom, 1981)
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Iknew him as Dan Bunten before | knew her

® Wing Commander Il (Ongin Systems, 1991)
B Wing Commander Ill (Origin Systems, 1994)
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Epic intergalactic aclion! Build and defend Use any means necessary! Gain universal
your empire on 80 dilferent planels! supremacy with diplomacy and espionage!

Savage real-time battles! Engage the enemy
in space and on planet surfaces!

Reign supreme over the universe with the most massive real-time strategy game ever:
IMPERIUM GALACTICA II—ALLIANCES. Wage intergalactic imperial war. Build and manage an
enormous interstellar empire. Featuring four full CDs of Hollywood-quality cinematics,
state-of-the-art gameplay and a ground-breaking game interface, IMPERIUM GALACTICA Il—




BUILD AN EMPIRE - ONE GALAXY AT

"...one.of the most detailed, in-depth, far
reaching space conquest games ever."
- pc.ign.com

ALkikianNneES

imperiumgalactica.com

ALLIANCES offers hundreds of hours of )

gpic empire-building action.The : Animated Violence &'Hntmcﬁve

conqguest of the universe has begun. Join oIt S W‘"“"
rRB3

: 4 ES
the empire —and seize your chance to rule. g



REVIEWS
SPOTLIGHT REVIEW: THIEF 11: B

The First-Person-Sneaker Returns With More Intense, Thoughtful Gameplay

Stealing Beauw

I'Il]lN‘ no WE RATE?

Oulstanding The rare game
that gets it all right. A must-play

experience.

e

ACTION
reviewed by
'h‘éryshnd_w Thomas L. McDonald
time and maney, but there are
drawhacks.

; 3 : s 3 e A PRETTY
PAPAAR 8 S . e LIGHTS
- B N, S > g f Effective use of
Average Eilher an ambilious J : ) | colored lighting
design with major flaws, or just N o 5 " Py makes the Dark
vanilka, _ | T R : =g S, S | engine look
. et - 7 - hetler than
ever, despile
being over two
years old.

ever created. Its unique qualities were key to its
appeal, and those qualities have been honed to
a killing (so to speak) edge in THIEF II: THE
METAL AGE. THIEF Il is not full-step forward,
mind you. One could argue that it's a glorified

person shooter. Instead of running pell-

mell through a 30 environment, you crept
along slowly and carefully. Rather than provid-
ing a muscle-bound, armor-clad hero, you were

T HIEF subverted all the rules of the first-

A hdh

g::';;;?‘;?ﬁ;ﬁ”?ﬁ:ﬂ made a fragile thief who crumbled under a few add-on pack, but it wouldn't be a very convinc-
anithét dene. b sword hits. A dazzling array of arms? ing argument. Everything in THIEF Il is bigger,
e (=LA =V g p—{=l Bah! You got a small sword, a black- sharper, better, and more effective. The engine

Abysmal The rare game that

pets it all wrong. Pathetic,
Coaster material,

We reviews anly
finished games—

PROS

An uncommon,
complex gaming
EKpEriEnce
requiring stealth
and logic over
mayhem in rich,
evocative loca-
tions.

Graphics are good
hut not state-of-
the-art. Lack of
multiplayer may
bother some, hut
the game doesn’t
lend itself to it.

jack, and a bow. (And the blackjack
didn't even kill anyone - it just
knacked them out!) Looking for a cast
of monsters conjured from the pits of
hell? Sorry, but you mostly got human
guards and some undead. Flying in
the face of the body-count games,
Looking Glass offered an anti-shooter
where the true measure of skill was in
never having to draw any blood.

Why would anyone want to play
such a game? Possibly because it
was one of the most tense, evocative,
and engrossing first-person games

has been refined rather than rebuilt, but those
refinements add immeasurably to the overall
quality of the game. It may be built on a modi-
fied version of an aging engine, and it may not
offer the radical changes one would expect
from a full sequel, but it stands toe-to-loe with
the best first-person games out there.

It Still Takes a Thief

THIEF Il finds the master thief Garrett still ply-
ing his trade after having defeated the Trickster
of THIEF: THE DARK PROJECT. You begin the
game with a few milk-run levels to line your
pockets and to get those sneaking skills sharp

Requirements: Pentiom-1| 266, 40M0 NAM, 250MD hari drive space, 30 canl,
Recommended Requirements: Pentum-lll 400, GAMB RAM, S0OMB hard driva space.

30 Support: Niect3d Multiplayer Support: None

Publisher: Eidos = Developer: Looking Glass = $40 - www.lglass.com

no betas, no patches. ESAB Rating: Mature; animated violence and blood.
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THE VALUE OF ART It
pays to read all those little
signs, since they hold
valuahle clues for leval
solutions and the locations
of hidden treasure. At the
end of this hallway is a
large portrait. Fire an
arrow into the gem in the
painting, and a secret
compartment opens {o
reveal some loot.

again. As Garrett returns home from the second mission, he's

ambushed and barely escapes. He begins searching for the person

who ordered the ination, with all paths leading to the new law-
Zorman Truart Frurn lhvre the story takes off and

hmc-i! thrnugh t‘ly |.-.ad HPp:a -hued {and occae-onaiiw colori cut:
scenes, but plenty of information, character, and story develops in-
mission. Objectives might change abruptly with a sudden plot twist,
or a letter may reveal the hidden workings of the various secret soci-
eties. It's a fluid narrative with plenty of momentum and intrigue, keep
ing you moving from level to level throughout the 15 missions.

The levels themselves are simply stunning. The Dark engine, used

for the original as well as for SYSTEM SHOCK II, has been extensively
modified to meet the demands of the cutthroat 3D-game market. It
rises to the occasion, but you won't mistake it fo UNREAL or Q3 -
nor do you need to. Textures were pretly blotchy in the original, but
they are much finer here thanks in part to the addition of 16-bit color
depth. The only place technology lets down the game s in out-
side and other natural locations. The Dark engine can't handle com-

surfaces very wel‘i Trees look like pylons, bushes are flat,

2 a little too angular. Though the engine works beautifully
for the straight line of a mansion or rooftop, it can't quite pull off an
entire forest.

Higher poly-counts allow for more detail in the models, and loca-
tions themselves are exponentially larger than those in the original.
Lighting has been significantly enhanced, which is important for a
game that relies so heavily on the concealment of shadows and
threat of light,

Finally, sound design is far mare expansive. Full EAX support pro-

QUOTE OF THE MONTH

—@The curse of the Star Trek license is
alive and well and living at Activision,
where they have again demonstrated that
the Star Trek name is synonymous with
deeply flawed games.

- Tom Chick, reviewing STAR TREK: ARMADA

Nomar, | Beg Vlﬁl

By Tom Price
I m not sure what I was Ioolu.ng forward to more this Spring: play-

ing HIGH HEAT 2001, or drafting my team for our office HH2K1

league. Because as anyone who's ever fooled around with fantasy
baseball knows, drafting is a unique game unto itself that involves a
lot of strategy, planning, and of course, wack theories. So after much
scouting, research, and wack theorizing, the editorial staff gathered in
a dark and smoky back room to talk a few trades, talk a little trash,
but mostly to just talk baseball.

1 pulled the nine spot in our 11-person draft, so a lot of A-list players
were going to be gone before my first pick. I expected Pedro Martinez
and Randy Johnson to go early. Then I figured there might be a run on
shortstops what with only three or four seriously talented players at
that position. At worst, I could pick up a power-hitting outfielder or
1st haseman, maybe even Sosa or McGwire. But once the picking got
underway, only pitchers were being taken. As my turn approached,
and names like Millwood, Clemens, and Hampton were being called
out, my heart pounded. My eyes kept moving farther and farther up
my depth chart until I got to my number-one dream pick, the guy I
would have picked even if I had the first draft pick overall. When it got
to be my turn, I said in a confident yet disbelieving (at my own good
fortune) voice: “Nomar." Yes, that Nomar. The Nomar who hit .357 last
year with a .603 slugging average. The Nomar whose fielding is rated
at 97 and arm at 96. Nomar Garciafreakingparra. What's wrong with
you fools?! Me and Nomar are going all the way this year, baby!!l Of
course, my pitching rotation could use some help. Doh!

RATING
Forkedodok
SLor FoAokAok
Fighter Ace 2 _ HoAokoAOk
Force Commander e iododaio
Invictus Aok okok
i FoAok Aok
Hokok Aok
FedkokkA
HokAkkk
Ak A A A
koA ko I
Shadow Watech ===z Reie v e
Soldier of Fortune Fo oA dkok
Star Trek: Armada ook ook
'I'hialz hokok A
rokkkkx [l
e Sjear Mission Pack: Urban Ope Aok kK
eyond The Frontier e e e Fo A .
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Use stealth and guile against an enemy You'll need your skills:
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ACTION REVIEW

vides a dynamic soundscape that is integral to the stealth gameplay arrows. Water arrows knock out torches, rope arrows help you climb,
of THIEF. Audio cues in other games are rarely this important to actu- moss arrows silence foot steps, and so forth, Some new potions

al gameplay, and their implementation is well nigh flawless. The use have been added — one to make you invisible for a very short time,
of scripted dialogue has also been expanded. A lot of this is almos- another which allows you to jump from heights uninjured — but most
pheric babble, drunken gibberish, and chitchat, but extensive over- of your load-out is the same as it was in the first game. It would have
heard dialogue scenes (some heard through made little sense to add weapons to a game

doors and walls) also play a crucial role in
storytelling.

like this. The biggest new item in your bag is an
‘mechs, their bigger brothers pack a heavy mortar orb that functions as a remote camera. Throw it
g . punch. They, too, can be felled by water, but it's a down 2 fiallway, and you get a 360 degren
Casing the Joint littla harder, view of the situation. All of these items are very
Level design is vast and intricate. The first carefully balanced for each level, so you still
seven levels all take place in realistic loca- can't take money and items from level to level.
tions, among them the massive central bank, Mission structure is much tighter this time
a labyrinthine warchouse complex, and around. A large part of this can be attributed to
Truart's estate. Following the attempt on more effective level design and larger locations
your life, you make your way through the with more byways to explore. In many cases,
snaking alleys of the city to your home, then you need scratch only about 40% of a level's
have 1o double back and sneak into another secrets to solve it and move on. More interest-
sector of the city in one of the more unusual ingly, multi-tiered goals also help to keep each
levels. You'll relurn to those city streets later level fresh. Difficulty settings can be changed
for a very different type of mission that for each mission, with the changes mostly
forces you to use a new approach to the impacting three areas: a higher gold count, limi-
same location. The architecture within the tations on killing or knocking out people, and
levels is astonishingly complex and often more effective Al. This final area features some
——— of THIEF II's most complex additions (see side-
EA}IESI]HI]FPI_HG Listening in on the bar). Guards have deep Al,
seripted nm}uersalmus between both humans ; with variables on the higher
aad ghosis Lx key In the game and.the ¥y, SLIPPERY WHEN WET These little machanized main- [ETISANSIIR SN HENs
ult?n ravealin pertinent facts and clues. " tenance things wander around habbling, but don't attack. y gve

: them mare complex respons-
They can alert guards, so take them out with water arrows. = P P
z es and routes.

Comparing THIEF Il to any
traditional first-person game
is futile. They merely share a
perspective. Someone
demanding state-of-the-art
graphics will certainly be dis-
appointed in the plain, but
effective, visuals, Someone
wha values form over content
would also probably be dis-
appointed by the gameplay
as well, since it is demanding,
thoughtful, and complex. This
is a “boutique” game: a
gamer's game. It pays its divi
dends in persistent tension

DON'T MECH ME MAD Unlike the little

T
beautiful, with sudden
shifts in color scheme and decoration. Even flooring
plays a central role in strategy. The marble floors of the
bank make stealth extremely difficult. Do you choose a
carpeted path with one set of obstacles, or an uncar-
peted path with another?

All these decisions make up the fundamental game-

play of THIEF I, and they are whally unique to this series. The game rather than in bursts of fear. It still pumps as much adrenaline, but it
isn't about force, but about evaluating a situation and approaching il works on a subtler level. It's the difference between Stranger on a
logically. You stick to the shadows, creep, pick locks, steal, and work Train and Armageddon; between the inlimated and the explicit. In
your way through these marvelous locations. The primary tool at your intent, design, execution, and strategy, THIEF Il - like Looking Glass
command isn't a weapon (the sword is a last resort), but specialty - slands alone.

ARCHITEXTURE One thing THIEF 11 does exceptionally well is soaring architecture. The 15-odd levels have some eye-popping sights and elegant buildings.
A\ b\

Xty

3333299339999333999939. [
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REVIEW SPORTS

300 continues to be beddy beddy good to us.

Turning up the Heat

K, so it wasn't hottom of the
0 ninth, bases loaded, two outs. But

my first real “now that's baseball”
moment playing the new SAMMY S0SA'S
HIGH HEAT BASEBALL 2001 was no less
dramatic.

My team that | drafted for the CGW
office league is in the field, and division
rival Robert Coffey's team is al the plate.
It's top of the sixth, two outs, man an
third, and I'm clinging to a one-run lead
when Todd Zeile spanks a grounder that

LOOK AT IT! Instant replays for strikeouts precludes that tapping of the “R" key by incredulous hatters.

SAMMY 505A'S
HIGH HEAT

BASEBALL 2001

takes a funny bounce off the right side of
the mound. Jelf Kent gets fooled by the
bad bounce and the ball caroms off his
foot. Thank God my first pick in the draft was spent on Nomar
Garciaparra, because he was right there to back up Kent, scooping
up the errant ball and rocketing it over to first base for the third out,
saving the run. | must have watched the replay at least 10 times.

WHO'S ON THIRD? Hitting F8 brings up this nice breakdown of the
baserunners and their baserunning specs.

A Perfect Game
SAMMY SOSA'S HIGH HEAT BASEBALL 2001 is nothing less than
the greatest baseball game of all time, and the most realistic simula-
tion of any sport on the PC. | know we said hyperbolic things like
that about last year's installment, bul HH2K1 improves upon that
game enough lo rise above the status of incremental sporls-game
sequel. Yes, at the core, it is the same excellently balanced basehall
sim that captivated the CGW offices for months, It became such a
spectator sport that everyone on staff has signed up to play in this
year's league. People who don't know the dif-
CGW RATED ference between a four-bagger and a four-
seam fastball have been enthralled by the
PROS
Now THIS is hase-

drafting a team of real-life players, thanks to
HH2K1's amazing infusion of the heart and

experience of playing in a baseball league and
ball!

It’s also a little
buggy, and the
player-models
could use a
makeover.

soul of baseball.

Those of you whao've become accustomed
to the feel of HH2K's gameplay don't have to
worry aboul relearning for HH2K1. The basic
game engine is the same, but the controls
have been significanlly lightened up. Players
are far more responsive to commands, unlike
last year when there were excruciating split-
second delays between your pushing of the

button and when the fielder actually threw the ball. This, plus defi-
cient Al, made base-running a bit of a nightmare last time around, but
that's been improved dramatically in HH2K1 (i.e., your runners actual-
ly move on a two-out fly ball). The sublime pitcher/batter interface —
the feature that separated last year's edition from every other base-
ball game ever made —has thankfully not been tinkered with, And it
may seem like a minor detail, but the addition of the ability to choose
whether or not to hit the cutoff man will have a huge impact on game-
play, just as it does in real life.

Requirements: Pentium 1G6M Iz 32 M AAM, 110MB hard diive space. Recommended Requirements: Pantium-1l 350MHz, BIMB RAM, 250M0 hard drive
space. 3D Suppaort: Direct3d Multiplayer Support: Hot seal, LAN, Intemet, TGPAIP IPX.

Publisher: 300 « Developer: 300 = $30 - www.3do,com = ESRB Rating; Everyone
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Last year's HIGH HEAT was beaten by its competition in only one
category: graphics. This year's model takes a significant bite out of
that competitive gap. The graphics are cleaner, animalions are
smoother, and the player models are more varied. It's nice to have
more than just one Nomar-esque player model, as was the case in
HH2000. There are three basic player-types this year, plus varying
heights that have an effect on strike zones. So Mark McGwire looks
different than

REVIEW

A BEAUTIFUL NIGHT FOR BASEBALL San Francisco's new Pac
Bell park is beautifully rendered fur day, night, and evening games as are
Houston's new Enron field and Comerica Park in Detroit. Classic ballparks
featured in the game include the Polo Grounds, Crosley Field, and Seals
Stadium in San Francisco.

Randy Johnson
who looks dif-
ferent than

I'LL TUMBLE FOR YOU HiGH HEAT's useful replay
VCR feature lets you enjoy the improved animations, like
Lhis dive and roll catch.

Sammy Sosa. It
does add a
dose of realism,
but the models
still look a bit
too weird to be
called “realis-
tic” They look
better out in the
field, thanks in
part to a load of
new animations
like underhand-
ed or behind-
the-back
throws, new
diving catches,
and collisions
with the outfield
wall.
Additionally, if
no one is on
base, your infielders will stretch and fidget randomly between pilches.
And for that Nelson Muntz he-he factor, batters will now fall down in
the batter's box if they whiff too hard. Now that 3DO has refined the
game's engine to the paint of near-perfection, maybe they can
improve the player models and overall graphics.

The game's presentation has been greatly improved upon as well.
Small pictures of the players accompany their stat boxes, as well as
the “next three batters” graphic that appears between innings and at
the bullpen screen. Also, when the batter steps up at the beginning
of each half-inning, you get a complete breakdown of their season
and game stats, as well as pitcher stats and pitches thrown,

The most welcome addition to HH2K1 is the improved custom-
league options. Last year's game was rather restrictive in allowing
you to set up your own league. This year's installment allows you to
adjust the number of divisions and teams, as well as to adjust the
number of regular season and playoff games. The computer gener-
ates a schedule automatically, but you can choose to favor intradivi-

KNOWING IS HALF THE BATTLE A whole slew of useful info, like
extensive hatter and pitcher stats, is shown at the top of each half-inning.
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sional games as well as an All-Star game and inter-
league play. If you really loved the teams you drafted for
HH2K, you can import them into your HH2K1 season
as well,

Check Swing

The only thing checking our enthusiasm for the game
is the fair number of bugs that shipped with it. Last
year's edition shipped buggier, but the flaws in
HHB2K1 are too numerous to not be called out. The bug we've seen
the most in CGW's extensive early play occurs sometimes when
pulling & double switch. There have also been reports of disappearing
players, stat glitches, and misplaced textures. 3DO is planning a
patch, and if the success of last year's palch release is any indicator,
then everything should be fixed soon. Other issues — like the ridicu:
lously high number of errors — can'l be counted as bugs, since
they're adjustable in the “tune file".

We couldn't have asked for much more with HH2K1, It's possess-
ing of everything that a sequel to a future Hall-of-Fame game should:
good gameplay that doesn't stray too far from the original, and added
features that were desperately needed or just plain cool. HIGH
HEAT's perfect blend of arcade and sim elements - plus all of the
refinements made to HH2K1 — make it one of the best sports games
ever, and the closest thing to real-life baseball that can be experi-
enced anywhere but the diamond. Playing it, | guarantee you will
calch yourself saying, “Now that's baseball! éﬂ

HOW DD YOU SPELL RELIEF? The Bullpen screen gives you a lot
more info — most importantly, who the next three batters are.

INDURANCE

Bl
.ﬁ i
rancus L__“.:

FTCHNG KLY |

| lscarwmann || cwamcrue | Ewoerimiall |
el FASTRALL cuavE

EINEIR TotgEal  weaTinciE ||

2 » . WARRNG UF -

IS Ll |81 a1 [ v [ e [ ]
Lo |

e Vot sl Wi owlw [v i

COMPUTER GAMING WORLD « cgw.gamespot.com * JUNE 2000 m



FORGE

GOMMANDER
[reviewed by Wark Glarkson

CGW RATED

REVIEW STRATEGY .

Putting Down a Rebellion in Real Time

finally, a game that gives us the chance to re-

enact many of the action sequences from the
Star Wars movies! Better yet, you get lo do it on
both sides of the conflict. As the Empire, you get to
scour Tatooine for escaped droids, and knock out
the shield generator on Hoth. As the Rebel Alliance,
you get to use Leia and C-3PO to convert the
Ewoks, and you'll ry to get Han Solo inside that
shield bunker in time.

You'll command the same forces that were fea-
tured in the trilogy: AT-ATs, Y-Wings, Stormiroopers,
Dewbacks, and those cool flying speed cycles from
Return of the Jedi, along with several new units.
And better yet,
everything's buill
to scale in this
3D realtime
strategy game,
one of the very
first of its kind.
Sounds great,
right?

Unfortunately,
like duct tape,
Twinkies, and Eight is Enough reruns, FORCE
COMMANDER has both a light and a dark side.

ancs COMMANDER's appeal is undeniable =

Harvest This!

You don't have to harvest or build in FORCE
COMMANDER; instead, you order units, which are
then delivered from orbiting ships by a variety of
shultles — one for buildings, one for heavy armor
such as AT-ATs, and one for lroops and light armor,

This process is a solid, realistic idea, but it's far
more cumbersome than it should be. You only have
access to one shutlle of each lype, and queuing up orders is out of
the question. So if you want two dozen Stormtreopers, you have to
request six (the most the shuttle can carry) and manually select an
acceptable landing site. Then you wait for the shuttle to descend,
offload the troops, and return to orbit, Then
you manually do it all over again...and you do
it three more times.

Even selecting a landing site is overly diffi-
cult. Shuttles can only land adjacent to your
command base (or mobile-command base, in

PROS
You actually get to
play through
Star Wars plots
from the movie
trilogy.

ing your cursor around, hunting for an accept-
ably flat spot, while your forces are under
attack elsewhere. Granted, many real-time
strategy games do offer similar aggravations;
but here the frustration is constant, accompa-
nying every new piece of equipment or squad
of troops.

Command Points are the currency of the
game, and you earn them by accomplishing
mission objectives. Destroy a Hovertank or

Myriad interface
and Al problems
severely mar what
could have heen a

later missions). You'll spend long seconds slid-

SKY SHOW Despile its troubles,
the game occasionally manages io
deliver some pretty neat visuals.

caplure a bunker, and the accounting department grants you CPs,
which you can trade for mare stuff. But here's the rub: If your mission
goes well, you don't necessarily need reinforcements; but if enemy
forces are hammering you, you probably aren't capturing many objec-
tives, so you get no CPs and no reinforcements. Once you start to
lose in FORCE COMMANDER, battles quickly slide downhill.

|, Probot

Sadly, the game's biggest surprise is its deeply-flawed pathfinding
and movement Al, which took me back to the bad old days of the
original COMMAND AND CONQUER. Units (even air units!) get stuck
in corners, beat their heads against the terrain, and sometimes chase
each other in endless circles around buildings. Groups separate and
meander around in exasperaling, confused clusters. Three out of four
units may find their way through a canyon while the fourth just spins
in place, dervish-like. Aren'l these the real-time strategy problems of
yesteryear?

Units also clip through structures and each other, occasionally
crawling completely inside a building and disappearing, becoming
useless, impossible to select, but nevertheless continuing to futilely
fire without effect.

great game.

Requirements: Penlium 266 with 64 MB RAM, 8MB PCI or AGP Direct3D graphics accelertor, Recommended Requirements: Pentium IL
30 Support: Direct3D, Glide Multiplayer Support: 4 players via LAN or Inteme, 2 players via modam,

Publisher: LucasAris « Developer: Ronin Entertainment « $40 « www.lucasarts.com

ESRB Rating; Teen (13+)

m JUNE 2000 = cqw.gamespot.com « COMPUTER GAMING WORLD



Worse, you can't simply select a misguided unit and give it a new
destination. You must select it, stop its current action, and then give it
a new destination. Sometimes even this doesn't work the first
time...or the second. If you're desperate, you can always hit the delete
key and blow the damn thing up.

The icing on the cake is that the missions seem to emphasize pre-
cisely the kind of action the game engine does least well: working
large groups up winding ramps or down narrow canyons.

But Wait, There's More

FORCE COMMANDER's clunky interface consumes over a third of
the screen. Granted, you can close il, but by doing so you lose vital
information = including unit health. The text is ugly and blurry when it
appears at all; unit descriptions and menu items are usually rendered
as solid yellow blocks (LucasArls blames this on 3DFX's drivers).

The list of poor design decisions continues. In true 3D-fashion, you
can freely position the camera as you play. Unfortunately, the camera
controls are also awkward and clunky. Units are ridiculously hard 1o
select, and grouping them together is even more frustrating. And in

SAY AGAIN? The text is often missing altogether, making simple
chores like saving games a little more of a challenge.

TO THE ENDS OF THE EARTH Or any other planet. FORCE
COMMANDER's terrain Isn't had, but the maps end in sudden, ugly edges.

¥ ;
| BORN TO RIDE Six stormtroopers on three speeder bikes make a

quick, effective sirike force. If that rebel-command base isn'l garrisoned,

8 it's in trouble.

i o T = e

~g AR
e T
_‘-_,E‘—_-T_‘,.

the “What were they thinking?" category, grouped and numbered
units lose their grouping once inside a building or transport vehicle,
Dump your crack squad of traops out of an armored transport, and
you'll have to painfully re-select and regroup each of them. This is not
fun when in combat.

FORCE COMMANDER was a great idea — t's too bad that a myriad
of gameplay flaws bring it down, Playing this RTS is like trying to eat
spaghetti with a spoon; there's good stuff in there, but you can't get
at it

EAT IT. VADER!

1 Force-ful Ways to Stun Your
Enemies

1. When playing as the Empire, use Speeder Bikes to build a
quick strike force. At the beginning of the game, four to six
troopers on hikes can take every supply bunker on the map; or
storm the enemy base and capture the command center before
they know what hit them.

2. Garrison everything, Put troops in your command hase, your
turrets, and your AT-ATs to prevent easy takeovers by the enemy.
You'll want to keep several squads around at all times, to re-
capture bunkers and so forth, and they're much safer tucked
inside buildings and bunkers than just standing out in the open.

3. Don't destroy enemy turrets, bunkers, and buildings. Capture
them. Nothing annoys your opponent more than turning his own
turrets against him.

4. When playing as the Rebellion, you can turn the tide of a
battle by employing a few Infiltrators when your opponent is pre-
occupied. These troopers are great for capturing enemy bulldings
and vehicles - just one Infiltrator can capture an expensive
Imperial AT-AT and drive it home.

5. Anti-alr units target incoming shuttles. If you work your well-
protected AT-AA's and Hovertanks in close to your opponent’s
base, you might he able to deny him reinforcements.

6. Rememhber that AT-ATs can target air units, but only with their
chin guns.

7. Keyhoard shorteuts are essential to mastering the game, but
there's no easy way to redefine them. An undocumented text file
hidden deep in the game-directory tree holds the key. Here's the
path: \Force Commander\Resource\forcecommand\Focom
Translation\keyboard.ixt.

Make sura you hack the file up before experimenting.

REVIEW

COMPUTER GAMING WORLD » cgw.gamespol.com » JUNE 2000



STAR TREK:

ARMADA
[reviewsd by Tom hick |

CGW RATED

REVIEW STRATEGY

Commander LaForge, Set the Controls for the Heart of the Sun

Initiate Self-Destruct

Activision, where they have again demonstrated that the Star

T he curse of the Star Trek license Is alive and well and living at
Trek name is synonymous with deeply flawed games. ARMADA

is a good game pinned under the mediocrity that has afflicted most of

Activision's internally-developed titles (I-82 and CIVILIZATION: CALL
TO POWER come to mind). It is almost entirely lacking in Al; it is sad-
dled with some awful interface glitches; and it's stitched together
with a desultory, uninteresting storyline.

The first and biggest problem is the game's lack of & functional Al.
The single-player missions are scripted well enough to hide this, But
when you play a skirmish game, you're in for a world of disappoint-
ment. There are serious pathfinding problems. The Al doesn'l appre-
ciate the importance of resource gathering. It sends unescorted min-
ing and construction ships hither and yon. It doesn't seem to under-
stand how the special weapons
work. It doesn't use terrain to its
advantage. And these are all
above and beyond the typical Al
problems that plague most RTS
games: The compuler dribbles out
a few units at a time to attack; it
doesn't adequately defend its
base; and it makes some awful
unit-building choices. The end
result is a single-player game that
presents almost zera challenge, even at the hardest difficulty level.

Activision also let some nasty glitches slip through the Quality
Assurance cracks. The initial release was plagued with some surpris-
ing incompatibility problems. The interface, which actually does a
good job of making units’ special weapons easy to use, is jagged in
places. The hot keys are merely convoluted menu shortcuts. There's
no building queue for construction ships. Transporters = which are
used to manage your own crew pool and to attack enemy ships — are
far too hard to manage, but far too important not to manage. The
game desperately needs a mouse-sensitivity setting, and sometimes
clicks and key presses won't take. Then, there are some really odd
choices: the Escape key will minimize the game, crashing it on some
video cards, and you can't see what you're typing when you chat in
multiplayer games.

Real-Time Redemption

But ARMADA is not a total wash, particularly when you remove the
Al from the equation and play against other humans. The special
weapons (which are similar to unit spells in other RTS games) are a
well-balanced system of trumps and counter-
trumps, unique for each race. Unfortunately,
Activision was a bit too timid when it came to
T differentiating the play mechanics for each
It's got lovely, epic race; ARMAD:}. is no ST{«RCRAFI’. But it does

2 offer some unique additions to the genre, such

graphics and a as crew serving as transferable “hit points” for
good sense of ships, a physics model that creates the illusion
halance. of flight — even though the game is played on
2D maps, the implementation of ship systems
in useful and important ways, and some clever
ideas for terrain in space.

ALL TOGETHER NOW A pack of Romulan Griffin pound a starbase.

SPECIAL EFFECTS Brilliant lights and space effecls bring the universe
to life. Ton bad they can't resuscitate the Al

and fearsome about a formation of Romulan Warbirds sweeping
onto a starbase, a Borg cube emerging from the shadows, or a
brightly-colored Sovereign-class ship emerging from a Federation
shipyard. With lurid weapon and shield effects and dramatic explo-
sions, the battles in ARMADA look truly epic. Activision has cap-
tured the spactacle of the Star Trek license in a way that the TV
show's budget couldn’t. Bul was this spectacle at the expense of a
better game? Playing ARMADA, you can clearly sec the foundation
for a solid game design, perched on the verge of greatness. And
Activision has given it one little nudge - in exactly the wrong direc-

It's got a few too The 3D engine does a glorious job of bring- tion. It's small consolation that ARMADA is the best bad Star Trek
many jagged ing the battles to life. There's something regal game out there, (4]
edges and an Al

with no sense.

Requirements: Pontiom 200, 32MB RAM, BOOMB hard drive space. Recommended Requirements: GAMB RAM 3D Support: lirec3d
Multiplayer Support: LAN, Intemet (4-7 players), one GO per player,

Publisher: Activision + Developer: Activision + $50 « www.activision.com

ESRB Rating: Everyone; mild language, animated violence.
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REGULAR MOUSE
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Representation of super-ultrasensical
nerve engagement in the localized
metacarpal region (in tactograms).t

1 This is gibberish, meant to illustrate the
incredible features of the WingMan™ Force
Feadback Mouse. Super-ultrasensical
isn't a word. Metacarpal is. It means hand.
And tactograms? Again, not a word.

But it sounds cool.
i Introducing the WingMan' Force Feedback Mouse. The first and only
@2 mouse that lets you feel what you're playing while you're playing it.

s ot ' ) Give your hand what it's been missing:
= ; an unbelievably realistic gaming ]
www.logitech.com/fimouse experiance like nothing you've ever falt.
Favie Toadbach
n \
Logaech, tha Log k twoed by Logitach and rhay ba registared. AN other wademarks pre the property of thelr respective cwams. k
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REVIEW SIMULATION

Space Truckers Have a New Game to Call Their Own

K-treme Tedium

trucker is not one of them - even if it's a long-haul trucker in

space, Yet here | am, taking the monolonous inter-stellar trip
from Seizewell to Thrunk's Pride to get a good price on some crys-
lalline goop in my cargo hold. Even though | hear only the drone of
my ship's power plant, | now fully understand the Eagles crooner who
sang, “Don't let the sound of your own wheels make you crazy”

X: BEYOND THE FRONTIER gives a whole lot of exposition for rela-
tively little in-game stary. You get to hear all of this ballyhoo about
man flittering around space and fighting off evil mechanical terraform-
ers, but that's all thrown out once you enter the game as a guinea pig
for an experimental ship. The experiment ends up flinging you into a
whole other galaxy, where the primary challenge is not fighting ulti-
mate evil, but buying low and
selling high.

X: BEYOND []]3 A Rich Man's Galaxy
X is a space trading game

I:HnN].I[H with combat thrown in. Think of

- - it as a modernized ELITE. While
there is a plot involving aliens
and battles and whatnot, com-
bat is nol the emphasis. This
de-emphasis is apparent in your ship's design. While the ship can be
armed and shielded, the physics model gives it the feel of a lumber-
ing transport. Combat is more akin to the slow, deliberate movements
of bombers than to the fluid dance of typical space fighters.

As in ELITE, you define your role in the universe. You can do what-
ever the heck you want. You can relegate yourself to a life of shipping
prophylactics to neighboring colonies, or perhaps become a bounty
hunter for the locals, or just slart robbing everyone blind and become
the local crime lord of a star system. Not only can you ship/steal
goods in your own craft, but you can sel up your own personal plane-
tary outposts. If there're a lot of refineries in a system, buy yoursell a

mining station, bilk money out of the refineries, and become the Ore
Baron.

Them are lots of roles I'd like to play in my games, but long-haul

Freedom’s Folly

Alas, FREESPACE 2 upped the standards for space sim eye-candy,
and while X doesn't look like it was made in '82, it doesn't match up
lo FREESPACE 2 either. The space backdrops
are nice, but a bit washed-out, and the ships
(w- c\T, VA~V .S = = tendtobe on the conservative side in terms of

—— (|csign. Aurally, the game is standard fare for
PROS the most part, with one exception: speech. The
A modern ELITE, voice-overs seem to be recorded unevenly, as
whera you can the quality will waver between normal and
throat-cancer-without-a-voice-box. Worse yet,
trade, m'h' Gy there is no option for subtitles; if you're plan-
monopolize your ning on following the loose plot lo the end, be
way to wealth and | prepared to strain your ears when engaged in
fame. critical conversations.

Unintelligible voices are nothing compared
to the occasional tests of patience you must
endure, especially in the early stages of the
game. Until you get a time-compressian
device, you're in for long flights. I've had trade

You can fly for
half-an-hour
straight, and

SHIVER ME EYE PATCH You could either he busting these pirate
fools, or joining them. Gotta lova free will.

runs where | was able to fix and eat some dinner before I'd arrive at
my destination. Even with time compression, you can still make trips
that last long enough to microwave some Ramen and stir it around in
the bowl.

Huge Scope, Limited Reach

X is very much a niche product. While it has a great sense of free-
dom and adds entrepreneurial gameplay to the space sim trading for-
mulg, it's not what most space sim fans are after. Also, you only have
one ship chassis, so once you get lop-of-the-line equipment for it,
well, there's not much else to do. If you fondly remember the ELITE
days and don't mind lhe long flights, slow combat, and don't really
care about the established plot, you'll be fine with X. If you want more
for your game, you'll probably want to wait for Egosoft's fallow-up, X-

TENSION. ({97

GETTIN' BIZZY | can use my sawvy business skills to see how my elec-
fric company feels. Here, | am making myself the sole power source in
lhe area.

wlar Fowsr Flant

Flowar Farm

I200.00 cr S0

Fres Space O

lence, use of drugs.

absalutely nothing | He;luirumenrs: Pentium 200MHz, 32MB RAM, 275MB hard drive space, DireclX-compatible sound and video canl. Recommended Requirements: Pentim-|
happens. A00MHz BAMB RAM, 30 cant. 3D Support: birest3) Multiplayer Support: Noe

Publisher: Southpeak Interactive = Developer: Egosoft » $30 « www.southpeak.com » ESRB Rating: Teen (13+); mild animated vio-
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REVIEW STRATEGY

Sometimes, Different Is Good.

Gasties R Us

G reat games have defining moments. In MAJESTY: THE FANTASY

KINGDOM SIM, such a moment arrived when one of my stalwart

knights decided to single-handedly hold off six elvish archers,
a veritahle Cincinnatus on the hridge defending my would-he Rome.
Although he wielded his broadsword with skill and honor, the elvish
arrows were indeed wearing him down. Just like a parking meter on a
busy city street, he was ready to expire. Then, one of my healers ran
up and began to heal him. Reinvigorated, he began pressing the
attack. Then two rangers crept up and began to support my loyal
knight by plunking arrows into the elves. Finally, two more knights
joined battle and the tides of war turned; the elves were routed and
my kingdom saved,

And my mouse and | were
idle spectators the entire time.
MAJESTY looks like a real-
time strategy game, but plays

more like a combination
sim/god game. You purchase
huildings and hire troops just
as you would in a real-time
strategy game, but there all

reviewed by Mark Asher
similarities end. The 18 hero
types you can recruit include

warriors, thieves, monks, wizards, healers, paladins, warriors of dis-
cord, and rangers. Once recruited, you indirectly influence your
units' actions through reward flags rather than giving them explicit
commands. Place an attack flag on an enemy or structure, or
place an explore flag in a shrouded area and designate a reward.
The greater the monetary reward, the greater the inlerest on the
part of your heroes. They will do things on their own = rangers will
naturally uncover the map for you since they love to explore - but
the reward flags spur them on and guide them.

Cyberlore, the developers, have done an exceedingly clever job
of Al programming, making your kingdom's heroes seem like indi-
viduals rather than cookie-cutter units popping out of a barracks
every 30 seconds. Thieves are greedy and will rob gravestone mark-
ers. Mages spend time in libraries researching new spells. You might
recruit two knights, and one will be the aforementionad pillar of brav-
ery while the other might behave like Brave Sir Robin from Monty
Python and the Holy Grail, fleeing from all but the easiest battles.

Gameplay in MAJESTY is straightforward. Purchase a building and

MAJESTY:
THE FANTASY

SHORT STORIES Even though the missions are
non-linear, all of your mission briefings are set up
with little background stories like this,

! i;l\, Quest for the Holy Chalice

CGW RATED

PROS
A fresh mix of
real-time huilding
and combat in an
appealing fantasy
setting.

improave, 1t

to all that «

There's a hit of
sameness ahout
many of the sce-
narios.

BOUNTY HUNTERS Place reward flags on monsters like this troll, and
you'll encourage your heroes to fight them.

DEATH FROM ABOVE Random scenarios offer great
replay value, but beware playing them on Expert level -
these dragons pounded my fledgling kingdom in minutes.

workers come for-
ward to build it.
Many structures,
including your cas-
tle, can be upgrad-
ed. Upgrade a
blacksmith's shop
and he can make
better armor,
Upgrade your cas-
tle and you get a
few more workers,
guards, and tax col-
lectors, and the
ability to construct
new types of build-
ings. Your tax collectors continually walk about collecting taxes and will
penodically deposit the gold in your castle, which you can then spend.

MAJESTY consists of 19 quests, playable in any order. Some are
as simple as “kill the enemy,” while others have a time limit and pit
you against a rival kingdom in a race to find an artifact. You'll also bat-
tle creatures like goblins, vampires, werewolves, and more.

The terrain and starting locations of items, creatures, and kingdoms
is randomized every lime you start a scenario. Add in multiplayer
options, and you have a game with great replay value. (Multiplayer is
really fun too. Build your infrastructure and sic your heroes on your
opponents via reward flags, Sometimes their own thieves will turn
against them to collect the cash!)

There is room for improvement, however. There's usually an early-
to-midgame challenge thrown at you. Once you get over this hump,
winning is often a foregone conclusion. The game could use an inter-
face tweak or two, also, such as allowing you to adjust the speed of
gameplay via the keyboard rather than to drill down through the
options menu. Finally, the game cries out for a sandbox mode to
allow you to build at your leisure, and to then trigger waves of attack-
ers to test your kingdom's defenses and heroes.

But these are minor quibbles. As a whole, MAJESTY is a fascinating
and fun romp that's stuffed full of originality. If | could plant a gamer
incentive flag on the store shelves, | would plant it right here. (L0

Requirements: Pentium 166MHz, 32M0 RAW, 300MB hand drive space. Recommended Requirements: Pentium 233MHz BAMB RAM, AMB SVGA video.
30 Support: Hone Multiplayer Support: LAN, Intemel via The Zone (2-4 players), modem (2 players), one CD per player.

Publisher: Hasbro * Developer: Cyberlore Studios « $40 » www.majestyquest.com » ESRB Rating: Everyone; animated violence.
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RBREVIEW CLASSIC

HI S K I I vision. Most designers couldn't

New Territories, Play Options, and Sexy Graphics Dress Up the Old \Warhorse

Risk Redone (Mostly) Right

B ISK is one of the most popular and revered of all clas-

BLAME CANADA The battle scenes are pretty, but they get old after a while.

sic hoardgames, and the conventional wisdom in bring-

ing a classic to the PC is just this: Don't screw it up.
Since 1957, when Parker Brothers decided to publish French
movie producer Albert Lamorisse's game, “La Conquete du
Monde," there have been tens of millions of people who have
played it. That's an awful lot of people who expect to see
Kamchatka just as they remember it.

Hasbro, which owns Parker Brothers, understands this.
Hasbro's 1997 RISK was successful because it combined
the classic game with some innovative new options. They're
obviously trying to rediscover that formula with RISK II: Deliver
the original game, along with
some cool options that add a
challenging twist to old Albert's ;

L e

foresee real-time 3D in 1957~ YOU ATTACKING TO ME? Six optional new lerritories and more connections add

reviewed by Ken Brown || EEEECIGRGCESEITIRES hoth spice and halance to the game.

CGW RATED

Not surprisingly, RISK II's
Classic game couldn't be more
authentic if it had wooden
pieces and a bundled bayonet. You can play it the same way
you used to against up to seven other players, or you can
change a few options to make it more interesting. For exam-
ple, you can add in six new territories, change the values of
the continents, or change the card-trading values. You can
also change the victory conditions to add variety or to play a S
faster game, Combine this with some challenging Al and a < B Vs
simple diplomacy module, and you have enough to satisfy the
serious RISK fan.

It won't be lang, though, befare the Classic-fan wades into
the new real-time version. Although it uses the same map, this
is a very different game. All players place their reinforcements
and decide which countries to attack at the same time; play-
ers then roll the dice and the computer subtracts losses. In a
same-time battle, several players can altack the same territory
at once. If the defender loses a mass invasion, all the attack-
ers duke it out to decide who'll take the territory.

The same-time game moves along briskly, but there are problems. DOUBLE YOUR PLEASURE The same-fime game supports up to seven
Unlike Classic RISK, defenders lose ties, and since attackers still attacks at once. Colored spikes and exploding dice show who's on a roll,

get dice advantages, the same-time game i :
heavily favors attackers. Another problem is
that you can't break off an attack if you aren't
p—— doing well. Finally, there are limits to the
PROS countries you can attack in each tum, Once

Faithful vecreation you've exhausted your primary and optional

L

&

of Risk, with sey- surge attacks, you can't attack with that terri-

eral options that

tory again.

enhance the delivers enough gameplay and play options to
game. Pretty satisfy just about anyone. There's a tourna-

Despite these shoricomings, RISK Il still

graphics, good Al ment mode in which you can play 14 proges-
smooth network sively difficult games to sharpen your strate-
play. gies. Or you can play single games against 16

tough generaals from history. But the game is
still best when exercising your territorial ambi-
tions against your fellow man. ({17

Repetitive hattle

scenes. Same-
time game favors
attackers.

Requirements: Pentium 166MHz, 32MB NAM, 4x CO-AOM drive, GOMD disc space. 210 SYGA graphics cand, DirectX-compatible sound card.
Hecommended Requirements: Pendum 233 MMX or better, GAMB RAM, 16x CO-ROM drive, 200MB disc space, AMB SVGA graphics canl. 30 Support: Diectk
Multiplayer Support: 8 players can hot-seat, LAN or Intarnat (via tha MSN Gaming Zong).

Publisher: Hasbro Interactive = Developer: Deep Red = $40 » www.risk.com * ESRB Rating: Everyone; animated violence.
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Take your 45 bucks. Or, take 40 bucks.
Buy StarlLancer from them.

Buy StarLancer from us.

GLan]ancen

Pay Only:
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REVIEW SPORTS

A Confused Approach Spoils Microsoft's Love for the Game

M ICROSOFT BASEBALL 2001 is the anti-HIGH HEAT, Whereas 3DO BOGEY, SIX 0'CLOCK! What would Ted Williams think of the g

takes ihe essenr:e of b_a seball and translates itina hlghly awkward pitcherfbatter duel, where you try to match up your cross
entertaining fashion, Microsoft takes the joys of the game and with tha pitch lacation?
deadens them completely. :

Listen Closely, Grasshopper
The pitcher/batter confrontation is the soul of baseball. The hitter
tries to out-think the pitcher in terms of pitch type (fast, slow, or
breaking) and location. The pitcher tries to out-think the hitter in much
the same way, taking into account the game situation. BASEBALL
2001 sucks the energy out of this duel with the same awkward pitch-
er/batter interface as last year's version, which works more like a tar-
geting reticule in a flight simulator than anything else.
Here's a typical at-bat: You select your pitch type — a normal,
power, or contact swing.
Once the pitcher starts his

delivery, he spots his
M I ﬂ H I] s l] I:]- pitch location within or
outside the strike zone.

BASEBALL 2001 pRiate

against the computer,
the pitch location is dis-
played in red once the
wind-up begins.) The
hitter then must quickly
position his crosshairs on top of the pitch location, and swing.
In addition to reducing the number of walks in a game to

zero, this completely eliminates all the drama around the most
interesting aspect of the game. If my opponent can see exactly

in this, hawever,
BASEBALL 2001 lacks
the basics, with no
injuries, no player draft,
and no custom leagues.
Microsoft may be on to
something with the inclu-

where I'm positioning each pitch, three-two and two-strike sion of BASEBALL
counts are rendered meaningless. Although a pilcher's conlrol raling MOGUL's league finances. Although you can only manage a few key
does impact how close a pitch comes to its intended location, the aspects of the financial game (player salaries, scouting, and farm
variance is tiny enough that as long as you don't try to absolutely leagues), it's an intriguing and encouraging feature that Microsoft will
paint the corners, you'll be fine. hopefully allow to blossom more fully next year,

Even worse, while you are overly focused on lining up your Microsoft certainly isn't trying to go head-to-head with 3DO. It
crosshairs on a pitch, you become unable to focus on what kind of almost seems as if BASEBALL 2001 is intended for a more hardcore
pitch is coming in. Not that it matters all that much = the various player. Unfortunately, elements thal hardcore games should have are
pitches in this game all seem to look exactly the same, with slightly alsa missing. The in-game stats are curiously lacking. During an at-
varying degrees of speed. bat, the pitcher's numbers (including

To be honest, it's probably more realistic this the all-important pitch count) aren't
way. But it's not much advantage over the competition: A 30 camera that actually constantly dasplayed. In I‘ac!, Hriee
fUF'IA"d though you can gives you @ greal sensation of high fly balls. Plus, the you select your pitch or swing type,
eliminate the pitch cur- game’s graphics are phenomenal, you don't even see the strike count.
sor, this also eliminates : Also, you can't make line-up or

the cursor when you're pitching changes before a game

on the mound — which starts, unless you do it from the
makes pilching tough. team-roster screens. Worst of all,
the game has an alarming number of
throwing errors = you can expect to
see three lo five of these every
game — and it's far too easy to get
thrown out at second on a single to
right field.

The sad reality of MICROSOFT
BASEBALL 2001 is that even if you
evaluate this game in a vacuum with-
out comparing it to its competition,
it's still not worth your money. (97

TOWERING POP FLIES BASEBALL 2001 has one

CGW RATED
[ heiremssemineu acains]

PROS

Excellent graphics
and a frue sense
of height make | Fssence on a Broader
this feel like real Scale

- hasehall. From a broader per-
spective, the essence of
baseball is in the race for
the pennant, The 162-
An awkward game campaign. The hot
pitcher/hatter and cold streaks, injuries,
interface and a and how you as the man-
lack of some hasic ager deal with it all. Even
features clash
with the game’s Requirements: Pentium 16GMHz AMB 30 accelerator, or Pentium 200 with 2MB video cand for software mode; 32 MB RAM. Recommended Requirements: 8 MB
hardcore leanings. 30 accalerator canl. 30 Suppoart: Oirect 30 Multiplayer Support: None

Publisher: Microsoft « Developer: Microsoft « $30 « www.microsoft.com « ESRB Rating: Teen; animated blood and violence.
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REVIEW SPORTS

EAs Latest Golf Sim Provides a Mix of Fun and Frustration

y having Tiger Woods' face on their latest golf simulation, EA
B Sports has ensured that even people who think a niblick is a
type of canned corn will buy this game. And while there is
much to like about this golf sim, some design decisions may frusirale
the broad audience to whom the game is marketed.

Virtual Birdies and Bogies
While the graphics in TIGER WOODS PGA TOUR 2000 are nice,
they are of the 2D style that has been used for years in the LINKSLS
series (and TIGER WOODS PGA TOUR 2000 looks a lot like
LINKSLS). The result is flatter than the 3D-rendered graphics of some
newer golf sims, such as in JACK NICKLAUS: GOLDEN BEAR
CHALLENGE. Direct3D acceleration is used to display some of the
dynamic views, such as the Auto camera, which delivers a very nice
television-style presentation.
On the down side, the
default view will bring the
II l} [n wnnns fastest machine to its knees,
resulting in very choppy per-
formance.

Ball physics determine
whether a golf sim feels like
golf, and in TIGER WOODS
PGA TOUR 2000 they are
goad, with the ball believably
rolling, bouncing, and ricocheting off the terrain. The greens are one
area in need of a tweak: They're as fast as Augusta after a drought.
Sure, some PGA tour greens are fast, but many of these border on
the extreme, with missed two-foot putts rolling another 30 feet down
a slight slope.

While the number of game modes doesn't equal those of some
other golf sims, TIGER WOODS PGA TOUR 2000 makes up for
quantity with its quality. You'll play against nine PGA pros (plus
Michael Jordan, although his in-game appearance has very little
resemblance to His Airess) in standard competitions such as stroke,
match play, skins, fourball, etc., as well as single- and multiple-course
tournament options. Play Against The Pros is a very cool optlion,
where you will be able to see PGA pros' shots
at selected tournaments and play in a virtual
pairing with them. The Intemet multiplayer mode
worked well, but be
aware that you are
forced to play
on EA's server, as there
is no direct Internet
support.

Career mode starts

PGA TOUR 2000

that you won't get

CGW RATED

PROS
‘Packed with inno-

Vative features you oul in the Q school,
!"d,' lind attempting to earn your
designer that Tour card to play a
ensures a flow of “career” of PGA Tour
free new courses. seasons. This could have

been the heart of the
game, but for some unfathomable reason you
are only allowed to play a career at Pro-level

BUILD YOUR OWN The included course architect ensures

WOODS IN THE WOODS And he'll probably thread it through these
trees for an Eagle.

DEVILISH ISLAND The famous 17th hole at Sawgrass.

SN, A

T

thing else resulting in a shank, It
requires the reflexes of a nine-
year-old on Red Bull and Ritalin
to do this consistently. It's doubt-
ful that the casual gamer will ever
make il oul of Q school.

bored playing the same courses.

The Nineteenth Hole

While making your own cours-
es with the included course archi-
tect is fun and challenging, the
real value of this feature is the
wealth of new, free courses that
will inevitably show up on the
Internet, greatly enhancing the
long-term value of the program.

So, what's the final tally? TIGER WOODS PGA TOUR 2000 has
more innovative features than any other golf simulation on the market.

Pro-level swing | oty And Pro level is extremely difficult However, the casual PC golfer will be frustrated by a number of
meter is very diffi- | iin 2 swing meter that requires you to hit the issues, most notably being forced to play the career mode at the
cult, and career- snap point at precisely the right pixel, with any- “super-reflexes required” Pro level. ({9
mode demands - -
you play at Pra Requirements: Penlium 166 MHz, 32 M8 RAM, 100MB hand drive space, 4X COROM drive, Recommended Requirements: Pentium-11| 450 MHz, 128 M8 RAM,
lavel nh i BOOMB hard drive space, D3D eccelerator card, 30 Support: Diee30 Multiplayer Support: 2 to 4 players via LAN (PX/SPX or TGR/IP), 1 1o 4 players via Internet

1 T Ent .

(TGPIF), Blectronic Arts” server ony,

Internet play.

Publisher: Electronic Arts » Developer: Rainbow Studios/EA Sporls = $40 » www.easports.com * ESRB Rating: Everyone
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REVIEW SIMULATION

KA-52 TEAM ALLIGATOR Provides Chopper Thrills, Russian-Style

Up to Your Eyes

tion, an edge that comes from playing cat and mouse with

deadly enemy forces, sneaking up on your farget, then popping
up from seemingly nowhere to strike. A great chopper sim will recre-
ale that sweaty-palms thrill that will bring you back time and again.

KA-52 TEAM ALLIGATOR is Simis' latest attempt to recreate that

feeling in their simulation of Russia's potent new attack helicopter. In
Simis style, the emphasis is more on environment and playabilily than
ultra-detailed realism.

T here's a visceral thrill in flying a good attack-helicopter simula-

The Russians Are Coming!

How well a military chopper sim succeeds depends upon a num-
ber of factors. One is the graphics: To play that deadly game of hide
and seek, you fly low, searching for elevation variations. KA-52 TEAM

ALLIGATOR does well in this aspect,

providing very nice hills, ridges, and

trees for you (and the enemy) to hide
KA'EZ I[AM behind. The next aspect of the
successful chopper sim is the
flight physics and avionics
modeling. It's an area of differ-
ing emphasis to different
gamers — some want a flight
model that is a precise replica-
tion of the aircraft and avionics, down to the screws in the
panels. But for the less-hardcore crowd, a flight model that
feels like what they think a helicopter should feel like — cou-
pled with readable instruments — gets the job done. Simis
chooses the latter approach. The flight model offers detailed
physics in some areas, such as retreating blade stall and vor-
tex-ring effects; however, the overall flight model feels a tad
too stable with a palpable lack of momentum, such as when the air-
crait movement stops precisely when your joystick or rudder-pedal
movement stops. Avionics are functional but simplified.

The battlefield environment is key to recreating the atmosphere of
helicopter warfare. ALLIGATOR mostly succeeds in this area, with a
few shortcomings. Training is facilitated by an excellent tutorial, a set
of missions in which you fly with an instructor who teaches you every-
thing you need to know about the Alligator. Combat takes place in
“instant action," single missions, and two campaigns of the “scripted
branching” variety — one set in a rebellion in
Belarus and one in an Afghanistan-like conflict
in Tajikistan,

ALLIGATOR
[Creviewed by Joif Cackey |

CGW RATED

oo e
PROS Teamwork, Comrade
. R Team tactics are critical to modern heli-

:!::':E:‘g::[:::‘tm copter warfare, and ALLIGATOR ei;nphasixes

3 the team aspect. You are responsible for your
aspects provide a squadron of pilots, boasting their morale (e.g.,
better-than-aver- offering encouragement and “goodies” such
age battlefield as leave and back-pay), selecting who to team
environment. with whom in the two-seat Ka-52, and leading
search and rescue missions lo recover
downed pilots.

Wingman commands are plentiful, and wing-
men are smart enough to take advantage of
cover terrain. A couple of problems, however,
do detract from the immersion factor. First, the
sound tends to be choppy, making it difficult to

The branching cam-
paign hecomes
repetitive; sound
prohlems interfere

BETWEEN THE BANKS An Alligator
engages in a fierce batlle over a bridg

RIGHT SEAT DRIVER The co-pilot/gunner in the KA-52 sits to your
right and handles all targeting chores.

T T R T gy

understand radio transmissions
and, consequently, what's going
on across the battlefield.
Secondly, although the cam-
paigns are branching, they are
made up of a finite number of
missions and you can't select
which flight to fly in, a la
LONGBOW 2 or
APACHE/HAVOC; thus, things
eventually get repetitive. While
on the topic of campaigns, there are no enemy or friendly-strength
sliders, so the only real way to control the game's difficulty is by
choosing the easy (Tajikistan) or difficult (Belarus) campaign.

Return to Base

How well does it all come together? If you're looking for
extremely detailed avionics and flight physics, you may be disap-
pointed. On the ather hand, if you're looking for an enjoyable and
accessible chopper sim, KA-52 TEAM ALLIGATOR just might be
your shot of vodka. ({917

DON'T EAT THE GREEN SNOW The combination of heavy snowfall
and night-vision goggles creates an eerie effect.

with complete
immersion.

Requirements: Windows 95/96, Peatum 200 Milz, 32 M0 RAM, 30-acesleraor card with A+ MG RAM. Recommended Requirements: $ams
30 Support: Direct3d Multiplayer Support: 6 players (co-op); 8 players (head to haad) via Intermet, |PX, modem, or serial

Publisher: BT Interactive = Developer: Simis « $35 « www.ka52.com = ESRB Rating: RP (rating pending at press time)
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REVIEW SIMULATION

FIGHTER ACE 2 Has a Little Something for Just About Everyone

Who Do You Want To Shoot Down Today?

I t's often heen said that if you give Microsoft enough time, they'll

HOT SEAT This P-51 pilot's temperature is rising. Time to hit the silk,

not only get something right, but dominate the market in question hefiri bo's rasatnd.

as well. So in typical Microsoft-product fashion, FIGHTER ACE 2
(FA2) is a much improved follow-up to a fairly inadequate predecessor.
And while it still isn't the answer to everyone's online dreams, what it
does offer for only ten bucks a month can't be ignored.

Many of the improvements and features new to FIGHTER ACE 2
are quite substantial over version 1.5, but most of these offerings
merely play catch-up wilh the competition. Field-capture, 3D-acceler-
ation, and advanced physics models have been added ~ but all were
found elsewhere first, Furthermore, the new graphics on display in
FA2 are a stark contradiction in quality. The visual look of the terrain
is by far the best of any online sim out there, but the mountains melt
away a fa JANE'S F-15. In addition, the plane exteriors and cockpits
can only be described as muddy and dull. The new damage modeling
found in the advanced arenas, however, is quite competitive: Based
on where you've taken hits, your
plane's performance is going to
suffer accordingly — and it's
quite convincing.

The "advanced” flight model
itself is probably the biggest dis-
appointment. Although leaps and
bounds ahead of the previous
hardcore setting, the new real-
ism levels alone for FA2 won't
make converts out of current
WARBIRDS or ACES HIGH pilots. The manner in which the planes
depart from flight is way too violent and quirky, and it's clear that
FA2's implementation of how these classic warplanes should behave
could use some more refinement. You might think such criticism is nit-
picky, but like | said, better can be found elsewhere.

S == . _—
THE HILLS ARE ALIVE This Corsair pilot gets a brief respite belween
melees to savor FA2's well-rendered terrain.

MIGROSOFT'S

FIGHTER AGE 2

ARE YOU BEING SERVED? The ahility to host private arenas with a
fon of tweaks is one of FA2's strong points.
The Challenge of Realism Lite
If the staggering number of pilots who prefer flying in the “arcade-
mode” arenas is any indicator, the majority of FA2's current customer
base could apparently give a rat's ass about the newly-offered
advanced physics. It might be tempting to think these arenas are in SEDN
fact easy, but nothing could be further from the truth, During my hod pups =
arcade-mode airtime, | failed to achieve a single kill, while constantly W g
getting shot down myself in the process (I did better in full-realism). ORAA T Diomant &
Flying the planes couldn't have been easier, bul staying on the six of Limit witoat oxygun | 16200 '
a good arcade-mode pilot was a different mat-
ter entirely — those guys were amazing.

Turf Wars

As it stands right now, the gameplay offered
in FA2's territorial-combat arena is the most
compelling of all the current online sims, and
will probably remain so until WW2 ONLINE

Game Noma Privaln Aliancus
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PROS
\faried gameplay
options; extremely

¢ Fiight Difficuity Settings ) “Additional Settings )

“ Start Game ) 4 Exlt b

competitive pric-
ing model.

Rdvanced flight

makes its debut later this year. Defense and
conquest of resources play a vital role, and
plenty of Al-controlled units means you can
still have a good time when fewer players are
logged in to Microsoft's Zone.com. But FA2's
best feature has got to be the private arenas

ever you wish. Developer VR-1 plans to add that same level of config-
urability to their special events as well, giving customers the option to
establish 300 player-max scenarios, such as a hypothetical “Patton
vs. the Russians” encounter,

Understandably, it's sometimes the price of an online sim that
becomes the most critical factor, and it's awfully hard to argue with

matel could be you can establish and host on their servers. $10/month. For the time being, those with more discerning tastes
hetter; lackiuster Up to 64 players can join the session you've and fatter wallets still might want lo look elsewhere. But give
plane graphics. created, and you can set up your arena how- Microsoft enough time, and who knows?

Requirements: Pealium 200 MMX w/B2 MB RAM, or Pentiom 266 w/32 MB RAM.  Recommended Requirements: Pentium-1| 450, 128M8 AAM, 30 accelerstor.

3D Support: Direct30, Glide Multiplayer Support: Infemel

Publisher: Microsoft « Developer: VR-1 » §9.99/month « www.zone.com/fighterace

ESRB Raling: Everyone
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sHADOW WAIGH

reviewed by Raphael Liberatore

CGW RATED

REVIEW STRATEGY

SHADOW WATCH's Sloooow Combat System Says R.I.P

Do Looks Kill?

hat...is...it...like...to...play...SHADOW.. . WATCH?

What...is...combat.. like? How...can...one...simple...com-

puter...game...make...time...stand...ab...s0...lute...ly....stil?
You'd have to be a gamer obsessed with micromanaging painstaking-
ly methodical movement/action points - or a Tom Clancy stalker - to
sit through the mind-numbing combat of SHADOW WATCH. Most
gamers will just go nuls,

The gameplay in SHADOW WATCH combines the tum-based
squad combat of X-COM and JAGGED ALLIANCE with a shallower
version of those games' RPG-ish character development. Based on
Tom Clancy's book by the same name, the game puts you in com-
mand of a spec-ops team in charge of protecting a new space sta-
tion being built by a multi-national organization, and threatened by a
variety of evil syndicates. The game is all rolled up into a vibrant,
appealingly colorful comic
book motif that doesn't
require a whole lot of proces-
sor speed lo drive it.

The game begins like a
typical Clancy thriller with
your team dispatched to
either Rio de Janeiro, Hong
Kong, or Baikonur. Wherever you go, your team investigates suspi-
cious activity. This usually means clicking around an overlay map
while chatting or interrogating NPCs, and trying to piece together
who is attempling to sabotage the space station. Depending on your
responses, each meeting opens up one or two more missions, invari-
ably leading you to question more people, and so on. With more than
140 different variations on 18 different maps in three separate sec-
tions, you'll never repeat the same scenario twice.

Your leam members develop and refine their specific skills as the
game progresses, adding new ones from a predetermined skill tree.
The diverse characters are interesting enough for good storyboard-
ing: There's Maya, the Sniper who can heal; Lily, the Martial Artist
who does a mean side kick; and Bear, the brawny shotgun-toting
commando who will always go ballistic. But unlike X-COM, SHADOW
WATCH lacks flexibility in its character development. Sure, as Ralael's
demolitions skill increases he'll toss better and more useful grenades,
but he'll never be able to learn martial arts or weapon skills — which
excludes him from most enemy surprise altacks, or close-quarter
scrapes where everyone's going toe to toe with the enemy. Even
more rigidly, when a character dies, you must restart the mission
all over again with no questions asked. There
is no cannon fodder to grease your comman-
dos’ wheels.

Even though SHADOW WATCH offers
replayability up the wazoo with its randomized
missions, things bog down fatally when your
team finally gets into the heart and soul of the
game, its very dull and tedious combat system.
The Moral-Action Point Initiative System
(MAPI) is quite opaque, especially when allo-
caling combal points. Rather than highlighting

The comic book
graphics look
pretty cool.

Tedious combat your character and clicking to move and
e attack, SHADOW WATCH requires that you
gas“mme TR choose posture, movement, and action com-

mands from a side menu. Even though the

saturated bog. maps are nicely condensed for quick segues

KARTOON KILLERS Elfective comic-style art is nice, but it can't save
a dreadfully tedious combal model.

-

BEAR BERINSKY, I PICK YDU! Before every mission, you'll choose
which team members to bring - and that's it; there's no control over
weaponry or anything else.

into combal, stuff like fire and movement, planting explosives, or
opening doors stifles the combat flow enough to suggest a Kasparov
vs. Deep Blue chess tournament.

Morale is the other chief annoyance of the combat model. It seems
that anytime someone on your team gets shot, they tend to go
berserk, act stupid, or flee. This is a problem, as when the enemy
takes hits, they always seem to get mad and come charging right at
you — rather than running away or acting stupid.

Allin all, SHADOW WATCH's hog-tied combat and limited charac-
ter development stifle what could have been a decent game. lts
compelling storyline, intriguing characters, dynamic missions, and
color and sound put this game a 1/2 step ahead of ODIUM and
ABOMINATION...but that ain't saying much. Dig out your old copy
of X-COM, or take JAGGED ALLIANCE 2 for another spin, and be glad
you didn’t fall victim to this nice-looking-but-incredibly-slow strategy

game, ({41

Multiplayer Support: Nong

Requirements: Pentiom 133 MMX, 32MB RAM, 200MB hand drive space. Recommended Requirements: Pentium |1, B4MB RAM, 3D Support: None

Publisher: Red Storm Entertainment » $40 » www.redstorm.com * ESRB Rating: Teen; animated violence.
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In the year 2047 a massive comet mvages Earth‘s

/" | surface and the remnants of mankind descend to the
= bottom of'thé ocean in order to survive. -
A hundred years pass, but even in the still of the

T ‘\gggqm one truth remains—where man goes, war

“foflow. Now the cradle of creation has spawned | the : ._'- | T ’_‘,.ﬁ ~l
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Thrcc dlstmct civilizations to Fully realized 3D undarwater Includes a powerful scenario| Multiplayer action over
play - two human, one alien. universe including editor and an intelligent Internet or LAN allows
5 depth/elevation levels. random mission generator . up to 24 players.
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REVIEW ACTION

This shoater's whole Is far less than the sum of its (copious) severed body parts.

Shoot To Kill...and maim...and pistigure

ing my Recycle Bin right now. Reviews where | struggled to put

SOLDIER OF FORTUNE into some sort of context, to discuss
the merits and use of concepts like provocation, outrage, and vio-
lence in art and entertainment. Reviews where |
framed my arguments with references to (| swear to
God) Nabokov, that elephant-feces Virgin Mary portrait
that pissed off Rudy Guiliani, and “The Proper Way to
Display an American Flag”' But the more | tried to tack-
le bold-face all-caps BIGGER ISSUES, the more |
realized this game just wasn't worth the effort.

The bottom line is this: SOLDIER OF FORTUNE is a
stupid game. A mean-spirited, cynical, demeaning
game unwaorthy of your time, your money, or any of the
public oulrage-
induced publicity
it's counting on.

There are ahout thirteen different versions of this review clutter-

SOLDIER OF

Banking on Blood

If you haven't heard, SOLDIER
OF FORTUNE (SOF) is one violent
piece of software. Heads explode
like blood-filled balloons, limbs are
routinely shredded off, guts hang
out of bullet-torn abdomens - you
can practically taste the shattered bils of skull and brain matter. SOF,
claims Raven Software, models realistic ballistic damage like no other
game before it.

| don't know about that, but | do know this: It's unnecessary, it's
gratuitous, and it offends a big fat freedom-of-speech zealot like me.
It's not the level of violence that's disturbing; it's the fact that the
game seems to take an almost gleeful delight in encouraging you not
only to defeat your enemies, but o systematically butcher them.
You've got a nice big arsenal to choose from, yet you'll find yoursell
eschewing the various ineffective submachine guns at your disposal
in favor of the heavy machine gun or Silver Talon handgun, both of
which are capable of ripping an enemy's limb off with one shol, thus
killing him. The game absolutely revels in inflicting misery.

The realism factor is further revealed as a disingenuous sham by
the “stealth meter,’ a graphic representation of how quietly you're
moving through the world. The game is constructed in such a way
that stealth is not a factor. Your job is to kill
everyone in sight as quickly and bloodily as
(- \T,TH =¥ g = =} possible. Crap Al further hammers this home,

—— since you can set off bombs in one room,
PROS open a door, and snipe the oblivious guards in
At times, you'll the next as long as you aren't spotted visually.

feel like you're
starring in a hig

budget, ouer-the-
top action flick.

FORTUNE
[(eviewei by Robert Goffoy |

Doing Unto the Others

No one has made a shooter with babies for
bad guys, for the simple reason that most peo-
ple would understandably balk at killing
babies. Bad guys in entertainment have to be
asking for it; they have to be different than
you; you can't feel anything for them. Movies
do this by rarely showing the faces of the
5 3 legions being killed, games do it by making the
insulting, empty, enemies aliens, demons, cullists, or something
and unrewarding equally farfetched. SOF does it by letting you

The spirit and
substance of the
game are just as

LOOK MA! NO HEAD! 0Or legs. The best way through the game is to
use only the weapons that chop your enemies up into so many hits.

GOAT HEAD SOUP Jusl in case you didn't think the game was gory
enough, the designers were kind enough to include a section where you
swim through the offal drains of a slaughterhouse.

slay lots of people of color, primarily Arabs or Asians.

Yes, there are other — white — enemies to kill, but snowsuit hoods,
protective masks, ludicrous taltoos, and heavy sunglasses obscure
their faces. The few white faces you actually see so stereotypically
scream EVIL, you can shoot them without compunction. Not so for
the hundreds of non-white bad guys you slaughter — the colored
faces of Iraqis and Japanese are apparently inhuman enough that it's
okay to shoot both their legs off their body before their blood-spurt-
ing torso hits the ground.

But maybe you find all this to be so much tree-hugging, vegetarian,
left-wing crap. Fine. Click on the violence lock and play the game,
and you'll discover this: As a shooter, SOF is just an adequate prod-
uct, It tries to recreate an action-movie feel and occasionally suc-
ceeds, such as when you have to hold off waves of terrorists while
your sidekick defuses a bomb. The vast majority of this game is an
unrewarding, rote shooter that even moderately-experienced players
will finish in 20 hours or less. Remove the savagery from the game
and there’s nothing there. No story to hold you, nothing exciting or
fresh in the action to rivet you, no real reason to stop playing
UNREAL TOURNAMENT ta make time for this = unless the apportuni-
ty to shool villains in the balls and watch them bleed out is appealing
to you.

as any bad action |—
flick.

animated violence.

Requirements: Pantium 233, GAMB RAM, BDOMB hard drive gpace, 30 accelerator. Recommended Requirements: Peatium 11, 128M8 RAM.
30 Support: Openl Multiplayer Support: Up to 32 players via LAN or Intemet; one GO per player.

Publisher: Activision - Developer: Raven Software = 350 - www.activision.com = ESRB Rating: Mature; animated blood and gore,
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Enter a whole
"new dimension
of RTS.

The first all-terrain, threge-dimensional
real-time strategy game has landed
on American shores from Europe.
Complete with a revolutionary
30 engine and a ton
of accolades:

"Best Strategy
Game of the Year."
= Power Play 11/99

"Uses the 3D
environment
to its fullest
strategic value."
- WWww.ign.com

32

SAlter the 2D landscape to your advantage
with the first true terrain deformation in RTS.

>Build weaponry onto buildings, turning
ordinarily static structures into weapons
of war.

>Engage in the first completely
underground tunnel warfare.

>Construct hundreds of units by
mixing and matching 30 unit
body parts and components.

Earth2150.com




QUICK HITS

ROGUE SPEAR MISSION PAGK: URBAN OPERATIONS

became the king of tactical simula-

tion developers. | just finished playing
the ROGUE SPEAR expansion pack, URBAN
OPERATIONS, and I'm already itching to
rejoin my Rainbow-team comrades. It's that
addictive, and it's all because URBAN
OPERATIONS is loaded with everything imag-

Hed Storm Entertainment just

inable for armchair counter-terrorists.
Here's the SITREP: First off, ROGUE

SPEAR gets
* A Ak ok

editor for tweaking maps. Wow.

otherwise. —Raphael Liberatore

patched to 2.05 for more stability and
improved performance. | played the
entire URBAN OPERATIONS campaign without a hiccup — the way
games should be played. Second, URBAN OPERATIONS tweaks
some of ROGUE SPEAR's interface, making it even more user-
friendly, especially in multiplayer and mission-planning screens, which are

much easier to set-up. Add five new missions, all beautifully rendered in real-world loca-
tions like Istanbul, Mexico City, Hong Kong, London, and Venice. Mix in a few spruced-up
RAINBOW SIX missions, along with the entire collection of previous ROGUE SPEAR mis-
sions, and you've gol a game that will last as long as there are tangos to eliminate.

Next, Red Storm adds a few light machine guns like the SAW M249, HK21E3, RPD,
and another sniper rifle — the silenced AWS = to an already outstanding counter-terrorist
arsenal. But wait, there's more. Multiplayer games possess more game-type options like
assault and defend and recon, Last but not least, the designers finally gave fans a custom

The game's missions are exiremely challenging from start to finish, with littie room for
error. Terrorists now possess beefed-up skills like sniping, fire and movement, and running
for cover. Some are even well-armored. Sometimes, it's hard to tell a hostage or
bystander from a foe, so you have to be on your toes. In operaion Infinite Seven, for
example, standard room-clearing will flush Marxist guerrillas out of their stronghold and
spill them into the streets of Mexico, making for a series of lense urban firefights.

Allin all, URBAN OPERATIONS is the best expansion I've ever played — tactical sim or

Genre: Tactical Simulation = Publisher: Red Storm Entertainment + $30 « www.redstorm.com
ESRB Raling: Mature; animated blood and gure, animaled violence.

ARGOMAGE

Genre: Puzzles/Classics = Publisher: 300 =
Developer: New World Computing « $13
www.Jdo.com « ESRB Rating: Everyone

MAGIC VIl was an addictive Magic: The

Gathering-style card game called
Arcomage. Built into the game as a quest,
Arcomage developed a cult following and

gamers clam-
* k

ored for ifs

release itasa
separate game. Unfortunately, that's what has
happened.

What we have here is basically the exact
same card game, ripped out of the RPG with vir-
tually nothing added or changed. Yes, you can
play it with another player now (over a network
or via Mplayer), but this is a lot less fun than
you'd think. The problem is the utter randomness
of the cards — which seems less noficeable
when you're mindlessly playing this game by

ﬂne of the best things about MIGHT AND

yourseli, like Solitaire. After a few games wilh
anather person, you'll lang for the ahility to
assemble your own deck, or modify the rules, or
anything to deepen the gameplay.

You can change the starting and victory condi-

tions, but that's not enough to recommend this
to anyone who owns MMVIl or MMVIIl = the

only real audience for this itle. One huge caveal:

You must download ARCOMAGE from 3D0's
Web site, but it's machine specific - you can't
transfer the game to another PC. If you want to
play on your laptop, be sure you download it
directly onto the laptop. But my advice would be
to just stick with Solitaire, =Jeff Green

GOMMAND & CONQUER:

TIBERIAN SUN - HRESTORM

Genre: Strategy = Publisher: Weslwood
Studins « $25 « www.westwood.com =

ESRB Rating: Teen; mild language, realistic
blood and vivlence.

SUN was a decent real-time strat-

eqy game, if a bit unbalanced.
Westwood's FIRESTORM add-on does
little to change that.

In TIBERIAN SUN, the Brotherhood of
Nod had significant advantages over the
GDI side. Nods' cloaking and burrowing
units and their dreaded Chemical Missiles

were far too
A &k k

powerful.

Westwood
attempts to correct this imbalance in
FIRESTORM with some welcome additions
lo the GDI arsenal. Juggernauts, for exam-
ple, are huge walking artillery pieces, while
the Elite Infantry Drop Pod is a useful new
component for the Upgrade Center that
allows the GDI to perform sneak attacks of
their own - although not as effectively as
the Nod. Additionally, other units — like the
Jump Jet infantry — have been upgraded to
detect cloaked units,

The Nod get a new unit called the
Reaper that functions like a Cyborg on spi-
der legs, and both sides can build Mobile
War Factories and Limpet Drones, a type
of tracker mine. The balancing still isn't
complete, but at least now, choosing the
GDI on a multiplayer map becomes a less
risky move. FIRESTORM also features 18
fairly-difficult new single-player missions to
play through, and an enhanced map editor
for multiplayer games.

Despite all this, FIRESTORM is pretty
average as far as expansion packs go. The
new units are nice, but you'll want more -
more play-balancing, more units, and more
of the fun that seemed to be missing from
last year's TIBERIAN SUN. If you were dis-
appointed by TIBERIAN SUN, FIRESTORM
won't turn it around for you, but if you're a
C&C completist, you'll want to pick this
one up. —Tom Price

BOMMAND & CONQUER: TIBERIAN
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®nline Game

www.go-dronline.com

Welcome to Online. Are you ready for the Real Online Game?
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P PC Game publishing & distribution P Online game development & hosling
» Web Game development & service P Edutainment for Kids
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medieval world where the game, Strategy, uction, thrill, simulation games. Can you control 5 characters at same you can find very friendly
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scene.
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INVIGTUS

REVIEW

egy game in the MYTH vein: no research or resource gathering, just kickin' ass
across a true 3D world which you can spin, tilt, and pan.
Charged with saving humanily from Poseidon's wrath, you assemble war parties made

Set in the universe of Greco-Roman mythology, INVICTUS is a real-time strat-

up of soldiers, mythical beasts, and mythic heroes such as
* ¥ Hercules, Hippolyta, and Perseus, Heroes have special
powers: Perseus lurns enemies to stone while Hercules trig-
gers earthquakes with blows from his mighty club. Sound cool? Sorry. INVICTUS is most
notewarthy for its failure to entertain, despile the great concepl.
For starters, poor color-paletie choices often ruin the gameplay. When you can't tell
Hercules from a skeleton, or pick out the giant spider in the midst of battle, then there's

a prablem.

Next, foes are unbelievably strong. Average soldiers can endure astounding beatings:
50 or 60 cuts with a battle ax, dozens of arrows, or a hundred sword strikes. Hercules'
club provekes earthquakes, but has trouble dispatching lowly archers. So, if six swords-

men attack six swordsmen...go make a sandwich.

us' fnrmnlmnc, are nearly worthless, its humor frequently annoying, the Al
s frustrating and uninspired. Even multiplayer fails to lift this game

from the mud.
It just ain't fun. ~Mark Clarkson
Genre: Strategy « Publi
$50 = www.interplay.c

SAMMY S05A SOFTBALL SIAM

Genre: Sports = Publisher: 300 - §20 »
www.3do.com « ESRB Rating: Everyone

ake this statement to the bank: No
PC softball game has been or ever

will be as realistic as Sammy Sosa's.
I feel fairly safe saying this, since there proba-

bly won't be another softball game released.
In fact, 3D0's slow-pitch HIGH HEAT mod

can be a painful reminder of real life, with out-

fielders who can't catch, and hitters who can
knock the hide off the ball but barely waddle
to first base.

The game does have its charms. The graph-

ics are great, and you can also modify the

* &

players and cre-

ate new male,
female, or coed
teams. Parents will appreciate the light-heart-

ed nature of the game, and the ability to auto-

mate everything but hitting and pitching the
ball. In a feature that several CGW editors
could use in our annual HIGH HEAT league,
the ball flashes red to signify when to swing.
Unfortunately, the Monster Truck-style

COMPUTER GAMING WORLD » cgw.gamespot.com = JUNE 2000 125

oftware
an violence.

announcer becomes annoying in record
time, and there's no league play — just four-
and eight-team tournaments.

But here's the big problem. We play soft-

ball because we can't play baseball. So,
given our PC-sports fantasy druthers, we'll
bypass this in favor of a baseball sim. But if
you have kids or are interested in a less
serious sporls game, SAMMY SOSA won'l
do you wrong. —=George Jones

WELLCOME 10 THE

OFF WORLD

[ 30 REAL-TIME STRATEGY |

WWW.0O-r-b.com

~
VISIT US AT (?j BOOTH 1324

q@ Strategy First

www.strategyfirst.com

2000 Stategy First Inc. All rghts reserved. OB is a imdemark of
Strategy First. Al nﬁm ux.urvud All other tradermarks and copyrights
aro the
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HARDWARE

s someone who has labored con-
stantly to keep Windows 98 run-

forward to Windows 2000 Professional.
Here was a stable operating system that
could support multiple CPUs and would
actually ship with DirectX 7.0a. However,
Microsoft was managing expectations
early on that it might not be a boon for
gamers—and they were correct.
Windows 9x games, as it turns out, are
not all written purely "above the hard-
ware," Many do touch the
by Loyd Case hardware in parts of the
game, whether it's the
graphics card, the sound card, the game
controller, or input devices like the key-
board. Microsoft estimates that 40-50 per-
cent of the 800 best-selling PC games that
shipped since Windows 95 simply won't
run. Based on my experience, that number
seems about right.

Setup and Go

There are two
options for installing
Windows 2000:
Upgrade the existing
version of Windows,
or install separately.
You get a stern warn-
ing that installing separately (i.e., creating
a dual-boot environment) means that you'll
have to reinstall your applications. I tried
both methods. While the upgrade method
worked surprisingly well, I strongly recom-
mend you set up a dual-boot system. That
way, you can always bhoot into Windows 98

GADGET OF THE MONTH

o sooner do mice lose their
balls and tails than someone
invents a reason to festoon
them with appendages anew. The
*Comfy Mouse," a set of sponge-rubber
discs that are affixed to your mouse buttons,
are designed to help alleviate the discomfort
of mousing for users who have carpal tunnel
syndrome or some other repetitive strain
injury. Does it work? We have no idea. We
just thought we had to share one of the odd-
est products we've seen in recent memory.

Hardy Innovations +« $5 for a set of 5
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CAVEAT GAMER: A LOT OF GAMES WON'T RUN IN WINDOWS 2000

Gated Gommunity

ning happily, I was keenly looking

* www.hardyinnovations.com

IN SEARCH OF THE ULTIMATE
GAMING RIG - REVIEWS « NEWS

Requirements

'E_ m Pantium 266 or batter,

128MB RAM.
u $119 upgrade; $189 full

Stahle; cool interface;

Eawnaiay install (Windows 2000
[ CONS | Professional)

Moy Winﬂnws 3 www.microsoft.com

games simply don’t run.

for those games that don't work—and
there are plenty of them. Also, you'll have
to track down proper drivers. We used a
Sound Blaster Live sound card and
GeForce 256 DDR 3D accelerator.
DirectSound drivers for the Sound Blaster
ship with Windows 2000, but you only get
stereo (no four-channel support yet).
However, I did have to download GeForce
Windows 2000 drivers from the nVidia
Web site.

D There are a lot of reasons to like
Windows 2000, but game compatibility
isn’t one of them. 5,

Windows 2000 will look familiar to
Windows users, but there are interesting
differences. For example, in office applica-
tions, all preferences are stored in the
“\Ndocuments and settings\USER NAME"
folder. There are other differences that may
seem cuirky at first, but are
the result of running a protect-
ed operating system. One
thing you will want to do is
set the preferred boot system
if you're dual-booting.

Let the Games Begin

We ran a boatload of
games—28 in all—through
Windows 2000 with some
interesting results, as we'll
see in a moment. However,
let's talk performance for a
moment. The nVidia drivers
didn’t give us a way to disable
v-sync, so we won't publish
3D GameGauge scores here.




HARDWARE

he Windows 2000 3D-card drivers

we tested with didn't let us turn v-
sync off on Direct3D, so it wasn't possi-
ble to gather an accurate 3D QUAKE 111
GameGauge score. But we can still get

accurate 3D WinBench 2000 results in this uu AKE I (1024x768x32)

environment, and as you can see, Windows
98SE is about 13 percent faster in Direct3D
performance. Thankfully, OpenGL turns v-sync
off by default, so we took a look at QUAKE Il at
multiple resolutions. Windows 2000 and its 3D
card driver have some maturing to do in terms
of game performance. Our test system was a
Pentium-lll 800MHz running on Intel's 820
chipset, with a GeForce DDR-based 3D card,
Vortex2-based sound card, and EIDE storage
components.

However, 3D WinBench 2000 and OpenGL games both run
with VSYNC disabled by default. 3D WinBench 2000 post-
ed a somewhat lower score under Windows 2000 than in
Windows 98SE. Similarly, QUAKE TIT ARENA posted lower
scores. It seems that you do pay a bil of a performance
penalty for that added safety. Also appreciate that
nVidia's drivers will
probably get a bit
faster with subse-
cquent versions. Of
course, it's also possi-
ble that part of the
problem lies in the
operating system Db Eoeseu p—

hysdenn Proqurtes

o R
Guraoni | Hutmech ipctiomtion | Hacdana | Unei Presins advweeea |

Petsmarcy

| 9 A R IOt SR

sl st

(1024x768x16)

QUAKE 111 (1600x1200x32)

Content Creation WinStone
(1280x1024x32, tests 2D-graphics performance)

3D WinBench 2000 (1024x768x32)

30 WinBench 2000 Processor Tests

|

THE CHOICE IS YOURS:
With a dual-hoot install,
Windows 2000 gives you the
choice as o which 0§ you
want to boot by default.

Tt cow 401 SV

WINDOWS 2000  WINDOWS 98SE
99 B o8
w7 s
e
306 l 29
603 ] 687
139 | 150

default settings; the program would lock up when you
tried to access the preferences screen. Some refused to
install, while others simply tanked. So the bottom line is
this: If you're a sim flyer or driver, Windows 2000 is at
best an iffy proposition.

And a Few More

I only ran two sports titles, HIGH
HEAT BASEBALL 2000 and
MICROSOFT'S NFL FEVER 2000, and
neither worked. PLANESCAPE:
TORMENT ran fine, which indicates
that all the games that use the
BALDUR'S GATE Infinity engine should

requirements.

Meuromeh Wi v

AR r
e T —

run without a hitch. TOMB RAIDER IV

Windows 2000 uses ey refused to run, as did BATTLEZONE II.
more RAM than | B s oy _:wn'm- ¥ )
Windows 98, and our L) R e Bottom Line

Lesl-bed had a “mere”

W hpmatesdy saboct

Should you get Windows 20007 ['ve

128MB of RDRAM.

| e r—r—) g

B (e DRy

been using it as my primary OS since
it was released, and there's a lot to

First-Person Shooters e L

The best news is for R
fans of first-person shooters. Many games in this !
genre are built with engines that are descended

like about it. I've had far fewer prob-

lems with Internet Explorer, for exam-
ple. But games are definitely a mixed
bag. Of the 28 games I ran on it, two-

[EESEE] Bl

from various QUAKE games. Much of the rest use

the UNREAL engine. [ briefly ran QUAKE III

ARENA, QUAKE II, UNREAL TOURNAMENT, and HALF-LIFE
through the CGW test-bed, and all ran without a hitch.
They did run somewhat slower, and it wasn't just because
v-sync couldn't be disabled. But run they did. The one
exception was ROGUE SPEAR, which refused to run at all.
So for the most part, action gaming fans are in good shape.

Strategy Games

The majority of strategy games seem to run without a
hitch. Even HOMEWORLD—which makes heavy use of 3D-
accelerated visual effects—was quite happy running under
Direct3D. However, HOMEWORLD didn't like OpenGL for
some reason. The other strategy games also ran quite
well, ranging from the glitz of TIBERIAN SUN to the some-
whatl more prosaic graphics in AGE OF WONDERS.

Simulations Fear It

Sims seemed to be split evenly in the run/don't-run
camps. FALCON 4.0, FREESPACE 2, FLIGHT SIMULATOR,
RE*VOLT, PANZER ELITE, and NASCAR RACING III ran fine.
JANE'S USAF, JANE'S F/A-18, MIG ALLEY, and WINGS OF
GLORY didn't. We could run JANE'S USAF, but only at the

thirds of them ran, though a few had

trouble, and the remaining third were
D.0.A. Still, as game developers look to the future, the
folks in Redmond are strongly encouraging them to devel-
op and test under Windows 2000. So, while many current
and older titles may not run, we can hope that future ones
will. T

Control Issues

My trusty old CH F16 Combatstick with rudder pedals
worked fine in Windows 2000. | also plugged in a Logitech
Wingman Extreme Digital. The Wingman stick works either as a
stock Directlnput device, or you can use Logitech's custom soft-
ware, | simply plugged the Wingman into a free USB port; it was
auto-detected and configured into the game controller control
panel. After a few calibration steps, | was off and running. This is
really good news, though I'd caution against installing custom
software if you can avoid it. Ironically, Microsoft's Sidewinder
controllers that require custom drivers won't work. One lidbit:
You must have administrator privileges to configure and set up a
game controller.

COMPUTER GAMING WORLD = cqw.gamespot.cam = JUNE 2000
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BY LOYD CASE

You Are Not Alone

\When Home LLANs and the Internet Collide

(www.gamerouter.com), which adds more sophisticated
routing capabilities. Tiny is working with game developers

pens when you have an ultimate gaming to make game servers work with GameRouter. For exam-

O ne good thing leads to another. So what hap-

machine of your own? You get a sec-
ond one, of course. Once you do, the tempta-
tion to network them together hecomes
nearly impossible to resist.

Soon, you and your buddies (or spouse or
children) are happily gaming. Then, you and
your crew will inevitably want to play with
other people on the Internet. Now, things start
to get complicated. Despite mastering the art of
the local-area network, you find that connecting
multiple players from your home LAN to the
Internet is seemingly impossible.

Well, it's not, and there are actually several
ways to do it.

A Singular Prohlem

So how do you connect your ather PCs to the
Internet?

The easiest way is to use Internet connection
sharing software, where you can—with a fairly
fast connection and a single-user account—
allow PCs on your internal-only LAN to share
your Internet connection. But the main problem
here is that you only have one IP address the
Internet can "see” (see image). For simple Web
surfing or sending email, this approach works
fine, but many game servers expect each client
to have its own IP address. So only the first per-
son who tries to connect to the game server
will be able to play.

Here's the problem: When most people set up
a home LAN, they use internal-only (also called
private) IP addresses, like 192.168.0. XXX,
where XXX ranges from 1 to 255. When you get
your cable or DSL modem, your ISP usually
assigns one dedicated IP address to the system
that's connected to the Internet. Often, you
have to have two separate Ethernet cards
inside your PC—one that talks to the internal
LAN, and one that talks to the Internet,
Internal-only IP addresses, like those used for
home networks, are "hidden” from the Internet.

Wincdows 98SE has a built-in utility called
Internet Connection Sharing (ICS), which pro-
vides decent basic functionality, but has limited
security features. Security matters with an
“always-on" connection like DSL, because the
last thing you want is your system being used
as a "front” for one of those dreaded denial-of-
service attacks on big sites. A significant step
up from ICS is Tiny Software's GameRouter

A typical
home-network
connection to

the Internet

GAME SERVER

DSL OR CABLE MODEM
GONNECTON

OEDIGATED IF FROM ISP
192.168.0.1

192.168.0.2

ple, they've worked with Blizzard to enable
GameRouter support for STARCRAFT on
BattleNet. Players sharing single-user connec-
tions can connect with all their internal sys-
tems, provided each has a legal STARCRAFT
license key. But, if the server isn't
GameRouter-aware, then you still have the
same problem. Also, GameRouter needs the
system connected to the Internet to have two
network cards—a hard requirement. And final-
ly, GameRouter seems incompatible with secu-
rity apps like BlackICE.

No Trespassing

There are several good “firewall" tools that
keep unwanted visitors out, and that are sim-
pler to use than the more sophisticated pack-
ages used by businesses. Two I've tried are
BlackICE (www.networkice.com) and
ZoneAlarm (www.zonealarm.com). Both do a
good job, though I find BlackICE's user inter-
face to be a little simpler. Both set up and
work automatically, but let you configure secu-
rity levels, add “friendly” IP addresses that
can access your system, and exclude particular
systems from access.

The Promised Land

The best solution to this problem is, as is
often the case, the most expensive. What you
really want is a dedicated IP address per sys-
tem. This may he as simple as calling up your
ISP and paying a few extra dollars per month
for additional IP addresses, though some ISPs
refuse to issue additional addresses. Another
solution is to get a small business Internet
package, which provides several email
accounts and a number of dedicated IP
addresses. But you'd probably have to he
either a hardcore gamer, or have a business
reason for the account, because these typically
cost in excess of $100 per month.

But if you do have the luxury of multiple IP
addresses and a fast, digital connection like
DSL or cable, then you're in gaming heaven. [
have this type of setup, and often have people
over for gaming sessions, and friends from the
Net can “drop in" if they know Lhe server's
address. Having your LAN talk to Net-hased
game servers is doable, if you're willing to
spend the money, ({97
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Gratuitous Violence is 200 Times
Faster With a D-Link Network
Than With Online Games.

CoOMPUTER

e

EDITORS
CHOICE

D-Link DFE-905 et

Network Kit for Small Workgroups
M" \s‘“gf"'“ AN i

D Derto D 3 sﬂ‘ ’
ol L} LIE B 2
dgetonal 0/100Mb : 0 0 to 200 U ’
EDITORS! o Vi *'* **’
etwo % N 1 ) 0/100 B A B LHoIeE ; c
g 2 q Vo A10D 1 o U5/98 0 2



HARDWARE

=+=Tech Medics

You've Got Questions, We've Got Answers

Pt N

hy Loyd Case and Dave Salvator

Wounded on the technological front? Our medics may be able to patch you up and get you back into the action.

Send your gaming-related technical questions to cgw_hardware@zd.com.

Shut Down
interruptus

When I shut down
Win98/2nd Edition, I
never receive the mes-
sage: “It is now safe to
turn off your computer.”
Instead, it continues to
spin and says, “Windows
shutting down.” When I
turn off the machine and
restart it, everything
seems fine and a
ScanDisk is performed. I
didn’t have this problem
until I upgraded to 2nd
Edition. Any ideas?

There was a hug with Windows 98 and

some ACPI (advanced configuration and

power interface) enabled systems. You

should disable power management, or
update your BIDS.

: ' /TECH TIP You've no doubt heard us sing the

praises of GeForce-based 3D cards
with 32MB of DDR' SDRAM memory. They're the fastest thing
going, and have headroom left for future games. Cards using
this configuration include Hercules’ Prophet 3D DDR and
Creative Labs' Annihilator Pro, with prices ranging from
around $250 to $300, But maybe you've already got a pretty

fast 3D card, say, something based on nVidia’s still-speedy
TNT2 Ultra chipset (found In Guillemot's Xentor 32 and ELSA's
Erazor ll1). Does the move to a GeForce-based 3D card make
sense yet?
To find out, we took a fairly new system - with a Pentium-lil
500MHz, 96MB of system RAM, a Vortex2-based sound card,

Sound Performance

Why do some 3D sound cards
perform better than others?
Surely the software can't
cause that much difference.

Software can make a big difference. For
example, HALF-LIFE does a lol of additional
geometry calculation when using Aureal
Vortex2 cards, slowing down the frame rate.
But the audio chips themselves differ in how
much they offload the GPU. A lot also
depends on how the features of the sound
card are used. For example, some cards
allow up to 320 MIDI voices — bul only 64
may be supported in hardware,

Country-Fried RAM

I have a Micronics M55Hi-Plus
board (based on your recom-
mendation). I have been very
satisfied with it; but, while
struggling with a corrupt
CMOS, I managed to fry it so
that now one bank of the
SIMM sockets kills memory. I
would like to find a board
that will still support my
Pentium 200 MMX for another
year or so until I make the
move to Pentium III. What do
you recommend?

hefty leap.

You might look into one of the “Super 7"
motherboards. We suggest checking out a
board that uses the VIA Apollo MVP4
chipset. That way, you'll have an AGP slol,
PC100 SORAM support, and ATA/33 hard
trive support. You'll still have a lowly
Pentium 200MMX, so don't expect miracles.
But it should ease your transition into more
current generation technologies.

Get on the Bus

I'm confused. On one Web
site, I read that the Athlon
supports a front-side bus of
200MHz. On another, it says
that Athlon systems use
PC100 SDRAM. Then there are
the new motherboards that
use the KX133 chipset, which
can use PC133 SDRAM. Is the
Athlon front-side bus speed
really 200MHz?

The Athlon is theoretically capable of a
200MHz front-side bus speed, but in practice
it only runs at that speed to the system's
north-hridge chip. Beyond thal, memory is
accessed al the speed supported by the core
logic chipset. In the case of the AMD 751
chipset, that's PG100 SDRAM; the KX133
chipset can support PG133 (133MHz)
SORAM.

and EIDE storage components - and benchmarked both cards
to see how much performance the upgrade would yield. Turns
out that the GeForce card netted about a 20 percent frame
rate increase in 3D GameGauge testing, which is a pretty

But, the leap doesn't come cheap, since GeForce-based
cards with DDR memory are at least $250. So, if your current
setup still feels pretty fast, then game on and enjoy. But if
your rig is starting to feel a bit pokey, and you've got better
than a 400MHz Pentium Il, consider making the move. And

even if you do a motherboard/CPU swap up the road, you can

migrate this card into that new setup whera it'll keep you
going a while longer.

m INMME PNON & Frows namosenn ram « PFOMONTER CAMIME (UDDI D
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HARDODWARE

YOUR TWO BEST RECIPES FOR BUILDING THE ULTIMATE GAMING MACHINE

Monitor

Mitsubishi DiamondPro 20404 |

Optinuest 495

Manufacturer

The Skinny

oar Asus PAC-E $200  AGP4x
CPU BOOMHz Inte! Pentium 111 §130 Faster chips are hard to find, and pricey
Memory 128MB of PCA00 RORAM ~ $650 RAMBUS
Disk Controller Adaptec 29160 $260 Slightly faster, but also PCI 64 support
Primary Graphics Hercules Prophet DOR-DVI §300 DOR SORAM and T&L suppart
3.5" Floppy Drive Teac $20 You still have to have one
Hard Drive Quantum Allas 11 $850 Now al 36GB
Backup Creative DVD-RAM drive 5599 5.2 gigs of backup
CO-ROM/DVD Pioneer fix SCSI DVD $160 New Pionzer Slot-Drive VD
Manitor Mitsubishi DiamondPro 2040u 22° §$1.250  Perfectly flat; good USB support
Primary Audio Sound Blaster Live Platinum $115 For four-speaker DirectSaund, A3D, and EAX
Speakers Boston Acoustics BA4B00 $199 Loud, elean, uncolored, and fabulous
Modem 3Com SDSL modem §400 DSL at last
Networking JCOM Etherlink 10/100 PCI $60 For fragging my buddies
Netwarking Hub Netqear DS10B $1i0 Mulliplayer & DSL modem support
YY Minicube Case Yeony Yang §213 Lots of cooling
Power Supply PC Power and Cooling Turbocoo! 300 $99 More poveer, Scotty!
Keyboard Microsaft Natural Keyboard Pro 3§59 In with the Natural, out with the Newtouch
Mouse/ Pointing Device Microsofl Inlelimouse Explorer $65 No balls!
s R £ i 8l $6,659 |
Flight Joystick CH F16 Combatstick USB $65 I just feels right
Rudder Pedals CH Pro Pedals USB $100 Nearly perfect foot placement
Driving Controls ECCI COS 4000 81,250 For Ihe seripus sim driver
Gamepad Interact Hammerhead FX 840 DualShock-like controller

Total" $8,114

based on actual evaluations amd testing, Prices listed are average low quotes from Web price search
enfines fike www.computershopper.com or www.pricewatch.com. - Lists comailed by Dave Salvator and Loy Case.

The Fine Prinl: All recommendations

@

CO-ROM/DVD
Pioneer 6x 8CSI OVD

Pioneer OVD-TI4

Action Gamepad
lnteraot Hammerhead FX
Grovis Gamepad USB

Hard Drive
Quantum Atlas 11
Maxtor Diamondmax G800+

Flight Joystick
CH F18 Combatstick USB
Logitech Wingman Exireme

I Lean Machine

Component Manufacturer
Motherboard Gigabyte T1X

CPU Athlon 750 wi/cooling fan
Memory 128MB PC100 SDRAM

Digk Controller

Built-in UDMA/33

Hilator Pro

Primary Braphics

Crealive Labs A

Floppy Drive

Teac

Hard Drive Maxtor Diamondmax GBOO phis 10
CO-ROM/DVD Pioneer DVD-114

Manitor Optiguest 035

Primary Audio Aureal 502500 B
Speakers Roston Acoustics BA-G356

Modem Actiontec PCI Call-Waiting Moderm
Case Elan Vital T10-AB

Power Supply Antec 300W

Keyboard Microsoft Internet Keyboard
Mouse/ Pointing Device Logitech USB Whee! Mouse
Joystick Logitech Wingman Extreme Digitz
Gamepad Gravis Gamepad USB

m JUNE 2000 » :gw,g:mupn_',l:om * COMPUTER GAMING WORLD



Want a full-bore gaming beast without having to build
it? We've got you covered. These two systems tested
very well, and will put you into the fray without your
ever having to charge up the electric screwdriver.

Power Rig

Mienware's Athlan-based Area 51 Aurora system impressed us last month with its very

solid performance, hiccup-free stability, and oh yeah — it's all-black, too. With an BS0MHz
Athlon CPU, 256MB of PC133 SDRAM, a 32MB DOR SDRAM GeForce-
Irased 3D card, a 3468 hard drive, and Klipseh's mighty PraMedia V.2-
400 4.1 speaker set, this system is ready to rumble.

KILLER RIGS WYY

Alienware's Area 51 = $3.847 as configured = (B00) 494-3362 = www.alienware.com

lean Machine

I..I-Irme entrant into our Ulimate Gaming Machine roundup

Price
$150
$400
$150
80
42680
$20
5130
$105
$350
§49
$70
$10
ME]
849
9
§30
839
$30

Hypersonic Silver Bullet

ifJflI"lH' GPU, 128MB of SDRAN

L. ass II'I our
llet can |JE nutinled with an Athlon
orce 30 card with 32MB of DOR

SORAM, a 27GB hard drive, and a

= §2,495 as configured = (600) 520-0438 = www.hypersonic-pe.com

WHAT ABOUT 1GHZ CPUs?

o sooner did AMD announce
Ntha availability of 1GHz

chips than Intel followed
suit with its own. Despite all the
hoopla, have you tried buying one
of these processors? You can get
a 1GHz Pentium Il all right, so
long as it comes in a box with the

The Skinny

§ PCI slols, stable Alhlon board
Enter the challenger, AMD

128MB, squeezed in

It's in there

32-hits, transform and lighting, DOR
Still golta have il

Fast and ches

Slot-drive VD

Solid 19" monilor at a budget price
A30 and clean audio for under a C-note
You can't find hetter, cheaper

Solid performance, good price

Back to the old-familiar

Drunk with povier

Cheap, nice add-on buttons

Better than the “gaming” mouse
_Cheap, decent 3D stick

Solid, basic gamepad

Total

2,021

Dell logo on it. Similarly, you can
get a 1GHz Athlon with the
Compaq or Bateway logo.
Curiously, the CPU speed gains
matter less and less — the clock-
rate difference between 900MHz
and 1GHz is small in terms of real
CPU gains. As we've saen in the
Falcon Northwest Mach V review
in this issue, a killer graphics
card makes up for a slight differ-
ence in CPU speed.

Both Intel and AMD are guilty in
this CPU brinkmanship race,
though Intsl is somewhat more
disingenuous. You can at least
buy an 800MHz Athlon with a hit
of searching. 800MHz Pentium Ilis
are much, much tighter, though
I've stumbled across a few
offered with serious markups. In
fact, all Pentium 1iI's ahove
700MHz are hard to find. At least
RODRAM supplies are easing,
though not the price.

So the Killer Rigs this month
have 750 and B00MHz CPUs
respectively — hut are built with
an eye towards faster parts later.
—Loyd Case

COMPUTER GAMING WORLD » cew.gamespot.com « JUNE 2000

KILLER RIGS GO
ATHLON

any of you have asked why we
M haven't recommended Athlon-

based systems in our Killer Rigs.
Our reluctance wasn't based on Athlon's
performance. Clock for clock, AMD can
go 15 rounds with Intel and still stand
tall. Dur problem with AMD arose fraom
stability issues with Athlon-compatible
motherboards. But motherboard makers
MSI and Gigabyte have finally worked the
kinks out of their boards. The systems
we've tested have been so stable that
they finally compelled us to switch our
Lean Machine over to Athlon. We opted
for Gigabyte's 71X, though the MSI 6167
we saw in last month’s Alienware box
also ran like a champ. Both of these
hoards are based on AMD's 751 Irongate
chipset. Motherboards using Via's new
KX133 chipset were available at press
time, but we didn't have time to really
shake them down to see if we should
recommend them. Intel’s 820 chipset
does have some extra “headroom” that
most of us won't really need, but make no
mistake: Athlon-hased systems can stay
the course and keep your games scream-
ing. —Dave Salvator

133
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FALGON NORTHWEST MAGH V

Price: 85,593 « Manufacturer: Falcan Northwest = Contact: www.falcon-nw.com

Kitchen-Sink System Packs a Serious Gaming Wallop

hile the big boys (Dell, Compag, Gateway, et al.) are

getting preferential treatment from AMD and Intel,
companies that sell dedicated gaming systems have to
make do with slower CPUs. After putting the latest Falcon
Northwest Mach V through its paces, I'm not sure I'd miss a
1GHz CPU.

Falcon Northwest outfitted
the system with the biggest,
baddest hardware it could
find. The centerpiece is their
Falcon Northwest/Hercules
Prophet DDR SE card. This
time, Guillemot (who supplies the card) is confident they
can make enough cards to satisfy the needs of Falcon's
customers, but both companies are playing it safe: You can
only get the SE with a new, high-end system. The Hercules
SE card ships with a core clock rate of 152MHz and a
memory clock of 173MHz (346MHz effective, since it's
using DDR memory). Most GeForce cards are clocked at
120MHz core clock speed, with the memory clocked at
150MHz (300MH:z effectively). So what does over-clocking
GeForce by 27 percent buy you?

Put simply, perfformance is exceptional. The GameGauge

Let's Do the Numbers
Dell XPS800

30 GameBauge Score
RE*VOLT
_(1600:800:32, 24-bit textures, tripie-buflered)
EXPENDABLE
{ uff

(16x0s

30 WinBench 2000
{1024x788:32)

Falcon NW Athlon 800

2.5 score is a stellar 65.5. Hell, even QUAKE Il posted a
66.3 fps score in 32-bil color at 1024x768. Clearly, the era
of 32-bit color is upon us. More importantly, the system was
very stable through testing, even with the current draw from
the supercharged GeForce card and the 10,000RPM SCSI
drive.

Athlon systems have achieved a level of
stability equal to that of Intel-based systems.

Breaking down the scores a bit, it's not surprising that fill-
rate-intensive games benefit from the faster graphics card.
For example, RE"VOLT's frame rate barely shifted going
from 16-bit to 32-bit color. On the other hand, games that
were more CPU-intensive = like USAF and PANZER ELITE
- posted scores roughly even with the Dell XPS800 we
tested a couple of months ago, probably due to the much
slower 300MHz L2 cache on the Athlon 800. Even so, this
system is seriously fast.

More importantly, the stability of Falcon Northwest's new
Athlon-based rig (and the same stability seen in Alienware's
850MHz Athlon box last month)
demonstrates that Athlon systems
have achieved a level of maturity
equal to that of the best Intel-
based systems.

While this system is designed
with no compromise, Falcon will
also build to order. If you really
wanl it but the price lag puls you
off, just replace SCSI with EIDE
storage, drop the hardware DVD
decoder, and you'll have it for less
than $4,000. There won't be any
perceplible game-performance dif-
ference. —Loyd Case

65.47
70.36
40.74

ARG AGASS

Faster than a Ferrari,
and more reliable.

You could build three
Lean Machines at
this price.

What S5600 Gets You

m 900MHz Athlon CPU

m 256MB of SDRAM

m Viewsonic PF790
UltraFlat 19" monitor

m Quantum Atlas
10,000RPM 36GB hard
drive

® Toshiba IDE DVD drive

m Hewlett-Packard SCSI
CD-RW

u Klipsch Promedia
speakers

u Hollywood+ DVD
decoder

u Creative Labs Sound
Blaster Live

m 10/100 Ethernet card

m Zip drive

4
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BOSTON
AGOUSTIGS
BA4800 SPEAKERS

Requirements: Dual-output jacks from a sound
card = Price: $200
Manufaclurer: Boston Acoustics
Contact: www.bostonacoustics.com

here's a “listening fatigue” that occurs
Twhen audio isn't clean — such as when

listening to music through PC speakers -
and your ears don't want to take it anymore.
But | could listen to the BA4800s all day long.

The BA4800's are a four-speaker rig
designed for 3D-positional audio. There are
four compact satellites and a powered bass
unit. All the connections are conveniently
color-coded. The
rear speakers
mount on short ‘ﬁ? ﬁ ﬁ 'iﬁ' ‘I‘J-i
tripods, and are
a little capsize-prone. Controls consist of vol-
ume, subwoofer level, and surround level.
There's no headphone jack.

Music sounded clean, and | got volume lev-
els in excess of 103db, at which point the
speakers strained but didn't break up.
Compared with Klipsch's ProMedia V.400s,
the BA4800s don't develop as much volume
but sound better on music; for games it's a
coin-toss, and there is the $50 price differ-
ence. Game audio and DVD-movie playback
were stunning. If you have $200 to spend on
speakers, get the BA4800s. You won't regret
it. =Loyd Case

HARDWARE

Saten Qhia

Requiremants: USB port, Windows 98, DirectX

7.0a * Price; $50 (street)
Manufacturer: Saitek Industries
Contact: www.saitekusa.com

f 1 had heard about this without seeing it
I firsl, | probably would have groaned, “Oh

great, another first-person-shooter con-
troller the world doesn't need.” But when |
saw Ihis device at last year's ES, it looked
encouraging. Rather than some convoluted
“six-degrees-of-freedom” controller you want
to hurl through the window, Saitek basically
built an improved “keyboard” and attached a
decent mouse o il.

The GM2 gives your left hand a convex
controller with six buttons and a programma-
ble view-hat, and

a sprung thumb
i for gtmling. ARASADAS |
The unit's wheel-
mouse is good but not great, though its pro-
grammable thumb-driven view-hal can come in
handy. But if you don't like Saitek's attached
mouse, you can use the GM-2's left-hand
control with your own mouse.

| found that the GM2's thumb dial wasn't
really responsive enough for fast-paced shoot-
ers. But the GM2 really stands out in tactical
sims like ROGUE SPEAR. Here — using the
downloaded config — the thumb dial let me
peek around corners, and quickly jump back if
there was trouble, Having easy-to-reach keys
to direct team members was also a big plus.
-Dave Salvator

Ml 3Com Internet
Gaming Modem
Product photos by

Hayden Houser/DIGITAL GLARITY

JCOM INTERNET
GAMING MIODEM

Requirements: Free PCI slot
Price: $100 (street)

Manufaciurer: 3Com Corporation
Contact: www.3com.com

latency in online games is due to

modems, 3Com sel out to build a better
gaming modem, A noble endeavor, a needed
endeavor, but unfortunately, a failed endeavor.
In fact, in our tests, the Internet Gaming
Modem (IGM) actually produced higher laten-
cy when trying to reach game servers.

The IGM installs painlessly enough, and has

a little system

tray utility where

you can enable 7',:( ﬁ' LB 8
or disable

“Gaming Mode." Gaming Mode disabled
makes for better Web surfing, whereas
enabled supposedly makes for better online
game performance.

We compared the IGM with 3Com’s
Sportster 56K fax/modem using Windows'
PING utility, which measures the time for data
to get from one machine to another and back
again, We looked at ping times to three
UNREAL TOURNAMENT servers, and here, the
IGM was 10 percent slower with Gaming
Mode enabled and 24 percent slower with it
disabled. Save your pennies and gel DSL or a
cable modem instead. —Dave Salvator

Lag is a drag. Knowing that much of the

COMPUTER GAMING WORLD * cgu.gamespot.com = JUNE 2000 m
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136

hen Thomas Hobbes
coined the phrase
“‘nasty, brutish, and

short,” he was talking about
the life of a Warrior in multi-
player NOX. Everyone else is
slinging colorful magic with real-
time lighting effects, while the
Warrior scrounges in the shadows
for arms, bangs on the “war cry”
button, and tries to remember
where he saw that healing
potion. More deadly Lo the
Warrior than any Mechanical
Golem is lag, which will have him
swinging a sword in mid-air
where his target was standing
several milliseconds ago, or
charging at full speed into the
nearest wall. I believe it was Sun
Tzu who said, "The way of the
Warrior is back to the character
selection screen, where he can
choose a Conjurer or Wizard
instead." Once you've heeded
this bit of ancient wisdom, you
too can perform these Stupid
Spellcaster Tricks.

If you get used to the “R” key, you won’t have to worry
about scrolling through sets. For instance, “RRA” always
fires off the first position on the second spell set; “RWA”
is always the first position on the last spell set; and so on.
Think of each spell as a word.

Always have Blink accessible as a panic button. | have it
in the first position on all my spell sets so that whenever | |
hit “A)” ’'m whisked away to safety. Well, whisked away, at

any rate.

There’s nothing quite so satisfying as playing a Wizard
on the Inferno map: cast Run or Confuse on your
enemies and watch them immolate themselves. Bring
marshmallows.

CHARMED, TO SAY THE LEAST

Ichabod is about to get a rude '
surprise from his Golem,

. %
* lchabod

R
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One of the first things a Wizard should do
on any level is set his teleport markers
near mana stations and a choice staff. The
markers stick around even after a Wizard
respawns, so he can use cheap
Teleportation spells to run a pattern
through the level.

If you're a Conjurer, choose your friends
wisely. On open maps, hang out with mul-
tiple small, fast units that use ranged
attacks: Urchins, Mechanical Flyers, and
Imps. On corridor maps, call up the tradi-

tional slow bruisers, and sling inexpensive |

Slow and Stun spelis to help them catch
their prey.

A Vampirism spell on a summoned crea-
ture goes a long way towards giving it
extra longevity. It also lets you save heal-
ing spells for more important creatures,
like yourself.

MANA Y MANA

While Warriors scurry about frantically, all the cool spelicast-
ers hang out at mana stations — the' NoxX-world equivalent of
water coolers.

@ Conjurers shouldn’t forget to use their Charm spell in multiplayer games.
Not only is this is the easiest counter to big expensive golems, but it's a
gratifying way to hoist another Conjurer on his own petard.

RUN
SPOOKY,
RUN

Right about now, Spooky is
wishing he had chosena
spellcaster,

@ There’s no EPA in NOX. Cast
Protection from Poison on your-
self and spit out Toxic Clouds
with impunity. Wizards can do
this with Protection from Fire
and Burn.

® As a Wizard, carry one of your
traps around with you. When
someone Kills you and loots your
possessions, you'll have the last
laugh.

. ® Play at 1024x768 resolution. This

i lets you see farther than players

! running at lower resolutions, so
you’ll often be able to attack
someone who doesn’t even know
you're there. This is great for snip-
ing with precision spells, like
Death Ray and Fist of Vengeance.
It's also a great way to get
640x480 weenies to accuse you of
cheating.

FPOMDUTED CAMINE WAORIN ¢ row nameennt rom = JUNE 2000 m
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CGW TIPS

Cheats, Hacks, & Hints

ULTIMA IK: ASCENSION

ince reagents
don't stack in
UA as they did in
previous ULTIMAS,
here is how to get
through the game
with only one set
of reagents (one
of each kind):
When binding a
spell, you'll be
prompted for a
spell name while
lighting the can-
dles. While this
prompl is active,
you can still grab items with the cursor,
Grab the reagents from the binding circle,
stash them back into your belt, then enter
the name of the spell. Voila, a spell is
bound without consuming reagents,

Some other Easter Eggs:

At the end of the islands over
the far northwest corner of the
map (past Yew), there is a pool
with a smiley face in it.

lust south of the moongate in
Yew is a rabbit-shaped rock with
a circle of carrots in it

Starting in Earth, open and
close the freezer eight or nine
times for a surprise.

Rumor has it that players can
assassinate Lord British himself.
At the start of the game, use the
rat poison in the bread machine
to create a poisonous loaf of
bread. You can take this loaf from
Earth to Britannia. When you get
to Lord British's castle, go to the
kitchen and replace the normal
loaf of bread with the poisonous
loaf. Eventually, Lord British will
come in and eat the poisonous
bread and die. Warning: This will
make the game unwinnable.

~Shawn Overcash

Congratulations to our winner, who used
virtual assassination as a hook. Shawn's
zany BozoBin prizes include copies of
BEATDOWN and MORTYR, and & nifty
1602 A.D. mouse-pad with built-in
compass! Enjoy!

Shoot To Kill With the Deathdot
Want to score more hits in ACES
HIGH? Get rid of that huge, target-
hiding gunsight!
Using the Windows Start menu,
open Paint, utilizing
Programs/Accessories/Paint. With
File/Open command, look in the
Aces High/Sights directory and then
open “default.bmp”, the standard AH
gunsight, DEATHDOT
Then, hit the View button and Zoom
to an 800% Custom size. The sight will have a purple back-
ground with a green “plus sign)” The purple is clear in the
game. Now, just erase the long green bars, leaving only the
square dot in the middle. Save this in the Sights folder as
“Deathdot.bmp"” so that you still have the original. To try your
new sight, rename the original sight (default.bmp) something else, and rename
“Deathdot.bmp” to “default.omp”.
While there are other custom gunsights at www.hitechcreations.com, none are
quite as effective as the Deathdot. -Ryan Nolan

UNREAL TOURNAMENT

The Weapons You're Not Using

ny fool can deathmatch with a just a Rocket Launcher. Most fools do.

So allow me, ladies and gentlemen, to introduce you to the Weapons
You're Not Using. The Shock Rifle combo (shoot the secondary-fire plasma
ball with the primary-fire beam) requires too much precision in the heat of
combal, but that big purple explosion is perfect for flushing campers and
snipers out of their hiding spots without having to expose yourself, Don't
forget that the Ripper’s secondary fire is like a junior rocket launcher — and
you won't slice your own head off with it. The Snot Gun (referred to as the
GES BioRifle in polite company) is probably the least-appreciated weapon.
In close quarters, run around with the plunger pulled all the way back (i.e.,
the right mouse button held down) poised to make a one-glop kill. And in
open areas, you'll find that most players don't have enough sense to avoid
sludge. “Oh, gosh,' they think, charging blindly through the showers of snot,
“boogers..I'm so scared..” After a few mucus frags, they'll learn to Respect
The Snot. =Tom Chick
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NHL 2000

ooking for a high-percentage shot? Try this: If your
Lforward is right-handed, have him bring the puck

down the left side (right side for southpaws) until
he's even with the goal, then skate hard towards the edge
of the goal. Once he's close, skate on a sharp angle away
from the goal and then shoot while still skating away. You
are, in effect, screening the goalie with the shooter's own
body. It's not a sure thing, but you'll score on at least half
the attempts if you can pull it off! ~Jeff Lackey

SID MEIER’S
ALPHA CENTAURI

he Morganites are a challenging faction in SID MEIER'S ALPHA

TCENT&URL Use the bonus energy to quickly buy units or
improvements, and then continue to “push” development by

hurrying production with extra credits. Don't allow a large fund to

accumulate unless you're expecting attack. If attacked, the
Morganites’ best defense is to bribe enemy units, as the inherent
support penalty - plus the additional constraints of likely social
choices (Democracy) - preclude a large military. SID MEIER’S ALIEN
CROSSFIRE adds a Secret Project that gives the Morganites some
extra help in this regard: The Planetary Energy Grid. Build this as

"t _-'l“ % Y o P . .I_I - Ly
MIG nllEv soon as possible.
Looking for a free, comprehensive guide to learning SID MEIER'S

o

ALPHA CENTAURI? Try apolyton.net/forums/Forum31/

n the Spring Offensive campai the
i ey paign ( HTML/000049.html. -Bruce Geryk

only dynamic campaign in the game),
you'll find that the AAA and MIG
opposition becomes very heavy, very
quickly, in the areas in which you are
concentrating your attacks. That's due to
the excellent enemy Al: It shifts its forces
to counter your air strikes. Therefore, you
should vary your target areas, hitting
inland-central targets one session, key MUTENTS T iatt
coastal-area targets the next. This will s e e noet
ENERGY 032 - puo AIRRETNREAREE R AR = 4032
ensure that a much higher percentage of i «
your squadrons return home to fight Lt et
ok ECONOMY 5% 16 s L]
another day! -Jeff Lackey Rty LADS S0% | ABLEAGY . O

PSYCH (1) 0 EHEIGY «
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add Impatience to the list. When [ get a new game, the

first thing I do—before even installing it—is look for
updates on the Web. [ want add-ons and patches hefore
even begin playing the original game, and it gets even worse
once I really begin to dig in and start finding flaws,

Inevitably, nothing is posted online yet hecause the game is
5o new, and [ begin
poking around in
the files that make
up the game to see
what I can modify.
You'd think an utter
lack of programming
skills would hinder
my progress; in fact,
I don't even use hex editors because | end up hosing things so
badly—but usually these sorts of hacks aren't required. More
programs than ever are shipping with .bmp and .pex graphics
files, and .wav sound files, all of which are easily editable.

Rowan's MIG ALLEY is an excellent case in peint. I launched
myself into the wild
blue yonder more times
than I'd care to discuss
the [irst three weeks I
had the game, and in
the process I became
very attached to my
nimble F-86. It wasn't
long before I was using
the included nose art
editor to customize my
mount, but a greater
concern than personal-
ization loomed on the
horizon. Although I've
learned the fundamen-
tals of energy manage-
ment in a dogfight,
still can't discipline
myself enough to use
any sort of fuel man-
agement. This leads to a lot of extended gliding and deadstick
landings, which aren't too terrible, except that the engine-out
wind noise in MIG ALLEY has all the charm of a dentist’s drill,

1 finally found the offensive .wav file and loaded it into
Windows' chuntzy Sound Editor. There [ reduced the volume
by half, then repeated the process before saving the file. The
difference is amazing—deadstick landings now sound more
like I'm in a plane of 1950's vintage and less like what one
would expect to hear while straddling an inbound meteorite.
That aggravation over, | immediately touched up the gunfire
and bomb sounds to add more punch.

Most of the games you have sitting around can be modified
in some way using just Paint and the other crappy tools that
come with Windows, and loading the files into a program like
Photoshop or Soundiorge can yield professional results with
very little effort. There's nothing as eerily cool as hearing your
own voice responding to game events or barking out orders,
even if said voice, like mine, has been likened by many to that
of a prepubescent teen gargling gravel.

Those of you keeping track of my self-admitted faults can

How You Can Change
the Sound of Your
Favorite Games

EBREVIGANMING
Tweaking the Sounds of Violence

. BRING THE NOISE

If you don't want to go through the
hassle yourself, at least consider
downlpading enhanced sound files
from the fan community.

I'll never forget how much | g
EUROPEAN AIR WAR was |l ety
transformed by iy

MeatWater's EAW
SoundPack. Gun noises
are loud enough to shake
your shingles (but still
extremely realistic), and
the engine noise is truly :
deafening. i R e i

With the proper sub- :
woofer, those bass rum-
blings emanating from the
P-47's big radial engine
will do much to eliminate
the pucker factor, if you
catch my drift, I ended up

thhake"r@email.cum

| Youfye woti the match!

Yonir next draws

B
'l
|
‘|

=
{

disabling the new engine noises
out of sheer concern for my
neighbors, although they still
must suffer every time my .50 caliber machine
guns chew up a target (individual sounds can
easily be toggled on or off to tailor the
SoundPack to your needs). Visit www.meatwa-
ter.de to see what else this ultra-talented sound
designer has cooked up.

Don't overlook text files or .ini files either, For
the longest time, the only way to make trees
appear in JANE'S WW2 FIGHTERS was to bump
up the CulturalDetail number in the .ini set-
tings. As far as I know, a similar tweak still
is the only way to turn on the "naughty lan-
guage” mode in that game (set the
MildLanguage switch to No). Most titles
these days can be profoundly changed with
a little creative adjustment of their .ini settings, and text
files are another gold mine for easy editing.

I took my first slab al modifying text files during a mild
addiction to Microprose's MAGIC: THE GATHERING
games, when I became sick of the lame taunts the com-
puter opponent
dished out. The
game turned much
more, ahem ... col-
orful, after I
gained control of
the Al's tongue.
Call me pathetic,
but at least I keep
myself occupied
while waiting for
the real fanatics to
release the good

add-ons. ({917




IEEERSIMULATIONS & SPAGE
Letters, We Get Letters...

ast month I somehow managed to get mentioned in CGW's letters section, so I
thought a column based on some of the sample emails I receive on a daily basis
would be a good idea. After all, it would be a real shame to deny you, the loyal
reader, the experience of personal joy I feel each and every day reading and respond-
ing to thousands of electronic correspondence. Ever since |
took this job as the sim columnist, my email volume has
A Peek Into skyrocketed! For example, here’s a typical email I often
A receive from you, the simulation and space enthusiast:
the Sim

“Greatings. Like most people, you are probably interested

GU)/ S in taking advantage of the wealth of opportunities avail-
; able on the Internet, Would you like to hear more about a
Maflbag way to create a stream of income from your home, using

your computer and leveraging the explosive growth of the
Internet?"—sender994
| truly appreciate the genuine interest in my financial well being, as expressed by
the concern of sender994 here. It's really touching, and brings a tear to my eye
every time | receive similar sentiments in a constant and steady manner from many
of my readers. But belieave me when I tell you | am fiscally sound. Remember, | do
write for CGW. In the future, don’t be too shy to ask me about flight sims, okay?

“Hello, my name is Holly. Come see me and my friends at our Adult Playground
for some wild and crazy adult fun. You must be of legal age to view this sita as it
is very sexually explicit.” —hollypop

Yes indeed - flight sims are not for children! Actually, there was no need for Holly
to state the obvious: It is true that pilots = virtual or otherwise - drive the women
crazy! I've tried to email Holly several times, but the email keeps bouncing back.
Holly, if you're reading this, can you check and see if something's wrong on your
end?

“Hey Gordon, love your column. I keep my CGW subscription alive all because of
you! What can I do to become a successful flight-sim magazine personality such
as yourself?"—Eager in Edmonton

Thanks for writing in, Eager! | completely understand your desire to be more like
me. First off, any true path towards an attainment of power similar to what | now
wield as the single greatest force in the simulation industry usually requires black-
mail, and lots of it. | can't tell you how many doors opened for me once | showed
CGW's Editor-In-Chief George Jones pictures of himself naked while “reading”
Martha Stewart's Living.

“Hi Gordon, love your column. I read your review this issue on FIGHTER ACE 2 (I
edited it, remember?). You couldn't even shoot down a plane in the Arcade
Arena?? What a loser. Now, why did I marry you?" —Your Wife

Look, sweetie, you're still overreacting about Holly. She probably needed help with
a force-feedback joystick or something! You can’t expect me to abandon my read-
ers, can you?

“Gordon, love the column, etc. Can you help me out with Jane's F/A-18? I was
hoping you could explain what it means on page 5-104 of the manual when it says
‘If there is no L&S target when TWS sub-mode is entered, the highest ranked MSI
trackfile is designated the L&S target.'"
—Technical in Tuscaloosa

Uh...

“Yo Gordon—if you're such a ‘sim’ guy,
why don't you ever write about driving
sims?" —Everyone over at rec.autos.simu-
lators

Oh look, I've reached the end of my word-
count limit, See you next monthl...umne

[CGWj

newsgroup about how nobody can
find a copy of MIG ALLEY on store
shelves. Flight Sim Of The Year by
every single major gaming publica-
tion and Web site, and it's nowhere
to be found? Chad's experience [
summed it up hest in the following |
Usenet post: “EB was temporarily out |
of stock. Best Buy didn’t have it. And
Software Etc. had never heard of it,
nor did they have it in their computer I
1
|
|
!

I keep reading in the flight sim

system. MIG ALLEY's problem isn’t
the fans or the market. It's the distri- |
bution. | went home that day with the
forty bucks still in my pocket.”

Sure, it can he bought online, but
that won't address the kind of
impulse purchases that can occur at
a major retail outlet. Hey Interplay,
find a way to get this sim ouf there.

e ——

{ When not engaged in aerial maneu-

vers, Gordon Berg works as a network

' administrator for a non-profit social
 services organization. ,
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Putting Minds Into Mindiess Entertainment

haracter... Narrative... Investment... Choice... Emotion.
C These are the five fundamentals of game design as voiced

by Ed Fries, General Manager of Microsoft's Game Group, at

this year's Gamestock. It's a great list, a list that encompass-
eg all the things that other entertainment media have employed to
enjoy success: The best films, music, and books inherently embrace
these concepts to reach and affect their audiences. It's only logical
that the best games would incorporate
these elements as well. But I think Fries
15 just a little off-target regarding emo-
tion. The best films, the classic books,
and the songs that endure transcend raw
emotion and live in the realm of expres-
sion—and this is what games should be
strving for if they're looking to truly grab
hold of the mainstream,

Expression is a diffi-
cult concept to pin
down, but let’s look at it this way: Expression
adds ideas to emotion to create something
greater and more lasting than simple feeling. It's
the difference between a standard gangster
movie and The Godfather, between Archie
Comics and The Watchmen. By reaching beyond
mere entertainment, art forms find an enduring
place in the public psyche.

Game designers—with music, art, and narrative
at their disposal, plus the added bonus of an
mvolved, interactive human participant—should
be able to achieve the same thing. And while it's
not too difficult to find examples of
expression in some RPGs and adven- = -, &
ture games (such as SANITARIUM,
with its disorienting, emotionally-

Our Strategy
Editor Wants
More Than

Cheap Thrills

‘aged to explore deeper themes like

raw gameworld, and the origial - griel and loss while pmhi_ing
SYSTEM SHOCK, with its meditation great entertainment. Games this

on humankind's complicated rela- intense stay with you fong after fhﬂ.’f
tionship with technology), it's a rarer :::msg:;;“ games need l” do the-

trait in strategy titles. But that may

the campalan; since 1to 1y eschew avallable Elemental
towns in favor of developing my forces at any other town.
But I'm more troubled by a gameplay dynamic that, while
not outright killing my enjoyment of the game, has dimin-
ished it significantly, and that's an almost formulaic victory
path, It seems as if-every scenario hinges on just one strat-
egy: Load up one hero with all your forces and take out the
strongest enemy hero early in the mission. Fail to do that,
and defeat and frustration are certain to follow,
ARMAGEDDON'S BLADE is still largely fun, but I miss the
more balanced and, in the end more chal[anging play
.optlorls uf the orlglnal &

games |Ik8 SANIT[BII.IM hiave man-

BY ROBERT COFFEY

be changing.

As impressive as the 3D environments
are in HOMEWORLD, it's the cold immensi- : SRR L%
ty of deep space and our insignificance in robert_coffey@zd.com
the presence of it that is that game's most lasting impression.
Hopefully, future strategy games will follow this lead, giving us
experiences where we feel the terror of war even as we command
our forces, or where our resource management has consequences
beyond what units we can build. Where are the WORLD IN THE
BALANCE-caliber games of 20007

Well, good news—we may already have the first great example of
deeper issues in strategy gaming, and judging from early sales fig-
ures, it looks like it's reaching more people—more non-gamers—
than other titles. It's THE SIMS, and it could be heralding the future.

Look beyond the elaborate Rorschach test that is THE SIMS, and
you'll see that it's virtually impossible to play it without comparing
the virtual lives of your gib-
bensh-talking digital
avatars to your own day-to-
day existence. It can be
enlightening, dispiriting, or
wryly ironic, but
inevitably—whether by
choice or happenstance,
somewhere between the
brutal brinksmanship of
bladder management and
the rocky uncertainty of
developing intimate rela-
tionships—there is some-
thing being said to the
gamer. And it's up to you
to listen.

Think of gaming as
another showcase, a digital
vaudeville for this new breed of entertainers. As the arena
evolves, it will be the artists of substance who will continue to
thrive, entertain, and reach us long after the plate-spinners and
dog acts of game design have passed {rom our memory, 27
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Will the K-Box
Kill PG Sports?

PC Sports Games = Men's Diving
Inside Games is more than a little concerned about the potential-
ly devastating effect Microsoft's newly announced X-Box might

have on PC sports gaming. Sports game fans are typically less . e Ed
hardcore about PC games than your average PC gamer, so they AT a8 anager o
might flock to a $350 Windows box with quality graphics, fewer [ : 8 050
crashes, and no start-up or installation : '.' " . oup, strong
time. Which would mean that millionsof | " encouraged a
Maybe. FFor  dollars would flow from PC sports games L . gmbers o
5 to X-Box sports games. And if we don't ’ - 050 po
nowvy;, let's see boxing or college sports because i . game division to
there aren't any dollars in them on the Ay g play MARIO GO
drown our PC platform, it's not hard to imagine the 4 "1 A 4“ 3 0 e Bo
- ; same thing happening to baseball or i fiftsstte olor. A )
worries In even baskethall. e f‘il i 050
“Most PC games won't be threatened 2 1! "= ‘ gaming 3NoW=ah-ic
baseball by X-Box,” one member of Microsoft's . 65 even clied the p
game group responded when asked \ eagoingameia.d
fever whether the X-Box could threaten PC % ry - ‘ : . '. ; i P "'

gaming, “But sports games [on the PC|
could have problems surviving."
Here's hoping that the ease of portability from Windows to X-
Box will mean that PC sports games will be spared the fate of no-
profit collegiate sports around the country.

Top of the First

With final versions of HIGH HEAT, MICROSOFT BASEBALL, and
TRIPLE PLAY 2001 on hand, baseball is on the collective mind of
CGW this month. And while 3DO's 1999 Sports Game Of The Year - -
follow-up is the consensus winner (see this month's review), it's LA B
interesting to break down the three titles’ drastically different
approaches to the game.

Electronic Arts, to their credit, Jmows exactly who they're aiming
for—gamers who want the SportsCenter highlight reel aspects of
the game, meaning "extreme baseball.” Microsoft's approach lies
at the opposite end of the spectrum, with a slower-moving style of
play that takes a magnifying glass to specific details of the game.
Its pitcher/batter interface—in which you place pitches (or swings
of the bat) in specific zones—is illustrative of this, but clashes con-
spicuously with the game's lack of features such as a player draft. -

The HIGH HEAT approach can best be summed up by Mark
Dickenson, 3DO Executive Director and baseball champion. “We
really think baseball games are not as much about ‘features’ as
capturing the essence of the sport in a way that people can under-
stand it. Everyone has a slightly different view of the game, and
we need to create something that allows each player to get what it
is they are looking for out of the experience.”

The real test, of course, is which game sells more copies.
Unfortunately for 3DO and Microsoft, EA Sports is a ferocious of the ‘newly construct-
opponent in this category. But with their marketing strength, &l Pac Bell Park to beat the Yankees
Microsoft can beat you, even if you have the better game. ‘in the World Series.

Microsoft's stat engine picked
ZET R s L =3 Seattle, Baltimore, Boston, and the
e L Yankees in the AL; while Atla

§ = | Mets, St. Louis, and San Frangi

£ s | . made itinthe NL, The Wor

———— e
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From the
“Thank God S
We Don’t Have ‘Q#’
to Review 2+

N64 Games”
Department

DAIKATANA is out...for the N64. | had completely

forgotten that there were going to be a few
ports of this game (Game Boy Color? Excuse
me?) until | saw the new EGM (May, with the Tony
Hawk cover). It ain't pretty; the first line of the lead
review is “The phrase ‘don’t believe the hype' has
never applied more to a video game” Other choice
phrases include “No options and no variety mean no
good score for this poop;” “A lot of the story seems
thrown together,” and “A terrible disappointment” Bad
puzzles, horrid Al, and underwhelming graphics (even
with the RAM Pak, they're way too choppy) were recur-
ring themes in the reviews. Most notably, the N64
version lacked the Al buddies that were
hyped up for the original release. Overall,
the average score is 3.8 out of 10, Ouch.
Could this be an omen? You’ll find
out, whenever the PC version gets
reviewed (could be next month,
} . could be next year...).

ound ina dazed fm‘or of fnght
o f-.sxlance to fnghten me '_

' blah, but My ears are relaxed and. hstemng 10 standard over- the top |
:Q‘tlllplav. Sound ciesign: is'50 :re‘cycled. and cliched, 1 swear, the snund /
. used in everytmng from
,'-:Even Qll!’ Game Of The Year

. Looking Glass (and their alumm, .
Irrational Games} seems to.be some
‘of the'only people who G
-rea]ize the intense power of sound
d 1gn ‘Dead sﬂenca cnup}ed with
ingering, semi-identifiable
‘soundsis: their forte. Only they
__ _-oould make a pack of, muukeyst or
* the mere sound of faof
. clanging against metal;.
 damn- Inghtemng Mayhe 1t*3 time -
. toclonethem = ; i
. Sounddesign dcasn t have to just :
G :.---.extend to liberal use of silence ror a peaking of UT, I can finally talk
" sense of dread and suspense. It S about the Bonus. The level design
includes everythmg from HALF-LIFF'S i is rock-solid, focusing more on
atlsfymg CIGSSIJDW._. thunl{l" (l've yet'to ik # gameplay-heavy levels, although there are still
: 1 some cool gimmicks like those in DM-Healpod]|.
The Relics add a lot to the game as well. [ particular-
ly like hoth Vengeance and Redemption. Alas for two
things: You have to use the console to bind a key to discard
Relics (I only note this because UT usually doesn't require
archaic console use), and the new models aren't guaranteed to
y ersions of Star s alongside pon- work. I had to manually edit my User.ini file and patch some
‘THXed versions, pecple said the TH _' ! : nite office
~ sound cmallw bemg the 0111? rence. L j g vl == machines to
' ‘to take a : o d  De able to use
the new mod-
els in multi-
player match-
es. Other than
those two
P 3P ; ! ol y s : annoyances,
; --_-'thing more akmto S’amg Priv yan thi | 1" ' : and the lack
As of now' 11: 3 pretry sad thg 3 j of Assault
g 3 i 3 maps, the UT
BONUS PACK
is worth the
download.

Let Slip the
Cows of War
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. Maken X
539,95

Bust A Move 4

Castlevania Resurrection
Dz

Ereo the Dolphin

ESPN Basoball Tonight
ESPN NBA 2 Night

Fur Fightars

Grand Theft Auto 2

Hall Lile

Hidden & Dangerous
Jeremy MeGrath Supercross 2000
Jet Set Radio

Messiah

Plasma Sword

Resident Evil Code Veronica
Seaman

Sena 6T

Shanmue

South Park Rally

Space Channel &

Spec Ops: Omeqa Squad
Star Trek New Worlds
SWAT 3D

Sword of the Berserk

Time Stalkers

Tom Clancy’s Rainbow Six
Tomb Raider: The Last Revelation
World Series Baseball 2K1

‘R

Anime

i =

Ayane’s High Kick

DragonBall £ - Doom (V.5)

DragonBall Z - Troubla!

Grave of the Fireflies 2049

Night Warriors: Darkstalkers’ Revenge {Vol. 1) 20.95

Pokemuon Fashion Victims 17.95

Pokeman | Choose Youl Pikachul Vol 1 17.95

Revolutionary Gil Uena, The Rose Collection 2 27.49
ge Fighter Gowcaizer 17.25

F3X 8895
DRE 7495
WIN 1285
PSX 1049
WIN 13899
MULTI 995
WIN 1285
MNed 1195
N6t 1085
WIN 1399
WIN 1385
WIN 1395
PSX 1185
PSX 1095
PSX 805
WIN 1295

Fur Fightars

Gunship 3

Messiah

Messiah

Mornal Kembat Mythologies
NoX

Perfect Dark

Perfect Dark

Star Trek: Klingon Academy
Star Wars: Force Commander
Team Fortress Il

The Misadventures of Tron Bonng
Unreal

Uthan Chaos

X-Com Alliance

Difer is limited to one per customer and expires June 30, 2000. All prices are subject to change withoul notice, Pre-orde
dates and prices. GameDealer.com accepts Visa, Mastarcard, American Express, Discove
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GAMEIIEARALER.COM

MORE GAMES FOR LESS

3
A B

Get 510 off our already low prices,”
or my name isn't Gary Coleman!

If you spend $100 or more,

we'll give you $20 off!

Just use VIP code CGJ2 in the shopping cart when placing your order.

“Avallable on orders of $30 or more.

yStation}?

{Ruldilies
(5t

= PlayStation|

EEPla

Baldur's Gate
$36.95

Alien Resurrection

Aoy Men Woarld War

Chase the Express

Columy Wars Red Sun
Countdown Vampires

Danger Girl

Darksto

Digimon World

Dragon Valor

Eagle One: Harrior Attack
Earthworm Jim 30

Evil Dead: Hail to the King
Front Mission 3

Galerians

Gauntlet Legends

Gekido

Jackie Chan Stunt Master
Jeremy MeGrath Supercross 2000
Jojo's Bizarre Vonture

Lunar 2: Eternal Blue

MediEvil 2

Messiah

Mike Tyson Boxing

Mortal Kombat Special Forces
Motocross Madness

Mr. Driller

MTV BMX Freestyle

MTV Skateboarding

MTV Snowhoarding 2
Nightmare Creatures 2

Panzer General Assaul
Paperboy

Polaris SnoCross 2000
Rampage Through Time
Rayman 2

Rollcage Stage (1

Romance of the Three Kingtdoms VI
Sammy Sosa High Heat Baseball 2001
Silent Hill Greatest Hits
Spider-Man

Star Trek Red Squad

Strent Fighter EX 2

superman

Tenchu 2 Birth of the Assassing
Test Drive Rally

The Legend of Dragoon

The Misadventures of Tron Bonne
Time Crisis: Project Titan w/ GunCon
Urban Chaos

Vamshing Point

Wild Arms 2

XMan Mutant Academy

VANUGLAKLY
i -

19.95
36.95
36.9%
21.95
3195
36.95
37.8%
39.95
3385
42.95
36.95
4295
36.95
36.95

Visit us on the weh or call

1-800-610-2614

of UGD Networ

and Flooz. ©2000 UGO Ne
Inc. All other marks are property of their resp

All-Star Basehall 2001
$40.95

A Winks
Aidyn Chronicles: The First Mage
AirBoardin® USA
Blues Brothers 2000

i s Palace
Carmageddaon 64

Bad Fur Day

Cyber Tiger
Fighter's Destiny ||
Hercules
International Track & Field 2000
Lion King 2
Looney Tunes Duck Dodgers
Looney Tunes Space Race
Looney Tunes Taz Express
Maortal Kombat Special Forces
Mightmare Creatures 2
Perfect Dark
PGA European Tour
Polaris SnoCross 2001
Rally Challenge 2000
Rat Atack!
Spider-Man
SwarCraft 64
Stunt Racer
Worms Armageddon
X-Men Mutant Academy

[k
5
3

treet Fighter Alpha
$24.95

1942

All Star Basehall 2000

Armada Secret Weapan
BanleTanx

Carmageddon

Jeromy MeGrath Supereross 2000

Metal Gear Solid

MIB 2

Monsier Rancher Banle Cards
Nascar 2000

Polaris SnoCross

Residont Evil

Spider-Man

Tom Clancy’s Ranbow Six
Tomb Raider

Triple Play 2001

WCW Mayhem

Wicked Surling

X-Men Mutant Academy

$26.95

Excitehike G4
$46.95

$21.95
26.85
26.95
26.95

leewind Dale
$42.95

Diable Il Collectar’s Edition
$58.95

534.95
47.95
27.95
16.95
3795
44,95
47485
47.95
4455
2185
2695
3885
42.85
16.95
25.95
42.95
41.85

B17 Flying Forress

Baldur's Gate 2: Shadow of Amn
Bust & Move 4

Dagger Whitewater Extreme
Daikatana

Dark Reign 2

Descent 4

Diabla 1l

Duke Nukem Forever

Dukes of Hazzard

Earthworm Jim 30

Everquest: The Ruins of Kunark
Evolva

Extreme Drag Racing

Froestyle XS Motocross

Giants

Ground Contral

Heavy Matal FAKK. 2

Hired Guns

Homeworld: Cataclysm

Hostile Waters

Impenum Galactica Il

Infinite Warld: Sequel 1o Mordor
Jeremy McGrath Supercross 2000
KAS2 - Team Alligator

KISS Psycho Circus

Legend of the Blade Masters
Majesty

MODK 2

Messiah

Metal Fatigue

Mike Tyson Boxing

Mission Impossible

NASCAR 2000

Noble Armada

Risk Il

Sclwann/GT Extreme Freestyle BMX
Shogun: Total War

Silent Humter 1l

Soldier of Fortune

Saulhringor

Star Trek Armada

Star Trek New Worlds

Star Trek Star Fleet Command 2
Star Trek Voyager: Elite Force
Star Trek: Klingon Academy

Star Wars: Force Commander
SWAT 3: Battle Plan

Team Fortress |l

Test Drive Cycles

The Sims

Thicf 2: The Metal Age

Triple Play 2001

Vampire: The Masguerade Redemption
Wall Street Tycoon

Werewoll the Apocalypse

Whao Wants to be a Millionaire
Who Wants to Beat Up a Millionaire 19.95
You Don't Know Jack 2001 3395
Yau Don't Know Jack Louder! Faster! Funnier! 27.95

3385
36.55
4495
36.95
44.95
18.95

s will ship when they are released. Check the product listings on our website for the most current release
ks, Inc. All rights reserved. GameDealer, UG and UnderGroundOnline are trademarks and service marks




'HALF LIFE: TEAM
FORTRESS 2: BROTH-
ERHOOD OF ARMS'
Battle as part ol a cohe-
sive squad of lellow war-
niors all bent on the samea
goal, whether it's storm-
ing a beach, demalishing
'a bridge or escorting a
IVIP 10 safety. Assume
(one of 12 roles, each with
|unique  strengths  and
weaknesses. Il you're
looking for a straight-up
fight, you'll choose
Marine or Commando,
Preler the shadows?
|You'll make a cunning
| Spy or Sniper. Focus the
raw force of your leam's
|talents through commu-
| nication and strategizing.

n

’*a

‘ORTRES

HT!E!IMB 0F A

TEAM!

Sierra (Action
Release: 10/0!
PG C

'HITMAN: CODENAME 47' casts
you as a hired assassin and chroni-
cles your progress through a series
ol conlracts, Includes some 27 ley-
els that cover five actual hils, as
well as the preparalions necessary
to make those hits - accumulating
equipment, information, and the
like. Most missions are comprised
of about B0% planning and 20%
action,

Elnus (Action

CHIPS&BITSINC.

P.0.BOX 234 DEPT 11263

2520 VT, RTE.100N ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

New Releases!

Thief 2: Metal Age PC $28.95
Majesty PC $38.95
Might & Magic 8 PC $39.95

i PC $32.95

| COMPUTER GAMES: ACTION

Tins Rivtagt  Pei

n| en Vs Predator

Deha Foree 2 11799

13 Mercenary 1"nm
04mo L
0300 $28.95
03700 3095
Halt Lite Adrénaling PK. 0100 53095
Hall Lite Oppsing Fre 11/99 52795
Hail Lite Team Fon2 L)

Hait Lite:Game of Year €4 07799

Halo 0500
Hrawy Gear 3 06400
Hiavy Matal OR/0

0400
0500

Hidlen & Dangaraus 2
Hitman: Codename 47

Martian Golhi 0500
Iessian 0300
b Wan 400

=R
1299

!Relaase 5{0[} ‘m

Star Trk Bingon A

| PC: SPORTS

HINT BOOKS

|| COMPUTER GAMES: ADVENTURE
Tini Riuease  Pricy Tine Rumst Pra  Tme Ao P
Star Tk Vypr Ete Fre OG0 3$39.85  Tth Guest 007 8895 04 5.‘:
Starlancer Q00 54285 BuirW ( £2795 L 0200 §
Starslege Tnbes 2 D200 $42.99 Dark Side Moon wiBook 0B09 839985  Lotus Spring 0200
Tac n,nn The Frings 0400 $36.85 DraculaThe Resurection 0300 £39.95  Muppet T 1551
Trief 2 Tha Meral Age $2055  Gabrel Knight 3 11799 528.85  Myst 2 wi 089
Thief Gold: Dark Peojet — 11/99 51795 Indy Jones Intral Mchna  11/89 539,95  Myst 2: Riven a7
‘HALD'  is a 3rd person Foctuma 1o
action/shooter Irom the creators of § Drvking; Nomag-Seut, 11799
Outcast LR

Myth. You are one fighter of an
army in a battle betwean humans &
aliens, each with thair own weapon

tanks, hovercraft, aircralt, & more.

Bunpie (Action)

Release: 5/00
PC CD '$42.95)

types. Vehicles include jeeps. [

Prince of Porsia 3D
Quean: The Eye

0999
0100 5

Quust for Glory & 1288
Quest for Karma 03/00
Hiana Rouye 01/98
Riceile Master Lit 10/25
Hidele of the Sphiny 4T
Salecracker bz

Seooty-Dod:Myst Fun P
SoulBringer

Star Trek: Vulean Fury

e OVD

e
0smo
0100
namd
0683

1 ntd Hil 12198 02/00

Oriando 0500 5 0200

ewels Dracle 2 I IE] ok 11794
Journgyman Priet Trtgy 0599 &

an Projs 3

APBA Baseball §

0899 $42 09

Backyard Baseball 1089 51999 = Dppsing Fre 1299

Backyard Football 10/89 §3459 n 055 11199

Backyard Soccer 1099 i 12189

Baseball Mogul 2000 107348 52:\ “J 1 8hock 2 0ama §17.93
Big Bame Huntar DIUE 51099  Tomb Raider 4 12/89 $12.09
Big Game Hunter 2 Add OnDGrEs 51495 Pharagh 12/99 517.9%
Cabéla Big Gme Hntr 3 12799 $1495  Anachronox 0200 S17.99
Chly's By Gm Halr Pack 0300 § Asheron's Call 0S5 0200 $17.99
Championship Mge 3 0300 $3995  Crusadars Might Magee  00/00 51799
Daer Hunter 3 Gold 0300 $1995  Dous Ex 0300 $17.99
Expert Pool 03mo $3595  Diablo 2 0SG NSMm0 51799
F1 2000 namo $a7.95 EverQuest 056G 04/99 S1649
Fuotball Mogul 03/99 $18.95  EverQuestRulns Kunark  04/00 $17.99
Formuta 1 ‘99 0209 $2495  Nox 300 517,90
Harly: Road 10 Sturgis 0400 5 Planescape Tormen! OSG 03/00 517.99
Hagh Heat Baseball 2001 0300 %3595 B-17 Fiying Fortress 2 03000 $17.98
J Welirath Spreess 2000 0300 $39.95 Della Force 2 05G 1299 51199
Links Fxtrema 0549 £2409 eehiWarior 3 Exp. Pak 02000 S17.99
Links LS 2000 10Mm3 $3885  Machwarrior 3 062 §1699
Links LS 2000 10-Crs Pk 0200 $1895 Age of Empires 2 11459 $17.49
Links LS 98 USOpen Pohest07/90 818 85 3 Shadow Death03/00817.59
NBA Baskeiball 2001 08/00 $42.99 1089 §12489

whip 2001 07/00 §42.980 03100 $17.99

cng 99 0300 52295
rB- Bowling 2 200 $19.95
Ti Yoods PGA Tour CHnD9/99 528 95

{1
0

‘BANJD-TOOIE' Join
Banjo & Kazooig as they
travel through 9 3D
worlds, full ol magic,
power ups & enemies. The
worlds cover about 150
areas & 9 bosses, which
the pair can explore
logether or separately.
Mini-games are featured in
overy level and players can
conlrol the spell-casting
Mumbo Jumbo. Up to 4
players can play.

0300 $3895
105

Nintendo (lA[IuanlureJ
Release: %’g

'DIGIMON WORLD'  You I
play a young boy who is a i
whiz at raising Digimon.
Each Digimon has unigque
| powers & abilities that will
help you gain advantages in
| battle. Explore huge 30
worlds, interact with hin-
dreds of characters, as you
& your creatures battle to
Beculne number 1 in

52895
S40.99
$3499
$3595
9 $1745
o3ar
03700

544,95

Battbecrisls 0600

Castrol Honda Shike 2000 09/99 $24.95
Caln MeRae Ralty a0 528.95
Comanche 4 0400 $36.95
Cutse You! Reg Bargn 1299 5995
Deep Fighter B0 544,99
Destroyer Command 0p00 §42.95
Dirt Track Racing 1299 $19.85

FiA 18 HometKorea Bodl 0B/B8 52695
FAA-1BE Super Homet 0300 53895
F16 7 MG 29 Bundbe W0He 5245

F-22 Retl Sea Ops

F-22 ADF/ Red Sea Bl
F-22 Lightninp 3
Falcon 4.0 wilindar
FLY! i

1096 $1295
5995
51895
518.95
52895
§1503
]

51895

[13fie]

1883

10 5348
10793 536.95
w0Ee $14.59
040 §39.95
i 0786 $3.95
L s G ik 1208 §24.05
1 Tank {Iiluu 13 3 0400 £42.09
KechWarrior 3 0G/89 $18.85
KechWarrior 3 Exp Pk 12/99 §522.85
WMechWarrior 4 TIAD 544.95
Mig Aley 1288 53495
Mabil 1 Rally Champ 03100 $26.95
MS GFS Battie M 089 572895
WS Combat Flight 8im  11/08 &20.090
S Flight Sim 2000 1088 $38.95
WS Flight Sim 2000 PE 10788 $59.95

MSCombatWingsOver China1/00528.85
0300 $36.95
18 §32.85

Nastal

0300
0300
0400 33953
e Hard Tritegy 2 02md 3
Orfver 2 0400 $3999
Dhuke Nukem F‘JI"“ Bahas05/00 53890
ECW DED0 §38.99
Ehrgen 2 0600 530.60
Evil Dead Ashes2Ashes 060 $38.90
Extreme Hockey 0300 538.99
FIFA Soceer 2001 07/0g $39.95
% 100 $49499

D300 $36.99
0300 $30995
2 £3545
$144.09
$56.95
§42.99
39.95

0410
G500
0500

B SONY PLAYSTATIDN

Kingdnms 6

s‘.r, ntier 2 f
Sam Shmettown Warrinr)
¥ 0300
0500 542
Syphon F 0300
Teemo Deceplion 3 L]
0500 $

Tost Drive Le Mans 0300 $39.99
Triple Play 2001 03/00 $39.95
Vanguard Bandits 0300 54499
WWF Srackdowin 03700 $30.95
World 15 Not Enough 0800 339,99
X Men 30 Mutant Acad 0600 539.99

| NINTENDO 64

AllS1ar Baseball 2001 0300 54995
Banjo Tools 0&/00 §59.99
Dankey K 12/80 $5005
0200 $40.95
0500 54899
0500 $49.93
U200 $45895

03/00 $58.95
0300 $49.95

COMPUTER GAMES: SIMULATION

Starsiege 0398 11795 $191
Su»l auatu 0400 i 528
1 1 0300 $17°

C 0200 817

Super Bike 2000 0299 17
Test Drive & 12799 W1 Fighte 11788 527
Test Dirve 3: O Anad X-Wing Alliane 0399 $24
A X-Wing Collectors Srs 0698 529

'SILEN Tocreates the
battles  between  Hitler's  U-boat
loree & Allied convoys. Mulliplayer
mode for hot aclion & cooperalive
play aver the Internet or LAN,
Multiple difficulty levels & enhanced
dynamic campaign complete a very
detalled & realistic environment.

Mindscapa Simulallnn}

Relaase.
COMP UTEH GAMES

Controllers

|
=
=
=]
E
=
=
ﬂ'l

CH Gamepad LS8
Gull Faree Feod Back
amot FF Reg Whi
jamul FF Yoke WPed  02005169.85
amot Jet Ldr USB  02/89 53405
Mlemot HaceLdrFF WhI 12/995129.95
Intaract FX FF Reng Whi 0699 53695
Intret Hmmehd FX Fre Pl 0300 544 95
Ltech WM Form Fro Whi - 01955139 95
Ltech WM Gaminp Mouse 0599 53245

01700 $89C
Montegn 2 Dazia 0799 $99 ¢
Video Cards
30 Propher DDA 03700 §289 2
A0tx Voodood 3000 AGP 0490 5148 €
30t Voodood 35300 0379951895
Jdle Veodeo 4 4500 AGP 030051796
Jdfx Vandon 4 4500 PG 03005179 C
Jdix Voodoo 5 5000 AGP 03,00 $229.5
ddix Veodao b 6000 AGP 03700 $553 €

1099 579495
0200511995

Ltech WingMan Atack ~ 11/89 83890 ATI Altin Wondor 32 02/00 $269.€
Ltech Wingh ExtrmelDi 3011789 53485 ATI RAGE Fury MAXX 03700 $289.€
M5 SideWinder Standarg 0699 32995 ¢ Fury Pro 030051488
MS SideWinde StratCmmdr 10700 559,95 128 AGPIZMBNI005249 S
MG SideWndr Dual Stk 12099 55295 30 Anpinitator

2700 5279.C

Razer Boomslang 2000 0200 59095  CovaDRIsRIVA TNT Uiralfmn $189 6
Saitek P2000 Tilt Pad 02/00 $44.95  Dumad Vipes |1 32MB

Saitek PC Dash 0488 $40.95  Dmnd Vpr V770 Ul AGP 06/90 5144
Saitek USB Hub 12/89 53495  Maxgr Gamer 3D Prophet 12/80 5230 ¢
Saitek X-36T System 12798 569.95  Mawi G n!- » 119851488
Space Orh 360 109 53995 Vo D500 5249 1

DREﬂMCAST

Granid Thatt Auto 2

Crazy Taxi Makem X
Dezd or Alive 2 Sword
Draconus

Dreamcast Controllér

Dreamean




Hot Deals!

Master of Orion 2 PC 9.95
Spaceward Hol4 PC §$ 4.95
Unreal Tournament PC $29.95
Gabriel Knight 3 PC $29.95

www.chipshbits.com
or call 1-800-699-4263

COMPUTER GAMES: STRATEGY

(] Revgese  Pre Time Hoorasr  Prict
302 AD D200 528.9% Commandas 2 0600 $34.99
330 RR/RLEr Baron DaEh 51999 Conguer the World 1097 51295
pit of Emplies 1097 52495  Crusadars Mgm&Magie 1289 $36.95
e af Emipl r 53985 Cunhroats nang 26495
3e o1 Empire 1Ed 0499 £3245  Dark Aeign 2 0600 £3585
pe of Empes Rise Ama 11/98 $24.95 ign WiMission Pk 0200 $12.95
pe of Wi 1199 £29.85 of War 0300 52493
r Mogul 04700 318.85 12/99 53995
pha Cen Planetar Pk 0300 3 0900 $3995
# 7] 10:99 $2995
Dogs of War 0700 53395
Dune 2000 ovas $1495
fungeon Keapar 2 0699 $37.95
Earth 2140 1007 §12.85
£2885 Eanth 2150 05/00 53895
1785 i ; 0398 51995
on Bliz 11.-59 £25.05 0599 528.495
atitecrser 3000 AD V2 1208 $14.85  Foe ?' 08/89 52485
alecruser J020 AD 0700 $42.99  Force Commandar 0300 53845

hero in one of 9 races & take him &
his armies through campaigns,
.4'& quests & multiplayer games. As

| you win, your hero chooses a spe-
| cialy class that will stcengthen his
| attributes,

7] ‘'WARLORDS BATTLEGRY' Croale

Source Code 11263

Timu Rrerase  Prct T finiase Pacs
Inviclus 0200 53495  Starship Diplomacy D600 34299
Jdag Alle 2:Unish Busness 0500 $29.90  Stellar Fronlie 03/00 $38.95
Kingetom Under Fire 09/00 33605  Sudden Sinke 0400 §34.95
Legend of the Five Rings 0500 $42.00  TAKingdams-lion Plague 0300 $19.95
F(.j:rlL & Mayhem 05799 52855  Tanklics 12199 $17495
’ f 53895 TheSims 0200 533495

ul Ongn 2 5895  Total Annhitn Kingdoms ~ 06/99 $23.95
HCammander 2 $4899  Tetal Annlhilztion 1087 5595
(999 $2695  Total Annihilation 2 1200 §33.95

500 $37 05 TE'1'n"|I|I Cr Crgey 0</98 519.95

0300 $44.95 0§18

01/99 §2595 n Bt Tetes § 517.95

yih: Total Codex 1189 §17.95 000 53499
HNubls Armada 0400 53995  Taar 03100 $4295
Pharcaly 11799 §3295 Ut Stat Series 200, $17 95
Raileoad Tycoon 2 G 0999 $3295  Umimate Sei-fi Seees 0300 $17.95
Reach lar Stars D00 $37.95  Unimate Sim Seties 300 $17.95
Figk 2 0300 53285  Uprising 2 12188 §19.99
Foller Coaster Tycoon 0388 52495 Wages ol War Wb 1186 685
Roller Gatr Tey Exp Pk 10808 $17.85  Wall § Tratir 26 01/00 $28.95

1098 52985  War al Sea Call DE/98 $12.95

04400 539.89  Warcraft 2 12195 $18.95
Selt IW/ Mission 2 1068 §3295 WaiCrant f‘ Hattiz.net E0 - 1099 $18.95
Soltfers 2 Gold 0497 51999 DamO $44.95
5 s 3 Mission 2 10099 52285 Waeratt Bame Chest 196 S‘F 95
Settlers 3 Uttimate Coll 0500 53995 Warceah Ore/Humns 5945
e wiND 1 1089 52295 $19.99

£2489

11100

"nu_u m

11788

Seven Kingms Ane Aty A Warhmme 30K Chs Gate $19.95
Seven Kingroms 1287 $3599  Warhmme 20K Ries War 07/89 $37.95
Seven Kingooms 2 1089 81885 Warlvds 3 059 3895
SSG (SIrala Shadow Comparny 1099 $18.95  Warlords 4 0200 542.95
Ralaasa 5’an Stushuw Watch 04/00 83895  Warlords Batllecry 0500 34295
@ 03/00 $39.88 Walids 3Dk LidRsp  0B/83 $37.%9
. 0300 51795 Warwnd 2 11797 51299
attles of Destiny 11/82 $385  Frontier Land 0500 $42.99  Sim nr.mu 3000 0199 53095  Warzone 2100 0499 1495
& C Red Al 1196 51495  Ground Control 0500 %4285 Simbske DaYs 51495 Wooden Ship lion Mn s $20.99
&C 2 Tiber Sun Pllmn 0889 551,95 Hero MM Millenium Ed 1299 $3885  Soversign 0000 54299 World of Comhat 2000 0098 §24.95
BL 2: Tiberian Sun 0889 53795 Hero MM3 Armpgdan Blade 1049 $24.95  Spacewant Hol 4 1eE 5495 Wl of Swrd Steel 01/88 18,85
& Gold Bunile 1188 $1795  Heroes M&M 2 Goln 1298 $1899  Star Trek DS 9 Dominion 02900 $4295  Waiicrall Pro 0200 $39.99
&C Gold W5 0297 $14.99  Heroes MM3 Shattow Death03/00838.95  Star Trek SFC Mewtral 03000 83995 Werms 2 01/93 $18.95
0300 $25985 HeroesofMAMA 0389 £27.85  Star Trk Arnvada 0300 $38085  Worms Amageddon $26.95
1098 51795 I" !J? §2885  Star Trk Ga 0558 52795 X Beyond the Frontier 0 52395
0Ba9 §2485 7209 3tar Tric W D0 53595 X-Com Apocalypse $8.95
0500 $30.95 0G0 $20.95  Star Trk Startl 0899 53895  X-Com e-midil $19.99
n Cail to Powr D499 524595  Impenial Conquest 0300 $4295  Starcran 0498 52495 mi Teer frm Deep 8445
s Bynd Cah Duty 04/9% 51985  Imparialism 2 0499 $1895  Stucralt Brood Wars 12/98 51795 $35.08
was Llo 93 57 ts m Galastica 2 0300 $3895  Swarcraft Bol Chest 128 52095 game Si400
COMPUTER GAMES RDLEPLAYING BUMPUTER GAMES WAR
07/00 83385 0800 $38.85  Battle of Britain fighting Steel 0B/ $26 98
11/88 544085 um Nights 0500 §4295  Baegrnd Bull Aun 995  Geoat Baties Caesat 03Mg &1458
D500 52389 Mo 0200 53895  Battleground: Cell 1 01799 518495  Great Battls Aleadr 06/A7 51495
Swrd Cs105/99 518.95  Odium 1199 52085  Banlaground: Coll 2 01/ $1795  Great Battls Srios CF 10/38 $19.85
npte 142 0709 51195 Planescape Torment 1299 $3995  Hattigind 8 Chickmgua 0143 $17.95  Greal Coal War Biils OG0 $19.88
akfur Gate wiEP 1 1199 53295  Shadawrun: Assassin 06ON $42.95  Campaign 1776 0300 53385 Horse amd Mushel 0200 $42.85
tur's Gats 12/98 $2495  Shamseed Light wiBook  06/99 $2890  Close Combal 4 1189 33295  Last Balbes 45 0600 S44.88
bur's Gate 2 0800 4295  Star Trek ConQuasl 0500 82895  Close Combat Trilogy 09/99 52485  Op At War Ebte Ed 059 51795
latfe 06:00 $4295  LUitima 9 Ascensien 12/99 830085  Code Name Eagle 0300 $38.95  Up At Wr 2 Elite Ed 0100 53895
jark Stone 0894 £2805  Uitima Onfine: 2nd Age 1198 $1885  EastFront 2 499 52495 Op A Wr EP 2 Cish Egis 0100 $39.95
emisa Rise Ku'Tan 0300 %4285 pice: The Masquerade 0200 53995  East Frent Camp 0348 $14.95  Oper adrt of War: Cen War04/00 $37.95
0300 33385 Werewoll Apocalypse  04/00 53885 Ewrope in Flames 0400 §38.95  Facd 06/00 $39.99
BIET 308 : ‘DIABLO II; INFERND® As 0ne of 5 ek 4101083495
0500 $1250 character types. you'll journey 1088 624 53
03799 53495 across distant fands, fight naw vil- 0200 $38.83
0400 $3495 lains, discover new treasures & 40800 53?.9?
1186 51895 uncover ancient mysteries. Four, 9
patry V2 I S1803 fully populated towns & wildernass i
mal Fantasy Vill mae 539.85 areas, Multiple dungeons, caverns ik lo Moscow L.‘-i ‘..N
argotien erns‘a\rr,-.ﬂ, 3 0amh $1295 & crypts to explore. Expanded | Panthers 4 . 000
argotti Rims A 08199 51285 world filled with new quests, | U WGl vald 02100
argttn Rl Sl 089 52495 weapons, spells, armor, monslers Grimea 04798
00d & Evil uf-'ou $42.95 & non-player characlers, yum  04/98
il Dale &a@ﬂ &1‘5 95 Multiplayer support. War in Ilu East: Leningrad04/88
g of Dragan Pass 0200 537.50 Blizzard Rulsp'ayl War In the East. Rostoy  04/98
egemd of Blade Masters 0800 S38.85 el ease Eﬂ?ﬂ War In the East Kiev D4
AEM Millenivm 10/99 334,95 Wesl Front 8I0 Pek 1 07/99

0300 $42.85

‘West Frant: Ciite Edin

Aight & Magic 8

10/

spend the specified amount on any in-stack software and choose one
ree 1BM game from the corresponding list. Request must be made ol
ime of order. Otter good on in-stock soltware only, while supplies lasl.
Jdmil 2 per cuslomer, Valid through April 4, 2000,

SPEND $60 British Open Golf CD, CyberJudas CD, Woll CD

SPEND $100 Apache Gold CD, Colonization CD, Imperialism CD, Red Baron/A10
SPEND 5200 Emperor Fading Suns CD, Falcon Gold CD, Flight Commander 2 CO,
Jagged Alliance Deadly Games CD

Al for details,

3, MG & Discover accepted. Ghecks held 4 weeks, Money Orders under S200 same as cash. GOD S8, Price
, offer not guaranteed & are subject 1o change al any time. Hardware may require added S&H. Within 10 days defective
ur discretion. Atter 10 days the manufacturer's warrantee applies. All sales final. S&H calculated on a per omer per srnpmuul 1nﬁ per item ha5|s
he “per order” charge is charged once per order placed, the “per item’” charge g0
5 charged once for each item ordered and the ‘per shipment” charge is

harged once for each shipment we make 1o you, For each US order 51000 |
vill be allocated to a 12 issue subscription to Computer Games Strategy Plus.

el alatulity, slupping times

repaired or replaced at

32 U'J;
$1.00
s

‘et Dtdet
Per Shipimen
ot e

s200
Sa.00
$1.00

$12.00
5200

$2.00
5200

1.25 5200
50.75 5600

‘STAR TREK: HEW
i| WORLDS® Play as the
@ Federation, Klingons or
e [l Romulans in the year
B 2292. Each race offers a
naw style of gameplay,
race behaviors and a

A view of the games story
il arc from 3 differant per-
spectives, Features a
variety of single player
& and up to 6 multi-player
mission objeclives. You
have complete control
over the 30 world and ils
inhabitants.

— Ty
New wonLDS

Interplay (SIraiugﬂ
| Release: 9/00
|PC CD

| ‘METAL FATIGUE' Real-time strate-
|y that foliows the story of 3 broth-
! ers on opposile sides of a war over
the riches of a long dead alien civi-
lization. Set in a 3D world with mul-
tiple camera angles, reconfigurable
yall Combots; 3-Level Play, & a pre-
build phase that gives you enough
8 lime 1o establish your base before
being attacked. Manage unils &
resources across 3 levels of play
simultanzously.

Psygnosis [Slralagv&

mE'T'F-'IL.a

Release: 6/0
537.95 BN

Coming Soon!

Warcraft 3

PC $44.95
Duke Nukem Forever PC $£39.95
Max Payne PC 5$44.95
Baldur’s Gate 2 PC $42.95

T —————
' ROLEPLAYING || BOARD GAMES
ADSD Players Handbook 0295 $2899  Acquire 065 $7
7th Sea Players Guade 07799 $25.93  Anlines 1 or2ea 0a98 $3
Aberrant 1189 $20099  Auis & Allies 11794

@i World 0399 §2593  Auis & Allies Europe

0300

0996 Bamieground WW2

wian Chronicles
Maregl Super Heroes
Pendragon @th td

fitts ; Paths of Glory WW|
Rohotech 04/85 $11.99  Risk 0386 !3? 9:'
Shadowrun 3nd Edition 1088 $28.99  Samwral Swords 04/87 S46.99
StarWars Revised 01/87 £27.00  Seltlers of Catan TWeE $3299
Travedler 0BG $2299  Stratego Legends 0L00 52698
Teinily 03/88 S26.80  Victory 0689 53899
'.f.nrn;l re 3rd Edition 10798 S27.99  War Galley 0599 §49.99
f95 52499  \We the People 12794 53699

'CAMPAIGN 1776: THE AMERICAN
REVOLUTION' is a tacticaliopera-
tional level game covering the
major baltles of the American
Revolution from the first clashes al
Concord & Lexington to the Siega
of Yorktown. The game cambines a
A detailed tactical game engine with a
'| higher level campaign game so the
player can fight individual bantles, a
campaign covering several battles,

or the entire Revolutionary War.
Interplay {'I.'.l‘arg

@ Release: 3/0
: PCCD

‘ICEWIND DALE' A singla. or multi-
player, RPG set in the Forgotten
Realms. The game focuses more on
classic dungeon adventuring than
on an overland quest Features
ADED second edition rules, morg
than ten new, major, areas as well
as several smaller locations to
explore, and over 50 dungeon lev-
gls. Explore ice-filled mountain
passes, geothermal cave systems,
haunted Elven ruins, & more.

Interplay Rnlaplayi Ig&

SO00 CHIPs & BITS INC

$42 a5 uase S
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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, ZDNet's Reviews Channel

has something for you. Because ZDNet is where technology takes you.”
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GREENSPEAK

hy do companies make bad games? This is a
w question that constantly perplexes me and keeps

me up late at night, like a bad case of gas. I spend
half my time at this job looking at games that I can't helieve
ever macle it out the door. Call me naive, but I just don't get
how it happens. T don't get why, somewhere along the line,
there isn't a conversation like this one:

Game Exec #1: I don't know what the hell we were think-
ing here. I'd rather eat my own vomit than play our game.

Game Exec #2: No kidding. I'd rather eat your vomit than
play our game too. We suck.

Game Exec #1: Let's cancel this piece of junk and apolo-
gize in public for even trying to make this game.

Game Exec #2: Yeah, then let's fold the company. It's
wrong to take people's money for crap like ours.

[ know there are lots of factors involved. I know that mak-
ing games is hard work. But some companies manage to do
it very well, over and over again—so it can't be impossible.
Look at Bungie, or Bioware, or Bullfrog. Or, for the hest
example by far, look at Blizzard Entertainment,

Now, I don't mean to deify Blizzard here, because that
wouldn't be professional, and I'm still waiting for their last
bribe check to clear anyway. But when your last three
games are WARCRAFT II, DIABLO, and STARCRAFT—three
undisputed classics—you are clearly doing something right.
And based on what I saw of DIABLO II for this month's
cover slory, it looks like they're going to do it again.

It got me thinking, as I drove home from Blizzard late that
night, that if I were to start a game company, the first thing
I would do is make up bracelets for every
employee, engraved with the letters "WWBD?"
What Would Blizzard Do? And this would be just
part of my answer:

Hire Gamers: You need talented peaple to make
games. You also need people who understand
that what they're making is a game. The best
people for this are gamers themselves. Everyone
on the team should have a clear idea of what
they're trying to make, and why. If there's one
person who doesn't get it, or doesn't helieve in
it, or thinks the game is lame, then you have a
problem. Everyone on the team needs to be the game's
biggest fans, and harshest critics.

Avoid Big Egos: After 11 hours at Blizzard North, I still had
no idea who did what on DIABLO II. That's because every-
one was talking about every aspect of the game, and no one
took any credit for anything. Art guys were talking code.
Programmers were talking art. No one individual tried to
hog the credit. With all due respect to Sid Meier, I don't
think a game should ever have anyone's name preceding
the title unless that person wrote all the code, designed all
the levels, rendered all the animations, and wrole the story

izzard Do?

Want to Make a Great Game? Follow the Lessons of the Masters

and dialogue. Games, like movies, are group efforts. Give
everybody a voice, and you can't help but have a better
game. Give one guy too much power, and you end up with
DOMINION.

Do Not Make Technology the Focus of Your Game: Every time I
hear a programmer or designer drone on about how cool
their game is because of the way they made raindrops fall,
or the way shadows are rendered, T want to stick their head
in a vise, twist it a couple notches, and then shout into their
ear the following: No one cares. DIABLO Il is a 2D game in
640x480 resolution—and if it isn't at least nominated for
Game Of The Year by every major publication and Web site,
I'll do Scooter's laundry for a month. In the end, it's all about
gameplay. Period. The only people who care about your
raindrops are other programmers, and your mom, The rest
of us just want a good game.

Play Other Companies’ Games: No matter how cool you think
your game 1s, someone else is now cooking up a game, or
has shipped one already, that's cooler than yours. You need
to see everything, play everything, and keep an open mind.
Remember TIBERIAN SUN? It seemed like Westwood had
not played one RTS the whole time they worked on it.
DIABLO IT'S delays are not heing caused by laziness, or
incompelence, It's the exact opposite. Blizzard North has
been obsessively tweaking the gameplay. Why? Because
they play games. Because they see what's good, and they
want their game to be even better. Competition: It's a
good thing.

D Every time | hear a designer drone on
ahout how cool their game is because of
the way they made raindrops fall...l want
to stick their head in a vise and then
shout in their ear: No one cares. 93]

Forget About Christmas: If you ship a game early, sacrificing
quality, just to make Christmas, then you are, well, how can
I put this delicately? You are a moron. Yes, [ know, lots of
people buy games in December. But lots of people buy
games all year, too. The original DIABLO didn't make
Christmas back in 1996. And guess what? It's still on the
bestseller list, three years later. People are always in the
market for a great game. You want to indulge in short-term
greed over lang-term cuality and reputation? See you in the
bargain bin.

Jeff wants every DIABLO 2 beta tester to send their best
bone armor to jeff_green@zd.com.
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Cutting Edge Technology

= ntel” Pentium® Ill Processor at GOOEB MHz
= 128MB RDRAM = 20GB" Ultra ATA Hard Drive
= 17" (16.0" vis, .24 - .25AG) P780
FD Trinitron® Monitor
= 32MB NVIDIA geFORCE 4X AGP Graphics Card
= 48X Max CD-ROM Drive
u Turtle Beach Montego® Il A3D™ 320V Sound Card
® Altec Lansing™ ACS-340" Speakers with Subwoofer
® V.90 56K Capable® PCI Telephony Modem
far Windows*
® MS* Works Suite 2000 » MS® Windows® 98, SE
® 3-Yr Limited Warranty’ ® 1-Yr At-Home Service'

$ I 699 @ EeVALUE CODE: 89812.500516s

DELL RECOMMENDED UPGRADE:
® Premier 3-Yr At-Home Service,’ add $98

—-W;H H
T

Any computer company can offer you service and support.
Al Dell,” we're offering you a living, breathing, certified
technician who will actually come ta your house {and into
yvour kitchen if need be). If you have a problem with your
system, give us a call 24x7 for a tech to troubleshoot
with you over the phone. If hardware support is needed,
a technician can be sent to your home. It's called Next-
Business-Day At-Home Service' and it's available with every
Dell Dimension™ desktop. Of course, chances are you'll
never need someone to drop by. But if you ever do, just put
on a fresh pot of coffee. Delldme™ 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.

DAL ME,

pentium=ff/  contactustoday | 888.617.9683 | www.dell4me.com

DELLODC




bringing great

values home.

Dell4me™ is all about helping you get the most out of your PC. Here
are some of the latesl services and resources designed for business.
pleasure, and education that we're putting behind our pledge:

1GHz INTEL® PENTIUM® 1ll PROCESSORS. Far pure processing
power on our Dell” Dimension " desktops. Supplies are limited,
don't get left in the dust — www.delldme.com/1GHz

DELL MOVIE STUDIO. The magic of the movies made easy.

Capture, create, and share movies usin
1394 Card with MGl VideoWave” Il

Software, Dell edition. Available on select Inspiron™ and
Dimension systems — www.delldme.com/moviestudio

NEXT-BUSINESS-DAY SERVICE! Availa

Dell Home System. If you have a problem, call 24x7 for a

tech to troubleshoot with you aver the
support is needed after phone-based t
technician can be sent to your home,

PAYMENT OPTIONS. Each of our customers has different

g the factory installed
Digital Editing

ble with every

phone. If hardware
roubleshooting, a

needs. So when you're ready to buy, Delldme offers several
payment options designed to fit your specific budget.

DELL" NOTEBOOKS:

DELL™ INSPIRON™ 3800

Design and Affordability

® |ntel’ Celeron™ Processor at 460MHz

® 12.1" SVGA Active Matrix Display

= 32MB SDRAM = 4,8GB’ Ultra ATA Hard Drive

= Modular 24X Max CD-ROM

u 2X AGP 8MB ATI RAGE Mobility “-M1 3D Video

® 3D Positional Sound with Wavetable

® 53WHr Lithium lon Battery with
ExpressCharge ™ Technology

= MS5* Warks Suite 2000

= MS® Windows* 98, SE

= 1-¥r Limited Warranty'

u 1-¥r Next-Business-Day On-site Service'

A low 08 541UMa., for 88 Mos

DELL™ INSPIRON™ 5000

Performance and Mobility

8 [ntel” Pentium® I Processor at 500MH:

B 141" XGA Active Matnix Display

® 32MB SDRAM = 6.0GB" Ultra ATA Hard Drive
= Maclular 32X Max CD-ROM

u 2% AGP 4MB ATI RAGE Mobility"-P 3D Video
8 3D Positional Sound with Wavetable

& 52WHr Lithium lon Battery

® Internal 56K Capable’ V.90 Fax Modem

® MS® Works Suite 2000

® MS* Windows® 98, SE

® 3-Yr Limited Warranty

B 3-¥r Next-Business-Day On-site Service'

A low as S55/Mao, Tor 48 Mo,

$1499

EeVALLE CODE; 89813-800514

DELL™ INSPIRON™ 5000

Performance and Mobility

8 [ntel” Pentium” Il Processor at B00MHz
Featuring Intel” SpeedStep™ Technology

8 15" Super XGA+ TFT Display

= GAMB SDRAM = 6.0GB" Ultra ATA Hard Drive

= Modular 32X Max CD-ROM

= 2X AGP 8MB ATI RAGE Mobility™-P 3D Video

® 3D Positional Sound with Wavetable

® 52WHr Lithium lon Battery

® |nternal 56K Capable® V.90 Fax Modem

& MS" Works Suite 2000 ® MS* Windows® 98, SE

® 3-Yr Limited Warranty

® 3.Yr Next-Business-Day On-site Service*

$1999

EeVALUE CODE: 89813-800618¢

$2479 o:




DELL” DESKTOPS:
DELL™ DIMENSION™ 1500cx

Affordable Desktop Solution

® |ntel” Celeron™ Processor at 500MHz

® 32MB SDRAM

® 4.3GB" Ultra ATA Hard Drive

® 15" (13.8" vis) ES50 Monitor

® Intel’ 3D AGP Graphics

= 40X Max CD-ROM Drive

= SoundBlaster 64V PCI Sound Card

u PC Speakers

® .90 56K Capable' PCl DataFax Modem
for Windows”

® MS*® Works Suite 2000

® MS* Windows® 98, SE

& 3-Yr Limited Warranty’ ® 1-¥r At-Home Service’

$799

As low as $22/Mo.. for 48 Mos!
EeVALLE CODE: 89813-500507

DELL™ DIMENSION™ xps m00r

High Performance, Great Value

8 |ntel® Pentium” Il Processor at 700MHz

= 128MB SDRAM

® 20GB’ Ultra ATA Hard Drive

= 17" (16.0" vis, .28dp) E770 Manitor

= 16MB ATI RAGE 128 Pro

= 48X Max CD-ROM Drive

= Turtle Beach Montego® Il A3D™ 320V Sound Card

= harman/kardon Speakers

= /.90 56K Capable' PCI Telephony Modem for
Windows®

& MS" Works Suite 2000

& MS" Windows" 98, SE

® 3-Yr Limited Warranty’ ® 1-Yr At-Home Service'

DELL" DIMENSION™ Lgo0s

Affordable Desktop Solution

® |ntel” Pentium” lll Processar at GOOEB MHz

® GAMB SDRAM

® 4.3GB Ultra ATA Hard Drive

= 15" (13.8" vis) ES50 Monitor

= [ntel” 30 AGP Graphics

= 40X Max CD-ROM Drive

= SoundBlaster 64 PCI Sound Card

® PC Speakers

® \/.90 56K Capable® PCI DataFax Modem
for Windows®

® MS" Works Suite 2000

® MS® Windows' 98, SE

899 e As low a5 $26/Mo., lor 48 Mos!
EeyaLliE CODE: 89813-500508

DELL™ DIMENSION"™ xps 8866y

Cutting Edge Technology

® |ntel’ Pentium” Il Processor at 866MHz

= 128MB RDRAM ® 30GB" Ultra ATA HD

= 19" (16.0" vis, .26dp) M990 Manitor

= 32MB NVIDIA geFORCE 4X AGP Graphics Card

» NEW 12X Max DVD-ROM Drive

= 5B Livel Value Digital

= Harman Kardon HK-595 Surround Sound
Speakers with Subwoofer

= \/.90 56K Capable’ PCI Telephony Modem for
Windows”

® MS" Works Suite 2000

& MS™ Windows' 98, SE

® 3.Yr Limited Warranty' ® 1-Yr Al-Home Service'

As_!uw as 57 1Mo, for 48 Mos,

|399 D A5 low as SFMo, lor 18 Mo
EeVALLIE CODE: 88813.500814m

DELL" UPGRADES:

Printers:

® HP' Officedet” T65, add 5459

® HP® DeskJet® 970Cse, add S399

® HP* DeskJet® 852C, add 5298

® HP* DaskJet’ §32C, add 5199

® Epson Stylus Color 860, add 5199
® Epson Stylus Color 740, add 5149
Scanners:

® HP" ScanJet® 6300Cse, add 5399
= Epson Perfection 610U, add $149

Power Protection:

8 APC Back-UPS Office 500, add $99
Software:

® Family Fun 5-Game Pack, Featuring

$2599

EaVALUE CODE: 89813-500526

Service Upgrades:

® Dell” Dimension * Pramier 3-Yr At-Home
Service, add 599

® Dell” Inspiron” 3800 Motebook
3-Yr Next-Business-Day On-site Service,
add §149

Payment Solutions:

® Dall” Platinum Visa Card

= Dall " 48 Month Purchase Plan”

= Dell” E-Check
{automatic checking withdrawal)

Internel Service:

= |.¥Yr Dellnet” Internet Access” with 20MB
of Online Access Backup,” add $99

Roller Coaster Tycoon,"" add $99

® 3-Yr Limited Warranty” ® 1-Yr At-Home Service’
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a dell pc.
an intel pentium 1l
processor.

an $899 price tag.

[ will the advantages of buying direct never ceose?]

DELL™ DIMENSION"™ Lsoor

Great Computer. Great Processor. Great Price.

® |ntel® Pentium® Ill Processor at 6G00EB MHz

® G4MB SDRAM = 4.3GB" Ultra ATA Hard Drive

= 15" (13.8" vis) E550 Monitor

= |ntel® 3D AGP Graphics

1 40X Max CD-ROM Drive

= SoundBlaster 64V PCI Sound Card

® PC Speakers

® V.90 58K Capable* PCI DalaFax Modem for Windows®
® MS* Works Suite 2000

® MS® Windows® 98, SE

® 3-¥r Limited Warranty’ ® 1-Yr At-Home Service'

$ 899 @ LeVALUE CODE: 89811-500508

DELL RECOMMENDED UPGRADES:
® 10GB* Ultra ATA Hard Drive, add 570
® 17" (16.0" vis, .28dp) E770 Monitor, add 570

Presenting a very affordable, very
powerful Dell™Dimension™L600r Desktop PC.

The idea is simple, cut out the middleman, give people a
better deal. The proof is astonishing, a Dell™ Dimension™
loaded with an Intel” Pentium® Ill processor for just $899.
This speedy processor gives your family the power to run
all kinds of software, video, music, and games. Plus, this
Dimension comes with 64MB of memory, speakers, modem,
and a monitor. Getting this Dell PC, with this Intel Pentium 111
processor at this amazing price is like reaching into your
pocket for a tissue and pulling out a twenty. A great deal on a
Dell computer with an Intel Pentium Il processor is just one
more way Delldme™ is helping you get the most out of your
PC. Dell's award-winning service and support is another. And
you can only get it by buying direct from Dell.

DéLLdmescom

pentiume///

contact us today | 888.617.9683 | www.dell4me.com
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