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Experience sitrength in numbers firsthand

with unparalieled iecam-based gaming in awesomea panoramic enuircnments.

TRIBES 2 offers iruly dynamic ieam play, allowing you o change your role,

armorn uehicle, weapons and suen your tlactics in real time. So go ahead,

choose a side. Just remember, you'll die without a litile help from your friends.
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"Conquest is easy. Control is not.’

— James T. Kirk, stardate unknown
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Your prlvate llttle war is over.

It's 3 bo'tmdless galaxy where- players from across the globe struggle for contr
one sector at a time. A continuous online matchlng A reﬂects the curre
state of the campalgn as 8 races battle for dominance. Choose your Speci
choose your ships, and choose your-. friends wisely!

« A vast single player campaign with 75 n]issions‘to explore.

« Starships come to life with real-time damage texturing and dynamic lighting from weapons,
explosions and stars.

« 8 Empires are yours to command or oppose with over 1,000 controllable ships including new
fighters, escorts, patrol ships, carriers and returning favorites like the Federation Heavy Cruise:

« 2 new races with horrifying new weapons: The Mirak Star League and their devastating missil:
technology and the mysterious forces of the Interstellar Concordium.
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If you liked the taste ;f Carnivores™and Carnivores”2-
try taking a bite out of this!

Another time, another planet, another type of killer.
Reach for your weapons, or run for your life, as you begin your
adventure on a chilling journey in an lce Age world,
Take on prehistoric creatures of mammoth proportion. Get ready,
‘cause here they come, saber-tooth tigers, wild boars and more!
Are you up for the hunt?

e TEEN (13+)
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Strategy Spectacular

Looking for help beating your favorite games? Who isn't? You can count
on your friendly neighborhood game gurus at CGW to help you out with
the latest tips, tricks, and strategies to get you over the hump.

Freedom Force

By day, we may be mild-mannered game editors. By night, we dream
of living in a world where wearing a cape and tights in\a dark alley
won't get us arrested. We think we've found the answer to our
superdreams. :

Hall of Fame

In an ephemeral medium, it's impor-
tant to recognize the classics and give them
a forum in which to be remembered. This
month, we induct two games and a leg-
endary programmer into the hallowed halls.

s Arrive

Tactical Sims by Raphael Liberatore .............. 124
TF2 a FPSRTS? WTF?
Strategy by Robert Coffey........ccccciniiciicennnn . 126

1 DEUS EX Storms Europe
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Sports by Tom Price . saisiananinwinana128
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i Games | Art | Culture

It's just a matter of time before games are

recognized as legitimate art. Of course,
that hasn't stopped some artists from already
recognizing the potential of game-style graphics.

Halfwits With Guns
Action by Thierry Nguyen ........cccceecinnnn. 129

Squadl’s Lahors Lost
Wargames hy Bruce Geryk.......occocovveveecnnenn. 132
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Games we're looking forward to playing in 2001; the first
UO Faire; Digital Anvil founder takes flight on a WING
COMMANDER and a prayer; EVERQUEST suicide hoax:
plus Pipeline, Reality Check, Top 40, and more.
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Quick looks at PLANETSIDE, SERIOUS SAM, STRONG-
HOLD, and ICEWIND DALE: HEART OF WINTER.

HARDWARE

Dave evangelizes Dolby 5.1 sound for games: Loyd looks at
Intel's new set of wireless peripherals; plus Tech Medics
and Killer Rigs.
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Sacrifice 98
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FIFA 2001 105
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Gamer's Edge will return next month.

21 George Jones

George's Top 10 games of all time.

23 Letters

Gamers go postal.
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Jeff is a cranky old fart. What else is new?
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Go medieval on your enemy's ass, battling and Unleash your might with over 100 viciously lethal
brutalizing in the most visually intense and shockingly hand-to-hand weapons as four distinct charactees,
cach trained in specific arcas of combat.

realistic combat scenes ever ereated for the PC,
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DARKNESS

SARINE AT FLAY
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Unilize an intuitive, in-depth fighting system as you Experience stunning animation, superh physics and
maim foes with over 100 moves and combos—even lighting effects, complex enemy AL, and intricate
attacking them with therr own severed [imbs. 3-D cavironments via a revolutionary 3-D engine.
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Dang'el' awaits, hardy traveler, | or invite companions to join you

in the turbulent lands of Arcanum! | online. And for those with discriminating

(2 Games, LLC.
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Prepare potion or pistol, for armament is | taste, we sport the most advanced
a must! Encounter more than 500 | role-playing system ever created
friends and fiends of the oddest sort on in this or any

dozens of quests and campaigns. | other reality.

Inc. The Trotka

Travel alone through this massive realm,

¥

Brigands beware! Eighty
spells in 18 Colleges are at
your disposal, while the
mechanically inclined can
construct wonders of the age
with 56 technological degrees
from eight disciplines.
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An epic story with multiple
paths ensures you'll never
play a single or multiplayer
game the same way twice.
Or create your very own
online campaigns with the
Arcanum World Editor.

Dozens of quests and a limit-
less character design let you
decide the destiny of your
character, be it elf; half-ogre
or other sundry races.

TING FINBING [ p————-
Visit www.esrh.org ' ‘. l/
or call -800-771-3772 cD IHHIHA i [ If Ii’ A wWww.arcanumi.com

for more info.
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Immerse yoursell in a completely realistic alien Crime and punishment, leisure and antertainment, Nine races in a society full of secondary characlel
universe that you design, customize and contral. plus a fully functional economy await you. each with unigue looks, personalities and abililies



"It's like Dungeon Keeper 2 on steroids in space, and with aliens--
...Best space station sim ever!" — PC Gamer

The time has come to rule abandoned space stations, attract masses of alien races, and unite.
Rebuild this once thriving world to the glorious days of old as you manage industrial decks,
entertainment decks, and bio-decks. A time to conquer, build and expand.
That time is now. For this is Startopia.
And into this age of darkness shall come light. __

P
BUILDING A BETTER FUTURE. startopiagame.com \'\C_
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The Ultimate List

s you read this, we're putting the
A finishing touches on one of CGIW's

grandest issues ever: our 200th issue,
which will showcase the last 20-plus years
of gaming history. In that spirit, I present to
you my list of the Top 10 games of all time.

10. ARCHON The intricacies of chess fused
with fast head-to-head action combat. It's a
wonder that, in this multiplayer day and age, no one has touched
such an unusual concept.

9. M.U.L.E. One of the quirkier, most entertaining strategy games
ever. In addition to teaching me what the terms economy of scale
and diminishing returns mean, M.U.L.E hooked me like very few
games do.

8. PIRATES An amazingly ingenious approach to game design for two
reasons, First, it was incredibly wide open—vyou could be good,
bad, or both. Two, you could create your own story as you played—
you accumulated land, a spouse, and all sorts of other honors.

7. TEAM FORTRESS 2 Playing “The Hunted" as the helpless target
changed my conception of what an action game could be like. In
some ways, this is one of the truest RPGs ever.

6. WING COMMANDER It seems obvious now, but at the time the
concept of imbuing a space action game with rich characters and
a storyline blew me away.

5. ULTIMA IV An RPG where you couldn't shoot monsters in the back
as they fled because it would affect your valor rating? Unthinkable!

4, SIMCITY Because it almost single-handedly ruined my life back in
1989.

3. HALF-LIFE Valve's epic shooter replaces DOOM not just because it
scared the crap out of me, but also because it had the best pacing
and variety in a game in a long, long time.

2. SEVEN CITIES OF GOLD Essays should be written about this
emotionally involving game, which brought up several historical
issues—not the least of which was how Europeans and Native
Americans interacted way back when.

1. CIVILIZATION Duh. Because it's CIV. Because it turned four non-
gamer friends of mine into gamers. Because every time you play it,
you get a totally new story, totally different results, and a totally
different experience.

Vote on your own favorite games at www.computergaming.com.
We'll be running the results next month. And don't worry—our 200th
issue won't be a series of Top 10 lists, While lists are soothing for
neurotic minds like mine, the rest of the staff would never allow it.
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LETTERS
Adventure Gamers Say Huzzah

Congratulations on being

the first of the prominent com-
puter gaming publications to
“re-enfranchise” all of us
adventure gamers who have
been putting up with all that *death
of the adventure game” shtick for the
past few years. Audrey Wells new
column (Inside Adventure, January
2001) was a breath of fresh air for
this avid gamer, who was first lured
into the wonderful world of computer
gaming by playing such outstanding
titles as QUEST FOR GLORY, STAR
TREK (20TH ANNIVERSARY and
JUDGEMENT RITES), GABRIEL
KNIGHT: SINS OF THE FATHERS,

RAMA, AZRAEL'S TEAR, and others.
Heck yeah, | love a solid RTS, RPG,
or FPS as much as the next gamer-
type individual, but my recent foray
into the world of SEPTERRA CORE
(an RPG with strong adventure
elements) has made me homesick
for good ol well-written adventure
fare. Power to ya, Audrey!
Rob Price
Dallas, Texas

I just wanted to thank you for
including coverage of adven-
ture games, | have been a sub-
scriber of your magazine for quite a
while now, and was on the brink of

canceling, since | was very tired of
peaple telling me that adventure
games were dead. No, they're not
dead, they're just being ignored. Just
because they don't have the “big"
companies behind them anymore,
does not mean they do not exist.
Trying to convert adventure games
into hybrids does not seem to work,
since action/adventure games make
no one happy, neither action nor
adventure gamers. But many of the
smaller companies seem content to
continue to produce pure adventure
games, and | think it's time they're
given the credit they are due.

Mary R.

GGW vs. The Canadians: Part XXIV

In the Letters section of your January issue, a Canadian
wrote in to offer some information on how to get games
cheaply here in Canada. | took offense to the editors’ reply:
“Thanks. All the moose who read our magazine will be thrilled.

I'm Canadian, and a female gamer at that (no resemblance to a
moose), and | read your magazine for tips and reviews on the latest
releases. After all, | want to read about what games are out there as
i's a pain to chip our way out of the igloo, don our toques, and get the
dog sled hooked up to get to the only gaming store within 2,000
miles, Puklease!

While we understand that you can write only about what you know,
and most of that isn't beyond your own borders, such stereolyping is
old and not funny anymore. Can | say that? Or do | need to fear that
all of you will pull out your own variety of guns, because every
American owns one?!!

Nicky R.
Canada

You're a female Canadian gamer and you don't resemble a

moose!?! There goes another one of our stereotypes! Could you send

a pic? Just kidding. We're sorry we keep picking on you Canadians,
because, really, we love you, eh? Now take off!

Inside Gaming: Missing Homehrew
Just went through my December issue of CGW and to my
surprise, one of my favorite features was missing:
Homebrew. Hopefully this was just a one-month skip? Homebrew
highlights one of the reasons that PC games are better than consoles.
The gaming community is responsible for such great add-ons, mods,
support, and so on, and that section helps people find these Internet
sites. This is a vote for continuing the column.
Mike
Actually, we're glad you brought this up, Mike. Yes, Homebrew is
definitely continuing, as are all the other columns. We keep adding
new ones, too, like this month's Tactical Simulations column by
Raphael Liberatore. The idea is to have a semi-rotating pool of
columns that embrace the entire computer gaming world from a
muliitude of angles. Different months will feature different columns,
but we'll always try to run as many as we can

Penny Arcade by Mike Krahulik and Jerry Holkins (www.penny-arcade.com)

" Now, we've
had to scale back
our plans for Freeloncer
somewhat « but what we've got
has a lot of us here at Digital Amvil
really excited. We had 1o lose
P the space combat, as well
as the space, and much
of the combat.

Gentlemen,
give you Freeloncer

becouse it's just
'\ woad! Wud’_’?nr

€ Mike Krahullk and Jerry Holking

each month.

Are NOLF Cut-scenes Too Long?
The remarks about the “painfully long”
cut-scenes in NOLF are a disservice, and
border on insult to the CGW readership. It
presumes that the development of plot and
character and the resulting immersion are either
uninteresting or beyond the attention span of
those wha'll play the game. By ZD's own
research, most of us reading CGW are
betwean 25 and 35. Considering it's such a
rare occurrence, are we incapable of sitting
through the “torture” of scenes that not anly
are integral to the story, but are very well done
to boot? That might be descriptive of console-
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Gaming With These
Speakers Is Almost
Like Cheating

With the FourPointSurround™ FPS2000 Digital speakers, winning
is within your power. You will hear your enemy sneaking towards
you from any direction. The FourPointSurround™ FPS2000 Digital
speakers surround you with razor-sharp sound clarity,
power for the most intense gaming, and bass that will
kick you in the chest. If that's too much to handle, the
FourPointSurround™ FPS 1800 or the FourPointSurround™
FPS1500 speakers deliver true-to-life surround sound

that no real gamer should be without.

You can still choose to “play by the book™ -
just don’t come whining to us when you lose.
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LETTERS

junkies suffering from ADD, but it certainly doesn't represent the folks who
read CGW.
Eric Schwartz
Portsmouth, NH
Point taken. The cut-scenes, and all the incidental dialogue throughout NO
ONE LIVES FOREVER, are, in general, cutstanding, and play a big part in
making this one of the best games of the year. No argument there. However,
there were a few times when they just went on a bit too long for us, and we
wished they were either shorter or broken up with bits of interactivity.

Game of the Year: COUNTER-STRIKE?
You include the demo of SERIOUS SAM in the Top 10 Stories of
2000 (Read.Me, January 2001), yet fail to mention the “Game of the Year,
COUNTER-STRIKE. During the year, Cliff and Gooseman went from guys making
a game for themselves into partners with Valve. More people have played CS
than Q3A and UT combined over the past year, compared with a few who have
downloaded a demo of S8, How's that for a group that started out small and
unfunded? Until SERIOUS SAM gets packaged, | think CS was bigger news.
Michael Guidotti

Scooter’s Got the Bends
| was flipping through the reviews of the January 2001 issue, and was
reading the BALDUR'S GATE Il review, when | noticed the sublitles of the article.
Cleverly, each one was the name of a Radichead song, including several off the
new album, Kid A. It's apparent Thierry Nguyen actually has taste in music,
which is to his credit. | thought that all of CGW listened to Jimmy Buffet and
drank margaritas. | guess | was wrong.
Ryan Meier

No, you were right. As soon as we found out that Scooter was listening to
Radiohead, we set him straight with a nice boxed set of Ethel Merman tunes.
Now, that's music!

Scariest Letter of the Month

| am glad that the mainstream press has finally accepted mullets.
| would wager the majority of your readers sport some serious plumage. My
only objection is that you ranked the fine femme-mullet as “very good” when it
obviously deserves to be outstanding.
P.S. Jeff Green would look sexy with a nice mullet.
Ryan "“Camaro-Mullet" Watson
Chicago

The Incredible Disappearing SIMS Strategy Article

| am writing with either a piece of errata, or a mysteriously disap-
pearing article. On the cover of your October issue, under the headline that
says “Strategies, Cheats, Tips; you reference five games: DIABLO II, DEUS EX,
THE SIMS, SHOGUN, and DARK REIGN 2. | eagerly leaf through the pages, and
a question pops into my mind....where is the section on THE SIMS? | have gone
through the magazine eight times, and the only time | can find THE SIMS men-
tioned is in ads and the Top 40.

Call me old-fashioned, but if | see the name of a game on the cover of a
magazine, | expect something to be written about it inside. Any help, guys? Now
excuse me, but | have another letter to write. Cosma's frant cover explicitly
promised my wife 50 ways lo satisfy me, and | count only 47!

Jeff Easter

Apparently, THE SIMS strategy piece was published in the same alternate
dimension as the ill-fated second page of our HOMMS review a year or so
ago. Here in our world, the piece was mistakenly pulled — and we apologize
for the error. But good god, man! With 47 other ways to occupy your time,
what in blazes are you doing playing computer games?!

Write to us at:
Cgwletters@ziffdavis.com
For help with subscriptions:
Cgw@neodata.com
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knuckle inducing rides and attractions. Then hop
in a cart and feel the skull-crushing G-forces
of your own coaster creations. Hire a staff,
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the battle between stomach and gravity begin.
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HEE On Sunday, November 12th, the EVERQUEST com-
munity was devastated by news of 19-year-old Sheyla
Morrison's suicide. She was judged pretty by the photo
posted on her website and considered to be a wonder-
ful artist who did character portraits for EQ friends.
“She was a blast to play with," a friend, Kinudin, said.
“Really nice, sweet."

Not everyone agreed. Sheyla tore
through five guilds like wildfire. She
claimed to have won 500,000 plat-
inum pieces in a GM event no one
could find a record of, while
Companions of Light guild membhers
found expensive items missing. She
insulted members of the Afterlife
Guild as they died while storming a
dragon. Confronted on the guild message boards by
angry players, Sheyla blamed her sister, who played
Tolena on the same account.

Then came a wrenching tale of a tumor found
three inches beneath her skin, close to the aorta.
Six hours after surgery, she said, she was online,
playing EVERQUEST from the intensive care unit. “She
totally suckered me into caring about her," a former

death

Alleged suicide rocks the EVERGUEST community...and magnifies the |
fine line between fantasy and real life

guildmate said.

Despite the sketchy rep, Sheyla earned a guide
account as Leza The Forest Wind on the EQ server
Quellious in September.

To Luxian and Kinudin, who had talked online with
Sheyla for almost a year, she was a young girl haunted
by tragedy. She spun stories of a life filled with sex and

“The EQ community was forced to face
the fragility of online intimacy, where
you can be anything to anyone, and no
one knows your name.”

violence, including a miscarriage when she was 16
after her father stabbed her in the stomach. Her moth-
er died while driving around looking for her when
Sheyla skipped school to have sex with her boyiriend.
“She was involved in several incidents that, to say the
least, gquestioned her integrity. She was known for

Continued on page 31
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The 10 Most Anticipated Games of 2001

Ten games—and who knows how many hours of gaming rapture—stuffed up in an enormous digital catsup
bottle, and here we are, with our meager virtual knife, jabbing, jabbing; pounding on that stupid little “57"
on the side, waiting for even one to pop out. It's enough to make you crazy.

The Games

i Halo

As if the gaming media's collective mania over this title wasn't evidence enough, Microsoft bought
Bungie outright to use HALO as their showcase Xbox title. Hate Microsoft all you want, but their
interest in this title is enough to convince even the worst skeptic of this game's powerful potential.

Black & White

We keep hearing that early spring is when to expect Peter Molyneaux’s magnum opus. That's a good
thing — it means East Coasters will be able to enjoy warmer weather in the game, which reflects real-
world weather conditions.

Return to Castle Wolfenstein
NO ONE LIVES FOREVER confirmed that single-player shooters need strong personalities — that's
why we can't wait for WOLF and its gritly molotov cocktail of Nazi-busting sci-fi WWII mayhem,

It may only be single-player now, but we're still optimistic. ONI is gorgeous: The animation and
combat look fantastic, and the anime style is an honest artistic choice and not a cynical attempt to
milk a fad. And who's to say they won't patch in multiplayer later...?

Dinosaur

The word is mum on Sid Meier's DINOSAUR project — the Firaxis website barely mentions it, and the
Dino Diaries have gone dead. We hope this means the maestro is holed up somewhere in Maryland
play-balancing one of the most anticipated CIVILIZATION-style games ever.

{( Freelancer

FREELANGER promises to be the most ambitious, cinematically-exquisite space opera ever. A game
with such ambitious goals is bound to suffer some hirthing pains. But while Microsoft's recent
takeover of Digital Anvil may arouse suspicion, designer Chris Roberts says the single-player game
has all the features he intended, and Microsolft says it will ship with multiplayer intact,

It's been a long wait for the follow-up to our favorite massively multiplayer team-based shooter, but
more weapons, added vehicles, and lusher environments should make it all worth it when TRIBES 2
is released this spring.

Neverwinter Nights
Play 3rd Edition AD&D sessions, with live Dungeon Masters and everything, over the Internet. No
need to clean up the living room, or to restock those big bags of Cheetos. Isn't technology grand?

i« WarCraft Il

Finally, a new WARCRAFT! Blizzard is expanding its signature fantasy/real-time strategy series into
three dimensions and five races this time out, and yes, we're excited. We need a new compulsively
addictive RTS game, and does anyone doubt this'll qualify? Or, to put it more succinctly: Zug Zug.

{{ Anachronox
From the fertile, warped, and frightening mind of Tom Hall comes this 3D, sci-fi RPG inspired by
classic console games like CHRONO TRIGGER. It's been in development forever, but we're opti-
mistic. The game has been looking great, and Hall is too much of a freaky genius to release anything
less than totally compelling — we hope.
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“Those who are caught up in the daily lives of
servers and characters are subject to depression

and loneliness”

having an attitude and a short temper,”
Luxian said. "Regardless, [ cared about her
very much.”

On November 3rd, she sent Kinudin a mes-
sage: "Got a gun from friend, I'm holding it to
my head right now." They talked for hours
about the way she felt torn between her
boyfriend and a secret lover. Finally she said
she fell better. Kinudin said, “I felt great for
saving someone's life.”

So when news of Sheyla's suicide struck a
week later, people grieved, but started dig-
ging for proof. A long trail of IP addresses, dis-
connected phone numbers, unanswered
emails, and abandoned houses finally led to a
real-life voice. A man's voice.

Sheyla Morrison did not exist. The man,
James Arnold, owned an EQ account that he
shared with his ex-girlfriend; she played as
Tolena, he played as Sheyla and Leza. They
broke up in August. When Verant busted the
guide account on November 10th over
concerns about the player's judgment, he
staged Sheyla’s suicide. He even posed online
the next day as a grieving spouse, then as a
stepmother, begging friends for information
about Shevyla.

When the trail led to his door, the man point-
ed a finger at his ex-girlfriend, saying, "That
bitch. I'll find her and murder her myself.” The
ex insists that Sheyla and Leza were his char-
acters. The evidence is on her side, but he still

plans to drag the story into court to gain cus-
tody of their hbaby girl, hoping that the judge
will believe him and {ind the mother unstable.

Community sympathy turned bitter, as the
EQ community was forced to face the fragility
of online intimacy, where you can be anything
to anyone, and no one knows your name.
Luxian and Kinudin are relieved that no one
died, bul embarrassed at falling for Sheyla's
lies. "I would have felt hetter if a real girl had
been hehind it," Kinudin said.

At Lum the Mad, a popular EQ rant site,
players reminded each other of life outside the
game. Some, like Chris Skinner, took the les-
son to heart. He has founded Beyond EQ, an
online support group for EQ addicts and their
families. “Those who are caught up in the
daily lives of servers and characters are sub-
ject to depression and loneliness,” the former
addict said. "I wish to provide a forum to help
those who are struggling, because, let's face
it, we are a community.”

Some gamers, it would seem, could use
the help.

By Sandy Brundage, Gamers.com

Chris Skinner's Beyond EQ can be found at
http://pub37.ezboard.com/
Jump to ezboard: avatarsananymous

lhe Wild Cards

Duke Nukem Forever

The last time we saw this game, it looked incredible. Unfortunately, thal was two years and two engines ago.
The DUKE team is committed to quality and may yet pull off that trademark DUKE butt-kicking gameplay. Then
again, DUKE may look like an outdated stereotype by the time it actually ships.

Team Fortress 2

Valve's free HALF-LIFE add-on, TEAM FORTRESS, hooked us hard in early 1999. Two years later, we're slill
waiting. After spending a year reconstructing the game engine from scratch, Valve assures us that 2001 is the year

for TF2.

Unreal 2

A mix of UT and HALF-LIFE, sometimes set in gigantic outdoor landscapes. It'll be big, beautiful, and full of

ballistic mayhem.

Sigma

Since we couldn't cross Scooter with a manitor lizard, our only chance to pervert nature lies with this game's

genetic mutator that creates units by blending animals.

5, 10, 15 Years Ago in CEW

15

February 1986
ULTIMA IV was

the game on

everyone's )
minds back in

issue 25, And

with good rea- I_:F

son—itwas the SRS
first computer 158

Uliimall

game in which your character was

“determined by your own personal

ethics, rather than simply choosing
a character at will.” For many role-

players, the ULTIMA series never
surpassed this one. The top five
games of the day: KAMPGRUFFE,
WizARDRY, MECH BRIGADE, ULTIMA
ll, and M.U.LE.

10

Fehruary 1991

Two CGW firsts e OToTER
4 GAMING

graced issue 7%:
the premier of
Opponents
Wanted, a per-
sonals-type
section that
allowed gamers
seeking multiplayer action to sub-
mit listings for their "modemahle”
games; and the first CGW review
of a console game: TV SPORTS
FOOTBALL for the Turbo Grafx. The
CGW top five way back when:
WING COMMANDER, THEIR FINEST
HOUR, RAILRDAD TYCOON, THE
SECRET OF MONKEY ISLAND, and
ULTIMA VL.

February 1996

“Once you've seen one of these in
action, there's no going back.”
That was the word on 3D cards in
1996, an issue

with GABRIEL

KNIGHT 2—one

of the last great

full-motion-

video adven-

tures—on the

cover. Also

announced was the anonymous
title PREY, described as a cross
between Spartacus and Predator.
Ship date? Winter, 1996. Doh! The
top five games: STEEL PANTHERS,
WING COMMANDER 3, PANZER
GENERAL, X-COM, and CRUSADER.
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UO Fans Get Medieval

Wine, women, and song at the Ultima Online World Faire

ULTIMA ONLINE World Faire when I saw an impromp-

tu sword fight between two of Satan's Cheerleaders.
I guess I'm a sucker for cute women in short skirts
who've pledged their souls to the dark side, especially
when they start grabbing each other. I quickly realized
this was going to be way better than your typical fairy
festival.

Indeed, it was. More than 1,000 fans, many dressed in
character, came from as far as Europe and Japan to swap
stories, attend workshops, and experience demonstra-
tions of martial arts, medieval combat, even madrigal
singing.

"

:[knew [ was in the right place at Origin's first-ever

There were also some vendor booths and a charity
auction that included a signed copy of Richard Garriott's
first game, AKALABETH, which sold for $450. In all, the
auction raised more than $5,500 for Families of Spinal
Muscular Atrophy.

The biggest news was the unveiling of ULTIMA
ONLINE: THIRD DAWN, a cool-looking expansion in the
works for UO. What's exciting isn't so much the new
land mass or new monsters that will be added to the
game, but the major graphical upgrade the game will
get. It's going 3D for all the character models, monsters,

Reality Gheclk

LGW PC Gamer

Gamepower.com

Baldur's Gate Il

BGamespol i le Average

Crimson Skies

spell effects, and terrain. The only objects that will
remain 2D are the buildings.

Fans, many with big grins on their faces, crowded
around several machines running a networked version of
THIRD AGE. Even though Origin said the game was
barely in alpha, it ran very well. Origin said the new 3D
engine will make it easier to update the game with new
creatures and items. Players who don't want to upgrade
won't he left out, though. They'll still be able to play
with the players who do upgrade.

No ULTIMA event would he complete without a happy
hour to sip some mead and swap some tales, so after
each day's festivities the group trouped over to the

“I'am Meldar, Knight of Valoria,
recycler of used bells and rwiner ol
uphelstered fumiture!”

Copper Tank Brewery for some massively multiplayer
imbibing. On the last night, Origin showed a brand-new
trailer of game footage from ULTIMA WORLDS: ORIGINS,
and lo, how the people did cheer. ORIGINS, which mixes
medieval fantasy, Jurassic Parkish lands, steampunk sci-
ence fiction, and Todd McFarlane artwork, looked both
amazing and amazingly weird.

Origin told CGW that it's planning another event next
year, and I'll definitely be there. It was fun. It was fasci-
nating. It was happy hours and good fellowship and
satanic yet cute cheerleaders. Let's see a meeting of the
local Rotary Club match that! —Mark Asher

BALDUR'S GATE
Il, the game that makes DIABLO I
look like a walk in the park. All of

Metal Gear Solid

these games came out before the

Midtown Madness 2

holidays, and it’s good to see their

NASCAR Heat

| NHL 2001

average ratings are so high. There
are no obvious duds, and several

Reach For The Stars!

Star Trek Voyager: Elite Force

really strong titles, such as NHL
2001 and CRIMSON SKIES. Even the

Superbike 2001

Star Trek game on this list man-

Wizards & Warriors

* indicates game has not been rated
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aged to break the typical Trek-ware
curse, It's good to be a gamer
during the holidays.
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by Rodney Allen Sneaky

...It’s always good to acknowledge true sneakiness. Westwood had a press
event in early December to officially unveil EARTH AND BEYOND, a
massively multiplayer, space-based science fiction game. The sneakiness

of note is that they've been working on this game for at least four years

and have done a good job of keeping the lid on it. It probably helps that
their offices are in a former high security building that Loral used to build
aircraft avionics.

...nierra somehow scored the Gladiator license, giving the company some-
thing good to talk about following their latest round of layoffs. The company
wouldn't provide specifics on what projects were affected, but it's merely
the latest in an almost uninterrupted string of bad announcements that has
gone on for, well, about two years.

...Leisure Suit Larry creator Al Lowe’s Internet startup Jacknabbit has gone
to the dot-com graveyard. Lowe was serving as Chief Technology Officer at
Jacknabbit, a company that was developing scheduling software for the
Internet. Let's hope Lowe considers working in the games industry again.
...Mark Randall at Terminal Reality has reportedly been working on the
NOCTURNE engine to convert it to a first-person/third-person perspective
engine. What's cool about this is that it would still retain all the nice
features, such as translucent fog, real-time shadowing, and so on while
allowing for a hetter gameplay experience with the first-person view. The
downside is that it needs a smokin' PC to handle it. TR has other projects in
the chute, such as FLY 2, that will buy them some time and allow PCs to
catch up while they work on a possible NOCTURNE 2-engined game.
...Wizards of the Coast was poised to jump into computer game development
with a massively multiplayer Dungeons and Dragons game. Now they may
farm out that development, and the game may end up being a bit smaller in
scale with its multiplayer, more along the lines
of Interplay's NEVERWINTER NIGHTS.
...It's hard to get through a rumors
update without mentioning Ion Storm.
Word is that Eidos will shutter the
Dallas offices and
relocate everyone
to Austin, under

You're going to turn me

into WHAT?27?

Warren Spector.
Eidos needs to cut
their expenses
now that they
couldn’t find a
buyer, and I guess
the idea of fund-
ing a potential
DAIKATANA 2
type of game isn't
very appealing.

The GOOD...

200TH ANNIVERSARY
Next month marks CGW's 200th issue,
and in an industry that measures life
cyclesin

weeks, we

think that's

cause for cele-

bration. So

we're going to

get drunk. But

before we do,

we'll bring you

a special gaming retrospective, the
top 10 games of all time, 20 full games
on CD, and the World Exclusive ONI
demo. Tune in next month for the
higgest love-in since Hef built
Playboy Mansion West.

The BAD...

JANE'S CANNED

The Electronic Arts Jane's team in
Baltimore, widely acknowledged as
one of the best sim teams ever
(responsible for JANE'S F/A-18 and
JANE'S F-15),

has been let

go. The team

was working

on what was

rumored to be

an automobile

racing sim,

which they are

now shopping

to other pub-

lishers. What an inglorious end to one
of the most fabled groups ever ta soar
in the silicon skies. Best wishes to
the crew on a safe landing with a
new publisher.

and the UGLY

D&D MOVIE

Beauty was in the Eye of the
Beholder, but it wasn't sitting thraugh
this drivel. To duh-rector Courtney
Solomon: Did you get a “Spell of
Mutton Head" cast on you? Hey TSR,
next time

call Brian

Singer and

get a real

budget, so

that your

dragons

don't look

like a 4th

grader's

paper maché project. You cemented
your place in the “good game license
gone bad” hall of shame.
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Charles Moylan

The man who revolitionized wargaming

ost of the latest PC games are evolutionary advancements of existing designs, and they cost
millions of dollars to produce. COMBAT MISSION is a glaring exception, This game, from an
almost unheard-of developer with two full-time employees, accomplished three remarkable
things. 1) It turned wargaming on its head by obliterating the abstractions of hexgrids and going fully
3D. 2) It made wargaming fun again. 3) It proved that a developer can sell its games exclusively over
the Internet and make money. Not even Sid Meier's vaunted Firaxis had been able to achieve that
with ANTIETAMI, CGW's 1999 Wargame of the Year.
Big Time Software is a tiny company, and COMBAT MISSION won't appeal to everyone, but we
thought that anyone who could do what Sid Meier couldn't deserved some real credit. This month, we

[HH!'Bd;{1]3 | bring you an interview with Big Time's President, Charles Moylan.

There are 14 reviews excerpted on your website (battlefront.com), all with Editors’ Choice ratings for COMBAT
MISSION. How pleased are you with the game's success?

I think overwhelmed is the most accurate description. COMBAT MISSION has tapped into a desire for a certain
kind of gaming experience that we were only partly aware of during the process of creating it. The 3D graphics,
hybrid turn-based and real-time action, and attention to historical detail have turned out to have an appeal as a
whole that is greater than the sum of its parts.

How many retail copies would you have had to sell to equal the revenue from direct sales?

It's hard to do a direct comparison to retail sales because it depends on the terms of a given publisher, but a
very rough translation of how we're doing would be about 200,000 to 250,000 sales in retail. We are happy
enough Lo throw a party right now, but way too busy to do it!

What example do you think CM sets for developers of other “niche” titles?

I think COMBAT MISSION sends a positive message to other indie developers without the support of a
traditional publisher, but with a caveat. Here's the catch: A game must have a unique quality thal sets it apart
from competing products if it hopes to sell well over the Internet.

I don't mean simply that the game has to be good, though it does have to be that; it must be noticeably
different from other games. One reason that COMBAT MISSION has caught fire like it has is the simple fact
that there aren't any other games out there, even from the big publishers, that try to simulate realistic WWII
tactical combat in 3D. Gamers who want that experience just can't get it at their local software store, hecause
it isn't there,

CM shattered many of the conventions of traditional wargames. How do you think this will affect the future
of wargame design?

It's primarily an issue of scale. 3D potentially brings an immediacy, a gut-wrenching “you are there” feeling
Lo any game. This is perfect for the tactical level of COMBAT MISSION. And I expect to see virtually all tactical-
scale combat gaming move to 3D very soon. Bul this doesn’l necessarily apply to larger scales.

When do you think we'll be able to play games that approach the visual fidelity of war movies?
That's a tall order. It will take at least four or five years, I think. A lot of hardware improvements

will have to occur before we can even begin to approach photorealism in real-time graphics,
especially display resclution. A 72 dpi computer monitor just can't do it, no matter how good the
artwork, software, and 3D chips running the game are.

How many people did you have working on COMBAT MiSSION, and how long did it take to
develop?

COMBAT MISSION had only two full-time people on the project, but there were dozens of part-

time contributors, many of whom volunteered. This was a consequence of our limited budget
when we started out, but fortunately, the wargaming community on the Net really stepped in
to help.

The game took about two and a half years from start to finish. The 3D engine was a pretty
massive undertaking, as was the tactical AI (which needed lots and lots of tweaking to the
fuzzy logic to make it seem "human") and all the research we did into the armies,
vehicles, and weapons.

What are your plans for your next game?

The next game will take place on the Russian Front of WWII: Soviets,
Germans, and Finns locked in mortal combat from the opening guns of
Operation Barbarossa in 1941 to the collapse of Berlin in 1945.

Charles Moylan's other games include FLIGHT COMMANDER 2, OVER THE
REICH, and ACHTUNG SPITFIRE. For more information, visit
www.battlefront.com.
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Microsoft Takes Over
Digital Anvil

Founder Chris Roberts to continue as Creative Director

5 a game designer and business-
Aman, Chris Roberts is undoubtedly
gifted. The creator of WING
COMMANDER and founder of Digital Anvil
sold Microsoft on his vision of four killer
games (STARLANCER, CONQUEST, LOOSE

CANNON, and FREELANCER), and used
Uncle Bill's money to develop them. As a
producer, however, Roberts seems less
exceptional. Three and a half years after .
founding his company, the only game to Chris Roberts

come from it is his brother Erin Roberts' STARLANCER.

No one appears to he more frustrated by this than Roberts
himself. For months he's lamented the obligations inherent in
running a 100-person company. Including an Xbox game in
development (tentatively titled BRUTE FORCE), Roberts has
been running a four-ring circus. All of which takes time from
his own game, FREELANCER—which has grown so enormous
that even Microsoft can't pin down its ship date.

That's about to change. Microsoft announced in early
December that they were stepping in to take over the studio.
After three and half years of funding Digital Anvil—and
recently rejecting two DA games that it had previously agreed
to publish (CONQUEST and LOOSE CANNON)—Iitl appears
Microsoft wants to ensure that FREELANCER will come togeth-
er how it wants, when it wants. Those DA employees who
accept Microsoft's offers will become Microsoft employees.

Publicly, Robherts says he is pleased with Microsoft's
takeover of DA, since it will relieve him ol his administrative
burdens. He will continue to serve as creative director of
FREELANCER, he says, while shopping CONQUEST and LOOSE
CANNON to new publishers. He will also be {ree to pursue
other interests, pointedly remarking that “there has to he a
better way to develop games than working on them for three
and a hall years."

Microsoft Games Manager Ed Fries maintains that
FREELANCER will suffer no reduction in scope or resources,
and that, in reality, the staff may grow. He said it wasn'tl pos-
sible at this time to estimate FREELANCER's ship date, but
added that by reducing the studio’s focus from four games to
two, “we [eel we can devote the Lime and attention needed to
ensure that these two games will be truly outstanding.”

Alice: The Movie

AMERICAN MCGEE'S ALICE may be
headed to the big screen. McGee
told Well Rounded Entertainment
that Dimension Films has agreed to
film a movie based on the game, direct-
ed by horror-meister Wes Craven
{Screams 1-3). We're thinking Christina
Ricci or Michael Jackson for the lead,

Operation Gyborg

An English professor has decided
to implant a silicon chip in his
arm that will communicate

with his brain. CNN.com
reports surgeons will con-
nect the chip to nerve
fibers in his left arm, and
the chip will be able to
exchange signals
between his brain and

a computer, What's
going to happen? They
have no idea.

Gaming Goes to
the Frogs

Infogrames is buying Hasbro Interactive for $100 million, mostly in
Infogrames stock. Infogrames will have sole rights to interactive
games bhased on current and future Hasbro properties, including
CIVILIZATION, ROLLER COASTER TYCOON, MONOPOLY, SCRABBLE,
and RISK. The French company also gets an unannounced mas-
sively multiplayer game based on Dungeons & Oragons, as well as
Games.com, which will let users play Hasbro board games online.

oIEEL BEASTS Goes
to West Point

The U.S. Military Academy at West Point is buying 1,000 copies
of STEEL BEASTS, the modern tank sim from Shrapnel Games.
Kudos to West Point for not soaking U.S. taxpayers for a multimil-
lion dollar, proprietary program that would be obsolete the day
it’s finished.

Razor Scooter Games

Crave Entertainment is working on games based on the Razor
scooter. The first game in the series will be a Sony PlayStation
release titled RAZOR FREESTYLE SCOOTER, where players can
control ten different riders along three main levels and six
secret levels.
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THES MONTH’S TOP 10

Myst 1II: Exile (mrooeraunn)

Follow the story of the extremely popu-
lar graphical adventure series, but from
the standpoint of an embittered villain
who secks revenge against Atrus,

Black & While (evecrronic arTs)
Complex in detail, graphically gorgeous,
with free-flowing, individualized play.
Already voted one of the games that
will change gaming forever.

Manaopoly TYyCOON (HASBRO INTERACTIVE)

The family-favorite board game has been
turned into a 3-D city-building sim.
Practice culthroal schemes agains! your
apponents on the Internet or LAN.

NBA Live 2001 (ececTronic ARTS)

This edition features a realistic stadium
environment, an enhaced franchise
mode, and an Internet community for
online matches,

Icewind Dale: Heart of Winler (wrereLar)
You get to create your own heroes and
send them to the Spine of the World to
find an ancient evil. A worthy addition to
any AD&D fan's game library.

Arcanum: 0f Steamworks & Magick Obscura
(sieara stupios) Imagine a place where
magic and technology hold equal sway,
and an adventurer might just as easily
wield a flintlock pistol as a flaming sward.

SimCoaster (erecrromic arrs)

An easy to use interface and stunning
3D graphics makes it fun to create and
enjoy the most outrageously exciting
rides anyone has ever s

Rowan's Battle of Britain (maxe 2 micracivel
Be a pilot or commander in the famous
air war over WWII B Virtual cock-
pits feature interactivity, which allows for
realislic engine management,

Pool of Radiance: Ruins of Myth Drannor
frarensezare ) Mat your run-of-the-mill, lin-

ear role-playing game. Has a coopera-

tive multiplayer mode and a good deal

of character environment interaction.

Thrones of Darkness (sicrra siUDIOS)
Combines the hack-and-slash gameplay
of Diablo with the rich historical texture
of feudal Japan. A good-looking game
with interesting action-RPG twists.

iy
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EverfJuest: The Scars of Uelious

tverant vieracive) This 2nd expansion is
designed for mid- to high-level players,
and fealures new zanes, new enemies,
new treasures, and an improved interface.

Nice (eLectRomc ARTs)

As a wiser, and mare industrious Alice,
you sel out in this third-person 3-D
action game to free Wonderland from
the tyranny of the Queen of Hearts.

The Longest Journey (runcow

Gargeous graphics, excellent anima-
tion, and the cinematic sequences add
up lo a mesmerizing plot and a wonder-
ful gaming experience.

No One Lives Forever (rox ivteracivel
Contend with deadly agents, evade traps,
unravel myslernes, and become entan-
gled in a cleverly constructed conspiracy
that threatens the entire free world,

Zeus: Master of Olympus (siERRA STUDIOS)
Summoan heroes and gods to protect
your city-states from monsters and
other Greek cities. One of the most fun
city-building games of 2000.

Escape from Monkey Island (LucasArts)
The first Mankey Island 3D graphic
adventure game, with all the humorous
antics and addictive gameplay of the
firsl three installments.

Half-Life: Countersirike (sierra stupios)
This mod is now the newest game for
Hali-Life! Join a terronst or anti-terrorist
assaull squad and play hostage rescue,
assassination, or just blast the enemy!

Sacrifice (wrerpeiar)

Serve one of five gods who will grant
you their umique powers for each mis-
sion. A deep, absorbing, unique story
with fully realized action gameplay.

Call to Power 2 (acrvision)

This deep and complex game chal-
lenges you to manage the technology,
diplomacy, trade, and warfare of your
empire through a millennia.

Combat Flight Sim 2: Pacific Theater
ticrosort) A deep, involving game with
excellent graphics, great sound effects,
and adjustable realism seltings. A dream
come true for historic flight sim fans.




op 40

CGW’s Monthly Readers’ Poll

WHAT WE'RE PLAYING

No One Lives Forever

Man, is this game great. On top
of the fantastic storyling, game-
play, and graphics, NO ONE
LIVES FOREVER also boasts the
hest, funniest dialogue of any
game this year, in any genre.
Major props to Monalith - no

one saw this coming,

We've been pounding on this game
far a while, and it's Inoking pretty
yood s far. Some of he sim aspecls
that fans of the previous games
cherish have been modified - or
simply eliminated - but overall, the
game is closer to being an action
title and the multiplayer is a blast.

See our review next issue,

The dairy induslry is looking closly at the
this latest Lara Croft game, hoping to glean
some tips fram Eidos regarding haw to
milk something to death. Not even the
upcoming movie helps drum up enthusism
for this dried-up adventure game, Mayhe
the level editor will be worth checking out
= bt it looks like Eidos should put her

Lara out ta pasture, once and for all,

Crouching Tiger, Hidden Dragon

Combine Ang Lee's emotinnally-resanant,

# grapher Yuen Wa Ping's (The Matrir)
- unrestrained stunts, and you have Crauehing
Tiger, Hidden Oragon, one of the best martial

Fal (Hard-Bailed, The Replacement ._(:ﬂers] and

newecomer Zhang Zi Yi duel in

a bamboo forest withoul ever touching the

ground, kiss The Matnx goodhye,

character-driven direction with fight choreo-

arts films in years. Once you see Chow Yun-

CRIMSON SKIES, and 4%4 EVOLUTION. If you've played any of them, you know that

they've eamed bragging rights. ELITE FORCE also distinguished itself by popping
halfway up the charts, a testament to the movie-quality thrill ride it delivers. But the big
surprise this month is that a sleeper wargame, COMBAT MISSION ~ developed by an indie
and sold only online ~ beat out games like SYSTEM SHOCK 2 and ROLLERCOASTER TYCOON
(the top-selling game of 1999). That's an underdog victary akin to Jogma winning an
Oscar for best film. To find out more about this amazing hit, see page 34. Congrats, Big
Time Softwares

ﬂ’f& G
Diablo Il Havas 5
Age of Empires II: Age of Kings Microsuft ... 2]
Unreal Tournament Epic/GT 5
Baldur's Gate Il Interplay 5
Half-Life: Opposing Force Havas 35
The Sims Electronic Arts 5
Command & Conquer: Red Alert 2 Westwood/EA .....4
Rainbow Six: Rogue Spear Red S . 1B
Age of Empires |I: The Conquerors Microsoft .......
Tony Hawk Pro Skater 2 Activision
Deus Ex Eidos
Sid Meier’s Alpha Centauri FIras .-
Icewind Dale Intemlay
Quake 11l Arena Activision
Homeworld Havas
Star Trek Voyager: Elite Force Activision.........

Baldur's Gate: Tales of the Sword Coast Interplay...4
Thief 2 Eidos 4.5
The Sims: Livin' Large EA 45
Combat Mission Big Time Software/ BattlefronL.com.. o
Worms Armageddon Hasbro 4
Final Fantasy VI Eidos 45
Escape from Monkey Island Lucasrts ..o 235
SimCity 3000 Electronic Arts
Roller Coaster Tycoon Hashro
Planescape: Torment Intemlay,
Homeworld: Cataclysm Havas
System Shock 2 Electronic Arls 45
Crimson Skies Microsoft 4
Heroes lll: Armageddon’s Blade 300.................45
Metal Gear Solid Microsoft 45
4x4 Evolution Terminal Reality/ G.OD. ... 4
Command & Conquer: Tiberian Sun Electronic Arls .4
Final Fantasy VIII Eidos 2
Need for Speed: Porsche Unleashed Electionic Aris .45
Battlezone Il Activision 4
Caesar I Havas 45
Dungeon Keeper 2 Bullfrog/EA 45
FIFA 2001 EA 5
Frogger 2 Hashio NR

WE WANT You!

Vote in the Top 40 Games poll at www.computergam-
ing.com. The more people who vote, the hetter the
results, hut please vote only once per month.

Several newcomers debuted on the Top 40 this month, including TONY HAWK 2,
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Software development is an inexact sclence, so predicting release dates s ike forecasting next year's weather.
These dates represent the best available info we had at press time: If you're a publisher, send your updates to:
cgwpipeline@ziffdavis.com.

EEE GIANTS: CImZEN KABUTO We
were worried that this game wouldn't
make it hefore year's end, but it went
gold just in time. Keep an eye out for
this title: It's unusual enouph that
we're wondering how gamers are
going to react to'it.

BB ICEWIND DALE: HEART OF WINTER
This is in the homestretch. The bug
list is getting shorter and shorter, and
the main issues are halancing those
Iovahle monsters and making sure

those higher resolutions don't break

the rest of the game.

MWW FALLOUT TACTICS: BROTHERHOOD
OF STEEL This turn-hased FALLOUT
game is still chugging along. The
most significant addition is resolution
support; originally Interplay was
satisfied with 8004600, but they went
and added 1024X788. You can see
more bumbling mutants, if you have
the hardware to support the bigger
resolution. The team's next priority is
tweaking the Al

AL

BB WARCRAFT 11} Finally, all five
races have been revealed. To recap,
you'll be playing as the Orcs, Humans,
Undead, Burning Legion (big bad
demons), and the Night Elves. That
means that Blizzard's gonna have a
whole lotta balancing to do, and if
STARCRAFT was any indication, this

is a winter title rather than a summer
title.

new Alone In The Dark: The Hew Nightmare Infogrames  Spring 2001
UPDATE Anachronox Eldds . March 2001
UPDATE | Anne h!:{:aliruy;s Freedom:
First Resistance Red Storm Enlertainment
Arcanum Sierra
B-17 Flying Forlress Hasbro.
UPDATE - Rattle Of Britain Rowan Software
Battle Realms Crave Enterlainment
NEW Bio Strike Red Storm- ~

Spring 2001

February 2001
. February 2001
__ Spring 2001
. Summer 2001
. Spring 2001
March 2001

Empire Earth Sierr

L . Spring 2001
Emperor: Battle For Dune Westwood

Summer 2001

Spring 2001
Fall 2001

Freelancer Microsoll
UPDATE | Halo Bungie Fall 2001

UPDATE Pgol Of Radiance 11SS1. . Spring 2001
.. Spring 2001

Spring 2001
Sammy Susa's High Heat Baseball 2001300 Spring 2001
Serious Sam B.0.0.

Spring 2001
Sid Meier's Civilization 11l Hashro

Harpoon 4 881 o 0 Spring 2001
UPOATE ! |cewind Dale: Heart OF Winter Interplay  Spring 2001

IL-2 Sturmavik Blue Byte Spring 2001
_Spring 2001

February 2001
d  Spring 2001

Fall 2001

G August 2001

Sid Meier's Dinosaurl Firaxls @ .0 Winter 2001
Sigma Microsolt Fall 2001
Summer 2001
oo Spring 2001
Spring 2001

UPDATE  SimCoasler EA
Simsville EA

Majestic EA . February 2001

___Spring 2001

Diablo || Expansion Blizzard _ __ Spring 2001
BEOUG gl 20m
Dreamland Chronicles: Freedom Ridge Bethesda May 2001
Fall 2001
August 2001
Summer 2002

Oragon's Lair 30 Bloe Byla

Dungeon Siege Miorosall
UPDATE ' Elder Scrolls: Marrowind Bathesda
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Mew) Planetside Verant

Summer 2001

Summer 2001
Spring 2001
Spring 2001
. Spring 2001
___ Spring 2001

Summer 2001

February 2001

Fall 2001

Max Payne 6.0.0.

Myst 111 Mattel
NASCAR Racing 4 Sierra
(NEW NBA Live 2001 EA
Neverwinter Nights Interplay
Oni Bungie -,

Mew. Star Trek: Bridge Commander Actly

Startopia Eidas . Spring 2001

ision_Summer 2001

Fall 2001
Spring 2001
Winter 2001
March 2001
Winter 2001
Spring 2001

Team Fortress 2 Sierra

UPDATE The World Is Not Enough EA
Thist 111 Eidos
Tropico 6,0.0.
UPOATE. WarCraft I1] Blizzard

X-COM: Alliance Hasbio




The Future'of Adventure
is a Journey Into the Past

TIMELINE
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Based on his latest best-selling novel, Michael Crichton, the creator of fir o 0
sends you on a story-driven journey back in time for one of the greatest ad vl il
Rethink What Is Possible. Fall 2000
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Enjoy your stay in paradise.

www.eidosinteractive.com







The godfather of gangster sims
is back. Rule the streets of
Prohibition-ers America with your
own brand of violence and
greed as you build the perfect
organized crime machine.
It's terribly wrong. QOf course,
that's what makes it fun.

Real=time game play keeps up
appearances by day while working
bank vaults and brothels by night.

Command & host of new specialist
characters to build your team's
criminal power and experience.

In large campaign mode, you'll wreak
long=term havoc across fifteen
counties of the State of Temperance.

A

It's Disturbingly Authentic
wwwe.gangsters2,com
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TOP: Assassinalion of

Martin Luther King, Jr.
(Memphis, Tenmessee,

1968).

INSET: General Nguyen
Ngoc Loan shoots a Viet
Cang prisioner during the
Tet Offensive (Saigon,
1966).

BOTTOM: Eric Harris and
Dylan Klebold al the
Golumbine High School
caleleria (Littleton,
Colorado, 1993). This
scene was taken from the
security camera and ran
on the cover of Time,




T hese startling, bone-chilling screenshots do not advertise the “next
big thing.”
What you're seeing is 40-vear-old Jon Haddock’s amalgam of history
and pop culture. As with THE SIMS, whether you see a message, the
medium, or a combination of these is itsell’ the point.

Haddock, a computer systems administrator, recently displayed prints
of Sereenshors, his 20-picture exhibition, ar the Arizona State University
Art Museum. In true gaming fashion, the original images are 800x600
and 72 dpi, drawn with Photashop and a Wacom pad.

Haddock’s concept for Sereenshots took root in the mid-1990s, when
the artist first saw intellectual property becoming a big issue on the
Web. He noticed thar people no longer used historical images on their
homepages. *Just the fear of being sued was stopping people from using
themy it instilled a climate of fear. It was less rich, more restrictive, and
more commercial.” Haddock, who lives in Arizona, believes that peaple
have a right o lustorical legacy—and total access to it

By re-creating these famous images in a new medium, he aims to give
ownership of these events back to the public. (True to his own beliefs,
his images are all freely available on the Web for personal use.) But why
!_','.'II“L' screens?

“1 wanted to reach kids with my message—gaming was a medium 1
could adapt 1o,” the arust explains. Ironically, he’s never played THE
SIMS, but his appreciation of its isometric perspective—along with such
games as CAPTAIN MAGNETO and LEGEND OF ZELDA—provided
inspiration lor Sereenshots.

A scene from Mary Poppins can sit next to the assassination of Martin
Luther King, Jr. because Haddock connected with the scenes in the
exact same way—through print and television, *T wanted to use univer-
sal images that emotionally affected how [ turned out as a person. Both
fictional and nonfictional events, they came to me the same way. [ was

affected by all these things, one way
or another.”

Columbine Revisited

The most disturbing image of the series may be of the Columbine
gunmen, armed with shotguns in the cafereria. In the aftermath of the
shootings, the media pointed fingers at computer games. The irony,
however unintentional, is plain and clear. Haddock’s intent, however,
was not to trivialize any of the scenes. In fact, Columbine had a more
personal effeet on him than most.

“My girlfriend was murdered when 1 was 18, If someone had taken a
picture of that moment in time, I wouldn’t project my grief and anger
at the photographer,” he soberly confides. “With all the rescarch had,
I could have done the library scene where people died, but T picked a
room where nobody was killed. 1 really did think hard about that. 1
have sympathy for the kids and the parents, but here I'm dealing with
my reactions to that event. To all those events.”

The strength of these images lies in our powertul reaction to the
juxtaposition of two different forms of media. Art Spiegelman helped
liberate the comic art form from spandex superheroes with his Pulitzer
Prize-winning Mans. When the scores of Beethoven, Gershwin, and
Stravinsky were laced with a 1940 psychedelic of sight and sound,
animation evolved into modern art in Wale Disney’s Fantasin.

Haddock took emotionally loaded images that had been caprured on
film and video and focused the details through a pixilated gaming
medium. The startling result shakes us awake, and ar the same time

by Jaéon Babler

8 A R T T e e e o

TOP: Quany Duc commils suicide lo protest the Vietnam War (Saigon, 1863).

MIDOLE: Reginald Denny and Damian Williams (Los Angeles, 1882).

BOTTOM: Kim Phuc and other Vietnamese flee napalm (Trang Bang, Vietnam, 1972), Haddock delib-
erately changed the perspective of this famaus photo so that the event was the focus - nol the
nudity of the litle gir.

reminds us that, whether brought to us by the matinee or the
seven o'clock news, the power of the image is the same.

This is not a game.

But it just might be the next big thing.

Juson can be reached ar jason_babler@ziffdayis.com

TO SEE THE COMPLETE EXHIBITION:
http://whitelead.com/jrh/screenshots/
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HEART OF WINTER

WNE The other big sprawling Black Isle role-playing
game (RPG) of 20 sel to gel a whole lot big-
ger with the HEART OF WINTER expansion pack.
Much more combal intensive than BALDUR'S GATE
II, ICEWIND DALE captured our hearts with sprawl-
ing D&D-based brawls that played like X-COM
decked out in classic fantasy drag.

In HEART OF WINTER, your heroic party is
tasked with slopping a barbarian invasion, but that
story is simply a setup for more of ICEWIND DALE's
tradem

spellcasling. of new quests will allow party
members to advance beyond 201h level — all the
better for exploiting more than BO new items and
50 powerful new spells. The game is also getting a
nice facelift courtesy of improved 3D acceleration
and (even better) an 800x600 resolution that will
really show off the beautifully rendered frigid world
of the game. www.blackisle.com

PLANETSIDE

BEE Come summer 2001, massively mulliplayer,
persistent world universes will make the big
mave away from the fairydust realm of RPGs
and inta the blood-drenched arena of first-person
shooters with PLANETSIDE. We're putting our
skepticism aside for a number of reasons, the
most prominent being that the current god kings
of multiplayer massivity — Verant Interactive (cre-
ators of EVERQUEST) — are the people behind
this game.

Players will compete as mercenaries, serving

oralio sh earned from

batlling other f be used to purchase

better equipment. Verant recognizes the dealh-a-minute nature
of the first-person shooter and assures us that PLANETSIDE will
not punish players severely for dying — you'll suffer a minimal
loss, but the goal is lo encourage players to fight and not run
from the threat of being fragged. On the contrary, a growing
Citizenship ranking for participation will reward players with
improved technology and new game mo

slight RPG element will get

and spur them on lo d ing their character. We'll bring you
more details in the April issue of CGW, www.verant.com

(i1 Q0 COMPUTER GAMING WORLD + cqw.gamespot.com EJEILRI



Serious Sam s v o v conties? e

things. Lots and lots of dead things. That's
why we're so excited about SERIOUS SAM. After a mind-numbing, adrenaline-pumping death
sprint through this shooter's first five we feel safe to say that no oth
the DOOM:-style endle > of mone antle any bette
in a room and bese /ith only your wits, your chaingun, ar'd)uul god to save
your agine d thr CE bomb-toting kamikaze bastards screaming
0 L al you. Th dbqulu:cly relentless barrage of action in this sharp-looking
ahou!w should have you sweating bullels sometime in early 2001. www.croteam.com

e STRONGHOLD under “Why Didn't Anyone Think of This Earlier” A
uilding and traditional real-time strategy, STRONGHOLD will give
you the opportunily to design, build, and defend a medieval caslle. You'll start by
developing your small local economy and populace, picking a site for your
fortress, then slowly building it up — complete with moats, towers, and draw-
bridges. Smart design will be crucial since you'll inevitably be und 3
to unleash your vats of boiling oil as your f ry s,
If the cancept weren't cool enough, the pedigree of the designers gives us even
more confidence in this tille: Firefly Studi made up of expatnates from
Impressions Software, the designers behind city builders such as ZEUS,
PHARAOH, and the CAESAR series, We just hope we'll gel to see invaders cat-
apull some diseased livestock at us. www.godgames.com
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Take the role of a
European superpower
at the time of the
Great Explorations in
1492, Through bold
and wise diplomacy,
skilled resource ;

_ management and’

Yo cmmtry through
300 years'ofiEuropean
%ﬂi}&;@fvﬁ! me of
mitaa‘_-i’@u Eito;
powerindlZ92;

Features:

Play France, England, Portugal, Spain,
Holland, Habsburg, Prussia, Russia,
Venice, Turkey or Sweden and compete
for wealth and glory.

Extensive and advanced options for
diplomacy, economy, warfare, colonization
and exploration, all based on actual
historical conditions.

Over 700 provinces to conquer and

COMING SOON...

asarved, Eurcpa Univarsalis is a trademark of Paradox Emertainment AB
arks an.1 copyrights are the properties of ther respective owners

Strateny First

paradax

SUNIVER SALIS
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" ANew Era™
Has Begun

I Cossacks - European Wars is a
| historical real-time strategy based on
events during the XVI-XVIII centuries in
Europe when nations and states were
created and demolished, gold was
turned into numerous armies, and
never ending wars shed oceans

of blood.

Features:

-Huge battles up to 8000 units

-16 rivaling nations with their own distinct
graphics, economics and technical development
-More than 85 real historical large-scale wars
and battles of. XVI-XVIII centuries

-A huge technological hierarchy of more than
300 upgrades

-Unlimited variety of tactical and strategic
~methods of land or sea war against enemies
-Full 3D landscape with real world physics

- “ AUTHENTIC AND VISUALLY

CAPTIVATING...”
-GAMESPOT-

* % % ki

“4 OUT OF 5 STARS!”
-ZD NET-
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GOLDENEYE A dark elf
guard. That's not his face -
he's wearing a golden helmet,
which you could take for your-
self it you have the nerve.

Bethesda Readies Its New Elder Scrolls F{PG—FmaIy by Jeff Green

!ﬂ COMPUTER GAMING WORLD » cgw.gamespol.com m"l

I'M-NOT DEAD VET!

Fighting an Imperial nuanl

outsida one of their
Combat will be simi
DABGERFALL, hut with
greater emphasis

and endurance.

folks at Bethesda know so

much about role-playing,
because they have a tough new role for
themselves right now: the underdog.
Four years ago, things were a lot differ-
ent. DAGGERFALL, the company's
second role-playing game (RPG) in its
epic ELDER SCROLLS series, was a
humongous best seller and easily won
CGW's RPG of the Year award. Ata
time now widely acknowledged as the
genre’s nadir, DAGGERFALL scored big-
time as the only RPG around to appeal
to both the hardcore faithful and the
more mainstream gamers.

But four years is forever in the
gaming world. Because of that,
MORROWIND, its new ELDER SCROLLS
RPG, has its work cut out for it.
DAGGERFALL is just a distant memory
to many, and newer gamers may never
have heard of the series al all. Since
Bethesda's last big RPG, role-playing
has roared back, and all sorts of titles—
the DIABLOs, the FALLOUTS, SYSTEM
SHOCK 2, BALDUR'S GATE 1 and 2, and
EVERQUEST, among others—have
successfully captured gamers' atten-
tion. So now that Bethesda finally has
a sequel to DAGGERFALL well on its
way, two big questions come to mind:
One, does anyone care? And two,
should anyone care?

This Is Our World

The answer to the first question is
Yes, many people care. Like the first
two ELDER SCROLLS games, Arena
(1994) and DAGGERFALL, MORROWIND
is a single-player RPG set in Bethesda's
fantasy world of Tamriel, a world with
the kind of detailed mythology and
backstory that fans of Tolkien, Feist,
and the Forgotten Realms love and
expect. It's a world that lives on
heyond the games now (which also
include the smaller-scale BATTLESPIRE
and REDGUARD), with thousands of
obsessed fans who know more about
Tamriel than the game designers them-
selves; they flood message boards,
write fan fiction, and even post pic-
tures of themselves in Tamrielan garb.

The reason they care, and—to

It‘s a good thing that the

T
GENRE: Role-Playing « RELEASE DATE: 0401
PUBLISHER! DEVELOPER: Bethesda Softwarks
CONTACT: www.bethsoft.com




answer our second cquestion—the
reason you should care, is that the
ELDER SCROLLS series, perhaps more
than any other computer RPG series,
has always encouraged non-linear,
open exploration rather than forcing
you down a fixed path—like an
online RPG, without the lag and the
player-killers. Bethesda has created a
world, through its RPGs, that you can
live in for hundreds of hours at a
time, without the monthly fee.
ARENA, the first game, gave you
the entire world of Tamriel to
explore. DAGGERFALL narrowed the
scope to just two of Tamuriel's eight
provinces, and still gave gamers
somewhere in the neighborhood of
100 hours of gameplay. MORROWIND
narrows the focus down to just one
province—MORROWIND (more specifi-
cally, the volcanic island continent of
Vvardenfell)—but again, this will not
translate into less gaming; it just
means that Bethesda will flesh out
the one region in even greater detail.

“We didn't really like the result of DAGGERFALL,” admitted
project leader Todd Howard. “There were about 20 to 30
hours of good gameplay, but then it began to just be the same
thing over and over again. We went into MORROWIND think-

ing that less is definitely more."”

To avoid that feeling of sameness, Bethesda is eliminating
one of DAGGERFALL's key features: the random location and
NPC generation. Instead, every location and NPC is being
uniquely crafted for the gameworld. To illustrate the change
in scale, Howard said that instead of the roughly 10,000 towns

DOES THIS ARMOR MAKE MY BUTT LOOK BIG?
You'll be ahle to switch to third-persan mode, bul the game is

designed for first-person play.

PREVIEW

.Y

and cities you could have visited in the

previous game, Morrowind will have 30.
Likewise, the game’s dungeons will be of a
fixed number, but all will be hand-crafted.

RENDER ME Concept arl
for the immense city of
Vivee, one the hand-crafted
Incations in MORROWIND.
Gone are DAGGEAFALLS
random localions.

At the time of this writing, Bethesda was still being very
tight-lipped about the main storyline, revealing only this
much: You begin the game by being released from a prison
ship (for what is up to you) onto Vvardenfell, where a "magi-
cal evilness" emanating from the island’s volcano is threaten-
ing the land. You're given your freedom in exchange for
performing certain tasks—but whether you perform them, or

do anything related to the main plot at all—is
up to you. Howard estimated that the “main
story” takes up only ahout 20 to 30 percent
of the game, and that there will be plenty to
do after that storyline is wrapped up. The
world will proceed apace—with certain time-
sensitive side quests—and it will be up to
you to participate or not.

All This, and It's Not DOS-Based

Bethesda started working on MORROWIND
immediately after DAGGERFALL, according to
Howard, with an original intention of getting
it out in 12 to 18 months. But the developers
regrouped as their ambition, especially in
terms of graphics, increased. "We were sick
of RPGs looking ugly," said Howard simply.
“We wanted to push the limits.”

It shows. Although they're being coy about
the engine's origin, we can tell you that it's
a full 3D engine (supporting Direct3D anly),
not related in any way—thank goodness—
to Daggerfall's DOS-hased engine. Howard

e".]mupn!.un * COMPUTER GAMING ‘Millm
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SMELLS LIKE GRAB Concepl arl
and screenshol from the Council walked me through various indoor and out-

it s ot -t T8 oorenvionments,cylng through day
inside of @ prehistoric crab. and night—and it was beautiful. Charac-
ters, items, weaponry, and armor are all
rendered in excuisite detail—if nothing else, we
won't have to say that MORROWIND looks good
“for an RPG." The perspective is still first-person
(though you'll be able to switch to third-person),
and you can play using the [ull screen—the inter-
face is practically transparent. Stats, mnventories,
and other screens will all appear in toggle-able,
resizable windows, so you can have up as much or
as little information as you wish,
As far as that little matter of gameplay goes, it's
too early to tell. Neither the character generation
nor magic systems were in place at the time of my
visit—and the game is still a year away. About char-
acter generation, all Howard would say is that it was
partially inspired by SYSTEM SHOCK 2's opening, in which you make your stal choices in-engine
as the game begins. As in DAGGERFALL, conversation will play a big part in how your character
fits into the world over time—how you treat and talk to other players will come back to haunt you
if you're not careful. You can taunt, intimidate, or even bribe an NPC to get information, for exam-
ple, but that may affect how they and others treat you next lime around, Combat, too, will be
somewhat similar to DAGGERFALL, with a variety of attack styles—though more attention is being
: paid to a weapon's weight and speed. A dagger, for example, will be
MAPQUEST Mean0wIN trins ghice able to mete out, say, 4 points of damage per hit very cuickly, while a

entirely within the ane province = & nar- B
rowing of scope over the last two games. long sword will 1ssue far more damage, but at a much slower rate
of attack.

Plug In, Tune In, Drop Out

Bethesda's ace-in-the-hole for MORROWIND, however, is nothing
within the game, but a tool that will accompany the game: the Elder
Scrolls 3 Construction Set, This tool, which is essentially the same
one being used by Bethesda to create the game, will allow users Lo
create or modify any aspect of the game—and share those creations
(as plug-ins to the main game) with other users. The possibilities
are limitless. You can create quests, characters, objects, monsters,
weapons, buildings, entire towns—anything, really—and stick them
QA into your game or share them with others
DnBI(BI'I'Y Like DAGGERFALL MORROWIND online. In addition, you'll have complete
will have full dayfnight cyoles, as well as variable  CCeSS to tweak the stats of every single
weather, But this time, il aclually look good. item or character in the game—making
things as hard or easy on yourself as you
want (a move, Howard said, that was
inspired by 3DO's HIGH HEAT BASEBALL
tune files, oddly enough). Want 1o make
yourself an unbeatable badass? Go
ahead. Having trouble beating one par-
ticular monster? Give it an attack
strength of zero. “It's your game,” said
Howard. "You can do what you want."”

Thus, though MORROWIND is single-
player only, Bethesda is hoping to build a
thriving online community, a la THE
Sms, where users will go to exchange
files and keep the game alive indefinite-
ly. It's a brilliant idea, and the surest
sign that Bethesda, despite its old-school

roots, is making an RPG that will

D.L.Y. The Elder Scrolls Canstruction Set will matter to 21st-century gamers.

izl

let you create and modify virtually anything, That's the theory, in any case. We'll
which you can import into your game or share revisit the game later this year, as it
Wil Tt gets closer to completion, to see how

well Bethesda is pulling it off. (407

st | ST pe———ry alf o™
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REMEMBER HOW THE WEST WAS WON? |IT WON'T HELP YOU HE RL.

SET IN THE WILDEST DAYS OF THE WILD WEST, America is the only game thiat gives yvou

the means to reshape the landscape of 19th century America with stunnin: woohonicn,

DIGITAL GAMEWARE

For more information about America, visit www.game-america.com o ..
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Unay

f Dreamworks Interactive wants to succeed with its
Iupcoming horror title, it need meet but one challenge: to
be consistent. Consistently scary, consistently frenetic, and

consistently hitting you over the head with unexpected twists,
turns, and frights. Otherwise, Dreamworks might as well forget it—
in the horror genre, four freaky, edge-of-your-seat hours of gameplay
are quickly forgotten if the remaining 20 hours are the same-old,
same-old. Especially in the post-HALF-LIFE world.

So rather than taking the well-worn approach of building a 3D
shooter and turning it into a horror game, the UNDYING team 18
intent upon building the horror game first, then translating the
experience into the first person. To accomplish this, the team
enlisted the aid of Clive Barker, who has played an active role in
developing the game’s narrative, pacing, and cinematic effect.

An example of the horror maven's influence is the decision to
change the main character from the aristocratic Magnus Wollram
to the more down-to-earth Patrick Galloway. Ever the storyteller,
Barker explained to the Dreamworks team that UNDYING would
create a stronger connection between player and character if it
featured an accessible hero, In this way, gamers will sympathize
more with Galloway as he tries to prevent four ghostly siblings {rom
slaying his good friend Jeremiah.

Creature Douhle Feature

Consistency in the horror/action space is crucial in terms of game-
play; unrelenting action that keeps the player off-balance is para-
mount. Realizing this, the design team is avoiding the temptation
to begin the game with frogs, flies, guards, or the usual uninspired
starter enemies. This isn't to say that the game will start at a high

MAMA?. Clive Barker's infliignce fs pervasivay horifle cut-scenes = hoth fong and
shart.< abopnd. £

Enter the mind of Clive Barker
by George Jones

L1 COMPUTER EAMING WORLD » cogw.gamespol.com EIELLER]



Create a Real-Time Strategy to
Rule the World!

SHTHET

. JoWooD

* Preoeductions

N > www.jowood.com
©1999-2001 by JoWood Productions Software AG



PREVIEW ACTION/HORROR

L1 cOMPUTER BAMING WORLD » cyw.gamespot.com EJEITR]

THE TOSSED SALAD MAN Even early on, UNDYING Lhrows some smart, devious, and absoliitel
terrifying monsters at'you. .

level of difficulty. The Howlers—the game's first monsters—are fairly easy to kill. But
they're intelligent, super-creepy, and appear in large enough numbers to make the
first stages of UNDYING quite memorable, and cuite fun. When's the last time you
got to mow down monsters DOOM-style?

The game gets only more intense from here, The monsters get more vicious and
more intelligent; at one point you run into Jemmas, huge golem-like creatures tha
can evade your fire and shoot at you from a distance, then drop their range weapons
and engage in hand-to-hand combat. Amplifying (and personalizing) the monsters’
ferocity are MORTAL KOMBAT-style death cinematics featuring Patrick Galloway
getting sliced, diced, neutered, and eaten, They're violent, to be sure. But they're
also entertaining in a Nightmare on Elm Street sort of way.

UNDYING breaks from typical first-person fare with a weapons and inventory sys-
tem that combines eight standard weapons and 16 magical spells. As you move
through the game, you'll accumulate weapons such as the revolver, spear-gun, and
dynamite...all of which feature alternate-fire modes. But as the game develops, you
also gain access to an inventory of offensive and defensive s cach of which can
be powered up.

The unicque nature of the spells—which serve as one of the game's reward mecha-
nisms—creates some much-neederd variance in the realm of the 3D shooter. Skull
Storm, for instance, summons cackling demon skulls that chatter like Beavis and
Butthead before you launch them at your enemy.

Players will also use their spell inventory to solve various game puzzles that the
designers hope will help create proper pacing for the game. Also key to the experi-
ence is the large number of in-engine cut-scenes: They flesh out UNDYING's story-
line and, under Barker's direction, should amplify the tension,

Amazingly, UNDYING has moved through Electronic Arts' development queue
without the kind of hype or hoopla a title this promising usually receives. Given the
glut of mediocre 3D shooters and the general lack of success in the horror category,
the media spotlight has tended to focus on well-known franchises and seqt
instead of upstart titles such as this one.

All of this may work to UNDYING's advantage, however. After all, surprise is one
of the key ingredients to horror. UNDYING should be out around March 2001, (47

AMBIDEXTROUS COMBAT UNDVING's herv is ambidextrous: He casts spells with his right
hand, and can smite monsters with his left.

GLIVE BARKER'S UNDYING
GENRE: Action/Horror
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In-Game
Screenshot of
Giedi Prime

@Eﬁﬁw
COMING MARERI2

Actual

; ’6 Comma.nd one of 3 unique sides

that fits your style of play, be it
honor. evil or decelt.

Build alliances with any of 5
powerful subgroups to gain
access to amazing new
technologies and units.

Y Do real-time battle on over 4

unique worlds as you plot your
course to the Imperial Throne.

& Create exclting ractical situations

using diverse new units, such as
the towering Kobra cannon and
the hulking Minotaurus war
machine.

Q@ Lead your forces through both
large-scale planetary strategles
and cunning ground-level tactics.

F Plunge into the full 3D universe
of Dune - one of the greatest
science fiction sagas of all time.

*J Wage multiplayer war on the
internet or cooperatively in
campaign mode.

Visit www.westwood.com
for more information.
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Grim Fandango

Y very medium aspires to
—{ be referred to as an Art
A__J Form. Films, prose, visual
experiences—while all of these
have “legitimate” claims to
being considered art, it's hard
to argue the case for games,
Particularly when the majority
of the medium is flled with
pixels hitting and shooting other
P‘i‘l‘l.\' \\'ilh a1 monotonous L'l'.‘]{ll'
palette. That was before GRIM
FANDANGO.,

From the day LucasArts
released ity GRIM FANDANGO
was destined for the CGW Hall
of Fame. The visuals are an

cclectic blend of Mexican folk-
lore, Ed Roth, and Crsalblanca;
no other game manages to suc
cessfully fuse Azrec architecture
with Hitcheock’s visual design.
[ts music is a never-heard-before
blend of Big Band and mariachi.
All of this is fleshed out with a
smart script that brilliantly mixes
in clements of Chinaromn,
Glengarry Glen Ross, and the
Mexican Dav of the Dead. Top

it off with the rock-solid, February 1999

traditional graphic-adventure

gameplay that vereran designer A fascinating plot; beautiful and
Tim Schafer has original art direction; memorable
perfected, and GRIM characters; excellent script and music;

FANDANGO makes a puzzles are generally “just right
o~ “Epic isn't a word normally | or the population at
associated with LucasArts . large, the events

strong supporting

argument for those

who see gaming adventure games. That term A 5 that people knew
as an art form, conjures up images of The Ten would change history were

Commandments or Lawrence | Wl | the: nation of J.F.K.
of Arabia, but not of, say, THE a3 | | and the fall of the Berlin
CURSE OF MONKEY ISLAND or i : . Wall. For gamers, it was
FULL THROTTLE. Yet, Tim Schafer's Py seeing DOOM. In one
true work of newest adventure game, GRIM | ' ! brief moment—walking
digital art didn™t FANDANGO, fits the criteria | L down a corridor with our
succeed on the money- quite well” E “head” bobbing naturally,
making level. ~ reviewed by Thierry Nguyen

As with
BATTLEZONE and
SANITARIUAL it's
a shame that this

mmuliﬂ GAMING WORLD » cgn,namupul.r.w




Half-Life

ce, here's a surprise, huh? The fact is, the CGW editors knew that HALE-LIFE would
end up n the Hall of Fame probably a day after the game shipped two vears ago.

Because all vou have to do is boot it up and play through the brilliant and frightening

lrl

opening seene to know you are dealing with something rare and special.
Incredibly, Valve Software had never made a game before, and none of us saw it coming,

But HALE-LIFE'S release was one of those watershed moments in computer gaming, immedi-

ately shaming every other first-person shooter in existence, sending other developers into a

panic and back to the drawing board, and becoming the benchmark for the genre ever since.

HALF-LIFE had it all: a fantastic storvline, intense gameplay, outstanding level design,

genuinely scary monsters,
excellent Al and robust
multiplayer support that
helped create a still-thriving
community of mapmakers
and mod-makers, HALF-
LIFE, simply put, is one of
the greatest picces of inter-
ACTIVE entertainment ever
made, and a must-own title

ﬁll every -'_HI]'lPII[L‘I 1:,.1II‘I&.'I'.

February 1999

Awesome storyline;
intense, nonstop action;

scary monsters, super creeps; atmaspheric music and sound effects;

inventive level design and weaponry.

“HALF-LIFE is not just one of the best games of the year. It's one of
the best games of any year, an instant classic that is miles better
than any of its immediate competitors” — reviewed by Jeff Green

hearing an Imp snort nearby—we knew our
lives had changed. Forever.

DOOM was the product of a small group
of developers at id Software, but we all
know who created the underlying technolo-
gy. John Carmack’s reputation as a program-
ming, wunderkind was founded the moment
DOOM went live (and subsequently crashed
several servers due to overwhelming
demand), This is all the more remarkable
considering that most of his programming
knowledge was self-taught.

But Carmack didn’t just create
games, he created an entirely new gaming
genre. The world had never scen a fast-
paced first-person shooter before
WOLEENSTEIN 3-D. Gamers had never
experienced a multiplayer deathmatch before
DOOM. QUAKE marked the dawn of the
3D era. These games defined first-person
gaming for years, and it wasn’c untl HALF-
LIFE came along in 1998 and UNREAL
TOURNAMENT in 1999 thar anyone
seriously challenged id’s dominance in
the genre.

Ever pushing the boundaries, Carmack’s

networking code in QUAKE enabled

action gamers to go head to head on the
Internet for the first ime, Quakeworld—a
free add-on from id—made ir casier to find
opponents online, and helped pave the way
for host sites like Gamespy and BattleNet, as
well as multiplayer frag fests like TEAM
FORTRESS CLASSIC and
COUNTERSTRIKE, QUAKE clans sprang up
all over the world, followed by regional
gaming tournaments and QuakeCon, which
draws thousands of gamers to an annual
competition in Dallas.

All of this would not be possible, or
would exist in a far different form, were it
not for John Carmack’s rapacious intel-
lect, programming genius, and dedication,
His views on technical openness, and carly

support of game mods and open source
code have had far-reaching affects on
the industry.

For the enormous influence he has had on

computer gaming and his continuing com-
mitment to advance the state of the art, we
proudly induct id owner and lead program-

The CGW
Hall of Fame

People
Sid Meier, Game Designer
Dani Bunten Berry, Game Designer

Games
Alone in the Dark {I-Mation, 18%2)
The Bard's Tale (EA 1885)
Battle Chess (nierplzy,1388)
Battleground series (falonSaft. 1995-present)
Betrayal at Krondor (Dynamiy15%3)
Chessmaster (Software Toohworks, 1966)
Civilization (HicroProse, 1991)
Command & Conguer (VirginWestwood Studias, 1985)
Crusader: No Remorse ({igin, 193
Day of the Tentacle (lucashris, 1983
Diablo (Blizan, 1857)
DOOM (id Software, 1333)
Dungeon Master (FIL Ssftware, 1887)
Earl Weaver Basehall (EA 1366)
Empire (laferstel, 1978)
F-19 Stealth Fighter (MicroProse, 1988)
Falcon 3.0 (Specirum HoloByle, 1891)
Fallout (Interplay, 1397)
Front Page Sports: Foaothall Pro (Dyamic, 16%)
Gettyshurg: The Turning Point (S5, 1986)
Gunship (WicroPrase, 1985)
Harpoon (360 Pacific, 1959) |
Heroes of Might & Magic 11 (New World Computing, 1397)
Kampfgruppe (851, 1935)
King's Quest V (Sizra On-Lie, 1890)
Lemmings (Psyprosis, 1331)
Links 386 Pro (Access Softwere, 19%2)
M-1 Tank Platoon (MicroProse, 1089)
Master of Magic (MicroProse, 1934)
Master of Orion (MicroProse, 10%3)
Mech Brigade (55}, 185)
MechWarrior 2 (Actiisien, 1333)
Might & Magic (New Warld Computing, 1986)
M.UL.LE. (EA 1383)
Myth (Bungie, 1997)
Panzer General (55, 198
Pirates! (MicroProse, 1887)

Quake (id Soflware, 1935)
Railroad Tycoon (MicroPrese, 1390)
Red Baron ([ynamix, 1930)

The Secret of Monkey Island (Lucashds, 1890)
SimCity (Maxis, 1387)
StarCraft (Blizzard, 1358)
Starflight (A, 1988)

Tetris (Spectum Holobyte,1968)

Their Finest Hour (Lucashrs, 1389)
TIE Fighter (lucashrs, 1934)

Tomh Raider (Eids, 13%)
Uttima 1 (0rigin Systeme, 1883)
Ultima IV (0rigin Systems, 1385)
Uitima VI (0rigin Systems, 1990)

Ultima Underworld (Origin Systems, 1892)
War in Russia (§5]. 1534
WarCraft I (Blizard, 1836)
Wasteland (lnlerply, 1386)

Wing Commander ((rigia Systems, 1950)
Wing Commander 11 (0rigin Systems, 1391)
Wing Commander 1 (Origin Systems, 1984)

Wizardry (Sir-Tech, 1881)
Wolfenstein 3-D (i Software, 1992 !
X-COM (MicroProsz, 1834) i
You Don't Know Jack (Berkeley Systems, 1396)
Zork (infocom, 1981)

HELRNcqgw.qamespot.com « COMPUTER GAMING Wﬂﬁlln




BycastingWackSoRnENEG]
Jifii JJJJ ; IEYONJME

ERCIEALEBIIEN 101/ 0f
HIEStANLEEIEra Ny LE0rgERNES ]
ﬁ*’ )4 3 _'_ i e _:m____ fi

m».uuun GAMING WORLD » cgw.gamespot.com EHEITR]




Itimately, we react rather than act. Even in
“computer games, this holds true. Case in
point: The world grows more complicated
~and technical; we respond by reaching back to far

/simpler themes. Not surprisingly, comics and
superheroes have come to the rescue by popping
hack into the mainstream: Batman and the X-Men
movies, Spiderman and Superman films in the
works, and rumors about the Fantastic Four and
the Sub-Mariner, of all people.

Finally, after several aborted attempts, computer
games will pay homage to one of the most popular
entertainment forms around with Irrational Enter-
tainment’s FREEDOM FORCE, coming in November
from Crave.

It's ahiout time.

(.
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Riddle NMe This
. When FREEDOM FORCE dehuts late next year, it
will be the first PG superhero game released in
some, Ml years, excluding the slew of uninspired
side-scrlling platform games in the mid-1990's.
This kind of gap is unthinkahle—shouldn’t gaming
and comics he the perfect fit?

Yes, hut consider two things. First, comic prop-
erties are on fire right now. They weren't always,
particularly in the late 80’s and early 90's, when
they hecame overly complicated, hard-to-follow
soap operas. Second, up until now, the technology
hasn'’t really existed to allow the kind of over-the-
top visual effects gamers would expect from a
superhero game.

FYEY TR Bcow samesool.co



At the core of Trrational’s ambitious project lies the same powerful
engine that designers Nick and Julian Gollop (X-COM) chose for
Bethesda’s upcoming DREAMLAND CHRONI title. In addition
to making for beautiful graphics, this engine allows for tully movable
and destructible environments. FREEDOM FORCE is a mission-based
game inspired by X-COM, albeit with a unique
twist: This
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IT'S NOT AS 500D AS RAID, BUTT

HIGH IN THE AIR, MANBOT?
FIRES HIS'ENERGY-WEAPONS

oy experience is set in a world similar to the 60 Marvel uni-

verse, one of the golden eras of comics, Consider FREEDOM FORCE

an homage o the Stan Lee and Ja ra ol Marvel. From the

simplistic color paletres 1o the maivere of the superheroes 1o the
obsessive mania of the game’s supervil-
lains, this experience is all abour cap-
turing the styling and auitudes of the
60°s comic books and turning it into
a story-based interactive experience.

Meanwhile...
The homage starts with the game's




lonk and fiel, which instantly recalls the early work of Jack Kirby and
Stan Lee in The Avengers, Iron Man, and ‘Tales of Suspense. Even when
they’re rendered in 3D cur-scenes, the graphics in FREEDOM FORCE
appear straight out of the comic pages from the early days of Marvel,
The characters are simply drawn, and their faces lack intricate details,
This facial abstraction, as Trrational Games® General Manager Ken
Levine points out, allows gamers to imbue the characters with more of
their own imagination. Scott MeCloud wholchcartedly supports this
notion in his all-encompassing 1995 treatise, Understanding Comics, a
book the FREEDOM FORCE team repeatedly refers to when discussing
the game.

Along, these lines, the characters’ backgrounds and lives are also linear
and simple, In keeping with the retro feel, the good guys are clearly
right, and the bad guys arc obviously evil. But in keeping with carly
Marvel tones, while their motivations are typically unidimensional, each
character does possess some emotional complexity. Some are haunted by
their past. Some get along with some heroes, but not others. Some even
have sidekicks who make like the Wonder Twins and create more trou-
ble than help. Part of vour job in the game is to identify who works
better with whom, in which situations, and against which villains. If
Trrational is smart, the game will even give some heroes phobias of cer-
tain enemics—this can add some interesting meta-aspects to the game.

BLASTH!I MISSED HIM AGAIN. LOOKS LIKE NEW YORK'S
FINEST WILL BE WORKING OVERTIME TONIGHT!

As it is, the roster of heroes in FREEDOM FORCE, which changes
over time, is clearly influenced and informed by some of Marvel's classic
do-gooders. Minure Man is clearly a goody-goody Captain America
type, who will even have his own Rick Jones—style sidekick. Manbot
conjures up shades of Tron Man. Law and Order immediately call to
mind Cloak and Dagger, two of Marvel’s more intricate characters. Parr
of the game's reward mechanism is that as you play further into the
game, you gain access to more and more heroes...as well as different
heroes™ histories,

The game unravels a key mystery. All over New York, ordinary peo-
ple, including the game’s main characters, are turning into superherocs
and supervillains. Why is it happening? Whe’s causing i And how do
vou stop them?

Come and Get It!

The action in FREEDOM FORCE plays out a lot like X-COM. As
various wannabe world conquerors attack the planet, you scramble to
assemble teams of superheroes to take them on. Onee you intercept the
supervillaing, you enter combat mode—the core of the game.

Much like the recent FINAL FANTASY games, combat is phased real
time, meaning that each character has a certain amount of time for you
to give him or her orders. The characters” action points determine the
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A3 you progress through the game, you'll ae
Fn E E nn M Fn n cE Ass EM BI"E! of heroes :ll'lii:l?gil‘l lo uu]u:.'k each eharach

What Diabolical
Scheme Is
Afoot Here?

Believe it or not, only one superhero
game (that wasn't by Acclaim) has
made it to the PC in the last 10 years.
Here are some noticeahle non-starts
that promised much, but ultimately
delivered nothing at all.

Champions (Hero Software) — Debuting
on the cover of the April 1992 issue of
Computer Gaming World, it promised to
“focus on the psy-

chological drama
and story elements
of the graphic sto-
rytelling art found
in comic books."
oz Ironically, that arti-
number of moves and attacks they can perform in a “turn,” as well as how fast they perform cle featured a
them. 3:» you iss}[c a cmfum.md the game pauses ':'.uufn‘l.nicnlh'. then resumes co'mlm when sidebar on the
vou're finished. The designers are hoping that this will keep the plaver from being over- < i H
whelmed. Unfortunately, it could also slow down and weaken the thrill of combat. sparse h'S‘Uﬁ' of comic book-oriented
In true comic style, heroes can fly, make ,upu!L aps, even throw cars and buses at cach computer games.

other. Also in homage to the old- school comics, some enemy characters will let vou know

what they're going to do before they do it So an enemy might announce his intentions to Indestructibles {Bu[lfmg} — One of Peter
i with a car, leaving yvou time (if vou stashed some action points) to dodge the attack.

During combat, heroes can be knocked down, stunned, knocked unconscious, or get thrown Mﬂl}'“l‘-ﬂlﬂ('s brainchilds. A handful of
into—and wlly destroy—buildings. journalists were able to get a glimpse at

Much ki JOM, a big part of the action consists of achieving mission objectives, In one the 1995 Electronic Entertainment E“pu.
mission, for example, you have to save the city from giant ants. But vou also have to make sure We saw a MAGIC CARPET-based engine
that no innocent bystanders and police officers are hurt.

The real wild card in FREEDOM FORCE is how well Irrational is able to load what could be and heard Peter talk about heroes W!‘ID
fairly straightforward gaming action with the over-the-top attitude and style of classic comics. could heave lelephone poles and build-
Destroyable environments, characters announcing their attacks, and even being able to select ings at each other. When Molyneaux left
insults to hurl at each other definitely represents a step in the right direction. The game's settings BU!"I‘UQ, the game did, too. Gamers can

ECENT FINAL unl@r pray that a:fler BLACK & WHITE, he
ANTASY GAMES/COMBAT, .~ Tevisils the project.
“TS A BLENB' oF REAL- EME
AND TURN- BA G Agents of Justice (Microprose) — Put
7 - simply, it was superheroes meets
X-COM. When MicroProse started
fading, ADJ left the building, much to
many gamers’ dismay.

The single game released? Legend's
SUPERHERO LEAGUE OF HOBOKEN, by
legendary adventure
game designer Steve
Meretzky. The game
received high praise in
the October 1994 issue
of CGW.
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also add 1o the overall vibe: Missions will take
place ar the Empire State Building, Central Park,
and Liberty Island. Bur this strategy game will
need a lot more along these lines to fully caprure
that particular vibe of fast-paced action, humor,
and tension comics fans remember so well.
Close-up reaction shots of bystanders and villains
during combat, plot-advancing scripted events
mid-mission, and interweaving and overlapping
missions will ensure that the game maintains a
steady, intriguing pace.

Choose Your Own Comics

One of the instantly noticeable absences in
FREEDOM FORCE is the lack of any official
comic license whatsoever. Levine explains this
away with the argument that a license ultimately
proves creatively and financially restrictive. He's
rght—given how modernized and loaded with
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makes fora rather diso

history most superheroes are these days,
using the N-Men or the Fanrastic Four would
prove tricky. Still, a Marvel license would
have undoubtedly given the game some
CXIF CXpOsure.

It's probably betrer this way, though, because
gamers will be able to personalize these charac-
ters. We'll also be able to ereate our own, or re-
create our favorite superheroes and villains using
FREEDOM FORCE's character and mission
designer in conjunction with multiplayer action,
Imagine re-creating Marvel’s Secrer Wars series
with vour friends—you’ll even be able to ser
specific goals within the missions you design.

One touch many old-school comic fans would
appreciate is a Marvel Team Up of sorts, If the
designers could generate random missions using,
random teams of heroes, it would extend the life
of FREEDOM FORCE in a big way. How about

rienting social climate.
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Retro Nouveau

All of Trrational’s ideas, while promising,
underscore one very big reason why comic-
themed games haven’t been developed up until
now. Building such a game is incredibly chal-
lenging, as vou have to successfully balance
several diverse elements. You have to nail down
the gameplay, which is decidedly conerete, while
at the same time capture the proper tone, look,
and feel of comic books—which by their very
pancl-oriented nature, are abstract. FREEDOM
FORCE /s to ger its arms around something
many computer games can’t: an engaging,
wisting storyline. At the same time, it can’t let
the action ger redundant. And it has to honor
an era and a genre whose time is past, while at
the same time spoofing it and crearing tension
and excitement. Otherwise, it won’t be a comie
book game, just a game with a comic book
theme. There's a big difference.

A big part of the last decade involved retro
and nostalgia. The newfound appeal of comics
is an extension of the desire to reminisce about
simpler times by embracing the past and
making it new. When we were young,

a pair of new sneakers could make us run faster
and jump higher; we compensate by buying
S140 Nikes with real springs. Likewise, we
compensate for the simpler pleasures of the
comic books of yesteryear with computer
games. In many ways, FREEDOM FORCE
completes the circle.

‘nuft said, (47
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here are many monsters to
choose from. But the three

Dragon-Thwacker
B If you haven't yet, check oul last month's issue for a primer on what protective spells
you should set before battle. No matter which dragon you fight, you'll need all the
help/boost you can get. Depending on the dragon, a Protection spell would be useful also;
red calls for fire, black calls for acid, and silver calls for cald.

With one exception, you
always get the initiative. Only
one dragon will attack you
first: the others will attack
only after you've insulted
them, or they'll wait for you to
altack first. Use this: Place
your melee attackers around
the dragon while it's still non-
hostile. Not only will you get
to deal the first blow, but
you'll also minimize the dam-
age from the powerful Wing
Buffet attack, as it'll first have
to physically turn to face

= someone, and it'll probably
hit only one person instead of your entire party, since you're spread out.

While the fighters pound on the dragon, the mages can use a few Lower
Resistances, and then follow up with direct-damage spells such as Magic
Missile. Or, if you're feeling lucky, you can try casting an instant-death spell
(like Finger Of Death) and hope that the dragon fails the saving throw.

that cause the most
headaches are the dragons, the
mind flayvers, and the liches.
Vampires may be pretty bad, but
once you know about things like
Negative Plane Protection and
weapons with bonus against
undead, you're fine. Beholders just
need either strong magic resis-
tances, or someone wearing a
Cloak Of Mirroring. Those other
monsters, though, require specific
tactics. Learn and love these tips,
and you’ll be able to take down
monsters that make most “heroes”
flinch uncontrollably.

FAIR FIGHT Gel the drop on
a tragon by surrounding it
while it stil thinks you just
want to talk to il

Flaying of the Mind

W Tllithids (ak.a. Mind Flayers) seem
to be grossly unfair, as not only do
they instantly confuse and dominate
you with their psionic blasts, bur they
also can “suck your brains.” Meaning
thatif they physically hit you, you have
about two turns before you suddenly
collapse dead, unless you kill them.,

5:&2:&25 f,‘:; lh':gs Fortunately, two' things will help
with chaotic you prevail: strong fighters, and' the

Lick the Lich

M Liches are the ultimate spell-
casters. They're also undead, First,
send a "sacrificial lamb” (a fighter
buffed up to the max with spells
and items to hoost magic resis-

priest  spell Chaotic - Command,
Chaotic Command grants complere
immunity to any mind effects an
enemy will throw at you. You'll know

cammants equal
mind-flayer mashers.

{the Undead Hunter kit works

about eyery illithid encounter ahead
of time, so make sure to memorize a
few of these. The best thing to do is
buff up your toughest fighters, cast
this spell on them, and let "em tear
the illichids aparr, With their psionic
blasts nullified, illithids can’c really
stand up toa burly fighter-type smack-
ing them repeatedly with a weapon,
and even if one does manage to start
the brain-sucking process, your fight-
ers” melee-mighr should kill it before it
sucks you dry.

tance/saving throws) to ahsorb the
initial spell attack (usually Time
Stop followed by several death
spells). Then, have your mages tear
down the lich’s magical defenses
and let your fighters pound on it. If
you happen to wield the Daystar
longsword, use its Sunray ability.
For the one demilich, you're
going to have to pray. The design-
ers at Bioware recommend
sending in a buffed-up paladin

best) wielding the Holy Avenger.
I'd also recommend casting the
level-five spell Immunity, and
specifying “Abjuration” to counter
the Imprisonment spell, Without a
paladin, you'll need either +5
weapons to even hit the demilich,
or several Lower Resistances
followed hy some diract damage
spells (Melt's Minute Meteors
works well) to take it down.

SUNNY DEADLIGHT Try either the
piest spell Sunvay or Daystar's
Sunray ahiity to weaken, ar
perhaps ouliight destray, 2 lich,




hile RED ALERT 2
has shifted and tuned
the game balance from
carlier COMMAND & CONQUER
titles, these strategies remain
timeless.
BUILD ORDER
B What to build first? A War Factory or
another Refinery? Many RAZ2 players
have a religiously codified build order
they follow for maximum efficiency, and
while few can agree on the single best
formula, here's a good place to start:
s POWeEr Plant
v Barracks
..Refinery
..War Factory (+2 Harvesters)
..Airport/ Radar
wennePOWeEr Plant
wennenREfinery
...Battle Lab
On a water map, you may want to build
a Shipyard before you go for the Battle
Lab, since it's nearly impossible to do
so later on if your opponent gains sea
superiorily.

WINNING STRATEGIES

AIRSTRIKE TACTICS

M In all cases, air attacks become much less

cffective once you lose the clement of surprise

and your opponent begins building serious
anti-air. For this reason, keep vour air units
well to the back of your base, hopefully out
of radar sight, until you've built up an over-
whelming force—for the Allies, this means
cight or more jets; for the Soviets, four or
more Kirovs. Then make sure vou take out
the Construction Yard with vour first sortie,
ar vou can expect a storm of flak on vour
next flyover.

T 0 10 w0 o gemeo. e B

Tips for Multiplayer Mayhem by Jason Kapalka

IT'S THE ECONOMY, STUPID
B A lack of money will cripple even the most brilliant general, Thc key is to ger a good
constant income without leaving yourself open to an early assault by bulldmg too many
Harvesters. To this end, most players favor building at least two Ore Refineries fairly Larly
on; if your only Refinery gets destroyed, you can easily end up in a bind where you have
to sell lots of other buildings to get the cash needed to rebuild it

As for Harvesters, a ratio of 2.5 for every Refinery seems to work well—that is, with
two Refineries, you should have five Harvesters out gathering resources. If your opponent
tend to “turtle” (build massive base defenses), you may be better off attacking their
Harvesters than making a full frontal assault. Onee their income is shut down; you can
overwhelm them with sheer numbers. Similarly, if you’re up against someone who preys
on Harvs, be sure to make extras and escort any Harvs heading into dangerous territory. y

%

.7

COMBINED ARMS

A force of muitiple Prism Tanks with IFVs for air support
makes for a deadly combo.

TIME TRUCKERS

M Allied players fond of Chrono Legionnaires may find it more
useful to put them into IFVs than to let them run about on
foot. Thaugh they lose the ability to teleport while in an IFV,
they become much tougher, and their weapon increases in
effectiveness. Moreover, they can now maneuver around with-
out the period of vulnerability their regular teleport entails.

PARATROOPS FOR PENNY-PINCHERS

M When they're selecting their country in multiplayer, Allied
gamers who aren't planning on'mounting massive air-
strikes with the Korean Black Eagles should usually go for
America, with its paratrooper assault. Even if you can't use
them totake aut lightly'defended enemy structures, it's still
$1,600 worth of free infantry every few minttes, Defensive
players may prefer the-French Grand Cannon, but it's
generally less effective than a network of 'two or three
Prism Towers.

HOT SHOTS ;
Soviet V2s are best. B
used at a distance on
stationary targels

Iike buildings.

CHRONO IVAN

W It's very hard to get this super-glite/Soviet unit; making it maore of an 1 Easter agg
than a viable strategy, but it's still pretty cool. You'll need to mind-control an Allied
Spy using Yuri, then send the Spy into your opponent's Tech Center. You'll then be
able to build the expensive Chrono Ivan unit, which sets time bombs like the regular
Ivans, but has'the added ability of being able to teleport anywhere on the map.
Needless to say, this can wreak havoc on undefandad basé interiors or fields of
unescorted Harvesters.




M You can't kill everyone you see while you're sneak-

ing into the facility in the third level of “Trouble in the

Tropics," but you can menace them. A few kar

chops to those pesky alarm-sounding s

leave them literally cowering in fear for the duration

of the level — they'll never hit the klaxon and you can

move by them ireely.

M Just because you can't blow you

mean you can't blow away bad gu can pre-

vent ala nd clear out rooms by parking yourself

in front of the alarm pads and mowing down guards

that try to trigger the alarm behind you. Just make

sure you and the resulting corpses aren't in front of

a camera.

B Sniper rifles are greal tools for scouting oul areas

ahead of you. If you do this a lot, make sure not to

fire your last bullet, or the scope will be disabled.

M Kicking Armstrong's arse is tough, but not imposs B

ble. Time your blows to hit just after he throws an top of his head and smack away — he won't be able
ut, and jump into the air right before he to lay a hand on you.

Barking Dog Tells You How to Beat Mission 7

Save all the refugees without losing a single ship!

B The Beast Cruisa Missiles will come in four waves; each one Recons across the level, Soon, you'll see the flight path the
larger than the last, and the last two escorted by Interceptors, convoy ships are on, as they pass from slipgate to slipgate. Drive
The best way to save the refugees is to see as much of the area  your command ship in a straight intercept to this flight line while
as possible, while fielding as many fighters as your support limit building at least 30 Acolytes and 21 Recons.
will allow. If you have lots of resources, dock your workers and Separate the Acolytes into attack groups of five each, the
keep them inside. Ramming Frigates are useless here. So while Recons into groups of seven. These flight groups will act as your
Hive Frigates can be micromanaged effectively for long-range interceptor wings: Position them near the edges of the level, half
intercepts, your best bet is to retire the low- high and half low, with more
experience ones and keep the skilled captains - groups positioned towards
close to the Kuun-Lan, set to Aggressive. B the slipgates. Leave only one

To save all the refugee ships, you'll need six to group guarding the side you
eight Recons, spread around the edge of the entered from, as you will
level, to give yourself maximum targeting and have plenty of time to inter-
interception time on the incoming Cruise Missiles. cept any group that comes in
As soon as the mission starts, spread these on that attack vector. While
the Recon groups have less
firepower, they can get
somewhere in a hurry, and
you should use them for
emergency interceptors.

If you do this, the first two

raves should be relatively
easy to deal with = but do
not let your interceptor wings get pulled too far out of their
initial guard positions, as the 3rd and 4th waves of Missiles
are the most dangerous. The key to surviving these two
waves is precise use of the Sensors Manager to distinguish
Beast Escorts from the Cruise Missiles. The Missiles will
continue to be the real threat, so ignore the escorts until
the Cruise Missiles have been destroyed. The most danger-
ous attacks will come from the general area of the exit slip-
gate, so station three or four interceptor wings in the area.
If you have any Sentinels, they should be set on Aggressive
.and stationed here.
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H Use tunnels to make drops more
exciting. A steep drop into a narrow
tunnel can be much more thrilling
than the same drop out in the open
air. This applies to flumes as well as
to coasters.

B Carefully combining two or more
rides into the same area of land adds
excitement to both rides. Look for

: ways to intertwine attractions.
Build foatpaths close o rides, or even better, 2 bridge across

the ricke at an exciting point. This gives strolfing guests an up-
clase look at the ride in action, which may entice them onto "
the ride. while they’re on another. Run a log

flume through the vertical loop of a
roller coaster - imagine the log
flume riders' surprise when the roller
coaster train roars through the loop
and over their heads!

Try to surprise the riders. This wild-mouse-siyle coaster

H Let the guests see other rides emerges from the dark twnnel at high speed, rounds a 180-
degres biend in the bright sunlight, then plnges back into
darkness. That's exciting.

| e ‘,“‘, RN H Use the gentle rides, like monorail

-3-:'5' and miniature railway, to allow

LR B L s R people to see the best bits of the
park. This will make the ride more
exciting and will also entice them

; 2 onto the more thrilling rides later.
With some roller coaster types, careful use of the "head-

chopper” Musion can spice up the ride. While this single-rail
coaster has plenty of clearance, it doesn'l seem thal way to
the guests.

Clever use of theme and scenery can make even the most
mundane ride exciting. This hasic car ride is enhancad by the
use of scenery, theme, variation in height, and tunnels.

M In every multiplayer game, assign an element
leader to each team for better coordination and
supervision during team movement. The rest of
the players should concentrate on searching and
providing cover.

There are two modes for room clearing: Stealth and
Dynamic. Using Stealth Mode, a team stops at the
door and stands ready. The first member of the team
begins slicing the pie to search the room for sus-
pects and/or hostages. Use the optiwand if needed.
After the search, the assaulters step into the room,
with the second and subsequent assaulters moving

into the room in a button-hook fashion; peeling off left 12

and right. Always have the rear assaulter "checking
their six" (rear). Players should use the "Copy" and
“Clear" keys for team communication,

For Dynamic Mode, the Point of Entry (POE) is the
point at which room clearing requires “Breach, Bang,
and Clear" The team quickly assembles in a stack at
the POE, where the first player checks for locked doors. If the entry point
requires an explosive breach to enter, the second assaulter moves lo one
side of the opening, while the rest of the team stacks on the other side.
The second assaulter then breaches the door. Once breached, the first
assaulter quickly tosses an NFD (flashbang) into the room, waits two
seconds after detonation, then moves into the room - followed by the rest
of the team, each splitting right or left and covering their Point of View.

TALK IT OUT
This element just took out
some bad guys while rescu-
ing hostages. Unfortunately,
now the element is out of
sync, milling around while
trying to figure out which
of the multiple directions
they need ta search and
clear next. To avoid this
canfusion, players should
assign chat-key commands
and/or use voice communi-
cation software to maintain
communication and
operational tempo,




TO WHICH GOD WILL YOU
MAXE YOURS(
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offers the power of destruction
and carnage.

suﬁ(ermg | ﬂourlsh Nattv}aou’c cq"‘_ ict, %
without me to hate, who woud have‘*—w-ca_---
themselves just! Only a fool would seek conter
peace and tranquility. "

Make a Sacriﬁce secure your v1c‘cory your
God feeds well.




" Make your Sacrfie.




THE ULTIMATES @ &rifrc e

The HO[\/ War is over. : "”_"” [ B

The Demons of Gologotha have been banished, yet the t S &f _Q'T ' C&
cost has been terriblyiigh. The Creator, God of the Fyllid, | oo, LN |
has been defeated and the faith of the people has bequn to | ke T

wane. Petty squabbles among the five remaining Gods has
caused the Kmd to split into ﬁve mystical territories - each
at war with one another. Into this divided land steps 3
wizard, a man haunted by his past, whose choices will shape
the future. Which God will he choose? Will he sacrifice
himself to change this world for the better, or will what

temains of this world be sactificed for one God's alone? | 8l = [
“Bast PC Game of the Show.” &WZ«MEQNW
— ECT52000 |

96 out of 100. “1t's worth every penny to pick up... Seriously, this is a game of the year
-waiting to happen and | highly recommend i€ = = =
-- Game Addicts R

“Shiny.is poised to dosome setious damage to the conventional wisdom of whatan RTS s to be.
Sactifice rewrites the rulesand promises to be 4 huge hit.” .
~— Gamers Pulse

Undoubtedlythis is my choice for the ﬁmfegy.-game of the year for 2000.”
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~~ PC Monkey.com

“An average user will be flinging spells and desecrating alters in minutes.”
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To sum it all up, this is 3 great game!”
— Gamers Ed.com

"l can‘t imagine a better game coming out this year...”
-— Jéster.com '
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B While time and money make it relatively easy to improve room scores through-
out your home, even the most contented Sims have their room ratings plummet
whenever they enter the bathroom. Why? Sims like rooms that are large, well lit,
and complicated (i.e., not big squares). Since most players would rather buy stere-
os and pinball machines for their game rooms instead of dumping high-end light-
ing and art into enormous bathrooms, their scores suffer.

But there is a quick fix-the severed head. Drop a human head in a jar right
across from the toilet, have your Sims gaze upon it, and you'll never dread poopy-
time again,

i
Fou Ways to Beat the Toughest Missions

he Nuclear Detente mission is fairly challénging, p ]
larly at the higher difficulty levels; it's hard enough just
getting your arms around the Empire vou’ve inherited,
let alone meeting the game’s victory conditions. Here are four
 different ways to win: 5 i d i

SPIES

M You're going to need 16 Spies (at least) to successfully investigate
every city's launch codes. Send them in non-stacked groups of two —
in order to get every one of them in. Because the launch codes in the
scenario reset every six turns, don't move one in until you've gotten all
of them in position.

"NUCLEAR SUB DESTRUCTION
B This method is friggin' hard, particularly since you have to explore
the map first just to discover all the Vendikari subs. Negotiate with
the Vendikari to obtain & map of their empire, even if it means giving
up gold (but not nukes). Your best bet is to build a powerful Navy by
stacking ships up. Remember, you have to destroy all the subsin
one turn, or you'll probably lose the game.

One other note: No matter what path you pursue, don’t.-forget. =
about the Kariss ~ if you can ally with them and persuade them
‘to harass the Vendikari, you'll make your life a lot easier.

- B LhNcow.gamespot.com » COMPUTER GAMINE wunun




Apocrypha: Shiny’s Unrevesled Creatures by Tom Chick

t first glance, these tactics may seem like

no-brainers. But since these critters aren’t

covered in the game manual, even the most
accomplished wizard will benefit from studying the
following breakdown.

B Flying units are important in the initial race to grab neutral souls,
because they're so fast. But since they're also frail, it's rarely a good
idea to send them into battle without other troops supporting them.
Since Stratos' Frostwolves have the special ability of Speed, his a®
wizards can assemble a group of Frostwolves and flying Brainiacs for 4 I
fast early rushes that won't crumble under a missile attack. . . e
Stratos! undocumented creatures are the Yeti, a powerful melee i STOMP \Ja
fighter; and the Silverback, a frost-breathing bear/dragon with an area: effect freezmg Jabherwocky
attack. The Silverback's Spaed ability can move it across the map faster than any of the other I8 i U 30
puweﬁul |_|r||ls‘ A H'.il”ll]'.[ilkf!.

WALK IT OFF, SOLDIER Persephane’s Drapon has } )| 2 e i
o breath bad enough o raise the dead. 1 L 1 "‘ hey 5 i f‘iﬂ?{;i

. 4 :
A em—— | FIREWALK WITH ME The Waimznger
v gun, will iyl will decimate, foo.

Pyro :
M Pyro's Warmonger is ane of the best missile units in the game because if
; doesn't miss, its shcts are instantaneous, and it has a high rate of fire. The
; Warmonger can use its Firewalk to lay an : 'mhush or ta teleport out of harm's
E Pyro s Phoenix is ‘also an excellent: rmss:le unit, because its bsams are
~ powerful'and have such a lcmg reach. :

2y Charnel

i Charnel's units are good for hit-and-run
attacks, since many of them cause poison dam-
age that continues over time and prevents healing.  makes the Styx more powerful, but it's also a good

Attack, and pull back for a little bit to minimize way to keep your souls out of the enemy's hands,
gg;:lﬁlsjfﬁ i casualties and to let the damage on your enemy if you can't get close enough to retrieve them. The
s muqhaznnuuh o build up. Hellmouth is Charnel's most powerful unit. With a
an emply stomiach; Charnel's ultimate (and undocumented) crea- few souls in its belly, it can take on any other
fll it up with souls, tures are the soul-eating Hellmouth and Styx. The single unit in the game. Beware that soul ealing is
and it's practically latter is a ranged attacker who throws bombs and a one-way street: Eaten souls are lost forever,

UsioupRble can eat friendly souls from a distance. Eating souls  since you won't get them back if the creature dies.

mlﬂﬂliﬂ EAMINE WORLD « :lw.unzlpul.:umm
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icrosoft’s spiffy COMBAT FLIGHT SIMULATOR 2 can be pretty tough, especially in some of the larger missions.
Here are a few hints for surviving to fight another day.

H If you're flying an American fighter, never
ever try to out-turn the Japanese Zeros -
it's sure suicide.

Instead, since most U.S. fighters (except
the F4F-4) have significantly more power
than either of the Zero variants, use “zoom
and boom. Zoom in, try to rake the enemy,
then zoom away = this will compensate for
your lack of nimbleness. Conversely, if you
are flying a Zero or George, try to get into a
turning duel,

(

.

RIMSON

SKIES offers

YO quite 2
few options in planes
and weapon load-outs

Ammo

in order to successtul-

B Although there are
only four wingman
commands, they offer
a lot of flexibility.
Using the “Split"
command (the “S"
key), you can spread
out your formation,
When your squadron
is sufficiently spread
out, give the attack
order (“A" key). This
enables you to perform a pincers attack on
the enemy.

M |f you're not into hyper-realism, pause
occasionally and take a look around
using the view keys. If you're new to
combat flight sims in general, this is a

Use the “S" key to spread out your formation. Then,
when you issue the “A" [sttack) order, your squadron
will attack from two different directions.

W It's all about the explosive rounds. They
damage armor and plane interiors equally,
and they can be quite devastating an ground
targets. You might want to pack some lower
caliber dum-dums to finish off wounded

Hit-and-run taclics are best for U.S. fighters. Use your superior power 1o
charge a Zero, shaot like mad, then speed away. Don't get into furhalls =
a Zero's better maneuverahility will send you on an express trip 1o the
hard; hard ground.

greal way to gradually develop situation-
al awareness. Over time, you'll get a
feel for the ebb and flow of combat,

and you'll *know" the relative location

of friendlies and enemies, even when
they're not visible,

Finally, read the manual. No, really! The
manual for COMBAT FLIGHT SIMULATOR
2 has some excellent suggestions for
tactics in a variely of circumstances,

planes, so as not to use up valuable explo-

e ARl PICKING YOUR POISON Default load-outs are for stssies.

Stock up o the right weapons, and your enemy is as good as dead.

ly complete each mis-
sion. While some of

the rockets and ammo Rockets

types do some gee-
whizzy-type things,
you really need only a
few basic options to
defeat any foe,

M Sure, the beepers and seekers and chokers have cute names and even cuter functions, but you
really need to concentrate on only three kinds of rockets to complete 89 percent of your mission
objectives. Flak rockets are the best air-to-air weapons in the game, sending buming metal out in all
directions upon explosion, and virtually tearing other planes to shreds. For ground targets, stick to the
high explosive rockets for maximum damage. If it's an air ship you want to sink; nothing gets it done
faster than the aeral torpedo.

H Your final confrontation with Liquid Snake may feel a bit like a Friday the 13th movie - no matter what you do, it still
seems to come back for more. Initially, you'll have to defeat Liquid in Metal Gear itself. Get in close and wait for Liquid
to use Metal Gear's lasers and machine guns. Once it does, hit the radar pod on Metal Gear's left shoulder with your
stinger missiles (you don't need a lock to fire). After you've destroyed the radar pod, attack the nose cone. Stay as
close to Metal Gear as possible, as there’s no way to dodge the rockets Liquid fires at you, After you've defeated Metal
Gear, you'll still have to face Liquid twice more, but without the mech he’s not quite so tough as Jason Voorhees.

(L e e 3“
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Getting the Puck in the Net by Jeff l.a_i:keu

THROUGH THE 5-HOLE
Learning to use the Manual
j Rim option will allow you ta
:}_\'i ng : et take advantage of a goalle who
|'.nrf.)l‘l| oms Sl ot { g is out of position.

EA Sport

20012 Here're o
few tips to help
you slip the puck
past the Al goalie,

M Slide the Al goalie

slider to the left

before each game.

Evan with the boost

lowered, the effect is

subtle: According to

EA, this slider affects how W Wait a second when firing  “Crash the Net” and then
likely the goalie i3 to mis- off a one-timer; You'll often use the Deflaction but-
judge a shot, and is most catch the goalie sprawling  ton, which aims your shat
notable when you take a and can flip it into an at a teammate near the
shot at'the 6-hole or corners  upper corner of the net, if goal who will attempt to
with a big shooter when you're using manual aim. redirect it past the

he's all alone: M Set your strategy to goalie.

M Because movement from system lo system in SPACE
EMPIRES IV is allowed only through warp points, these
become the focus of defense when you're protecting your
empire from enemy incursions. The most effective defense is
based on a combination of mines and guardian fleets. Lay a
heavy minefield on the warp point in the neighboring system
leading into the system you want to defend, and place a space
fleet on the warp point inside your own system. Then, when an
enemy fleet strikes your mines, you'll not only be alerted to
their presence, but you'll possibly be able to jump through the
warp point on your turn and attack their damaged ships. Keep
a minelayer in your guardian fleet to replace detonated mines.

¢ L] 10U
Building a City for the Ages by Tom Price

H The early years of a city's inception can be the toughest, with or without the grace of the gods.
Finding the balance between a prospering economy and providing a hygienic and safe haven for
new immigrants is one of the keys to succeeding at ZEUS. What often happens, though, is that
you have a lot of open jobs and not enough people to fill them. That may seem like a minor
problem, but when your farms are praducing plenty of food — and your people are starving
because there's no one to distribute the goods = you have a major problem. Solution: the work-
force allocation screen, a handy little tool for directing your workforce.

Put more people on Husbandry until harvest time, then temporarily switch all those people over
to Storage And Distribution so that food can find its way to cilizens. If you're building a temple,
throw your workforce into Industry and Storage And Distribution so that the raw materials can get
to the building site quicker. You might want to stockpile some food first, Just remember to redis-
tribute your workforce once you're done dealing with the imminent issue.

. -
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Making Your Sidewinder \Work for You by Alex Handy

ONY HAWK 2

manual sucks, Here's what

yvour SideWinder gamepad
buttons do.

rules, but the

Y: Grind.

This is the button for your lip tricks. To use, jump
near a rail, edge, or lip. Then press Y as you're
landing near or on the surface you wish to grind.
Once you've started grinding, you can let go of
this button. To do a lip trick, such as a handplant,
press Y and any direction on the D-pad as you
come to the top of a ramp or halfpipe.

X, Z, L. and R: Spin.
‘These buttons (L and R being the
shoulder buttons) spin you in
‘whichever direction the button'is
facing. X and L 'spi'n you counter-
clockwise; Z and R Spin you cluck- -
‘wise. You can usually spin faster
with these bultcns than you can

Thas bulton executes a ﬂlp trick: that s,
spinning the board independently of your
body. Kickflips, heelflips, and varials are
all executed with this button. To do a flip
trick, jump and press A along with a

Hntd it down to charg
players keep this button d prassed whenever
they're skating around on thagruund '

' C: Grab.

(s grabs your board!for any one of
thousands of different tricks. Tricks
‘such as Japan Air, Madonna, and

the Benihana are done with this
button. Use it the same way you use
the flip button. The only difference is

‘that you'll hold onto the board for as

long as you hold onto the button, so
be sure to let go before you land.
The longer you hold a trick, the more

points you'll get.

direction on the D-pad.

Bridge Crossing 101
M River crossings require detailed planning, proper troop alloca-

tion, and persistence at the point of attack. Here're a couple of growing empire.

Don’t Get Burned by Bridges by Raphael Liheratore

options to keep those pesky bodies of water from stunting your

Quickly sand your heavily armored units like Naginata and
Cavalry in “Loose” formation across the bridge o establish a
foothold on the other side. Support their efforts with missile
fire by positioning archers along the riverbank. Bring them as
close to the bridge as possible, and use the “Fire at Will”
command. Once your Army successfully establishes a foothold
on the other side, order them to “Hold Position” and quickly
move the rest of your army across the river withoul creating
bottlenecks on the bridge.

AT

i1 computeR GAMING WORLD - cgw.gamespot.com

Another taclic involves moving your archers close to the
bridge while sending Yari Ashigaru across the river. This
draws the enemy near the bridge so you can weaken them
with an archer assaull. The archers lined up on tha right
bank have already piled up a serious heap of enamy hodies
on the other side. Now that the enemy is weakenad, the red
army can send the rest of their troops across the bridge to
finish them off.

-
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ultiplayer MECHWARRIOR is the ultimate
test of both vour mech design skills and your
pllotlnﬂ prm\us When venturing into that

jungle,

Choose an Appropriate Mech

W Match your machine to your playing style. Quick, agile
mechs are ideal tools for the skilled pilot who can put these
advantages to good use on the battlefield. If you're just a
beginner, though, you'll find this kind of mech less & help
than a hindrance. A slow, stable mech with some long-range
missiles allows a newcomer to stand back and deal damage
from afar.

'I'he zoom window is eur:allant for lung range sniping. First you get the
missile fock ..

rifle for good measure.

n Th;s |a probabiy tha first piece of ad\nce you II be gwen by
veteran mechwarriors, and it's’ ‘the: first tip'mentioned in the game
o manual: So why are we repeating ithera?: Bacause it's so damn
o :mportam ihat s why! A stationary mech gives missiles a chance to
o ryone, Learning | to shoot acou-
u can't learn by reading this

Be a Sharpshooter

M When you're shooling weapons other than missiles, aim
for the same spot on your target each time. Spreading
damage around just keeps the enemy. alive longer. |f you hit a
leg on your first shot, aimfor the leg again until it's gone, Pay
attention to tha target-damage indicator on your HUD:

Watch Your Radar
M It's easy to get distracted by a juicy target that you're about to
line up for a devastating shot, and not notice that three enemy

. mechs are about to blast you from behind. Don't get tunnel vision.




Use Your Jump Jets, if You Have Them

M Jump jets can get you out of tight spots very quickly.
When you're using them, make sure you have a place to
escape to, such as over a nearby ridge or to the other
side of a building. But an airborne mech makes an invit-
ing target — so don't fly any longer than necessary in
order to escape the threat.

If You Are on a Team, Use It

B MECHWARRIOR 4 team games can be chaotic affairs,
but you don't have to draw up plays like a football quar-
terback to take advantage of your teammates. If you:
sense that you're starting to lose a head-to-head
encounter with an enemy mech, retreat toward friendly
machs while inflicting whatever damage you can. Your
lancemates won't pass up the chance to grab a Kill'if you
manage to lead a damaged enemy into range. And.you'll
live to fight another day. Or, five more minutes.

A LITTLE HELP When you're badly damaged, stick close 1o
your fancemates.

GCOMING NEXT

MONTH:

COMPUTER

WORLD

CGWW's Special
200th Issue

20 years of gaming’s
greatest moments, from ULTIMA
to PAC-MAN to THE SIMS

m Over 50 classic games
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m The Top 10 games of all
time
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m A commemorative
reprint of CGW #1 from
1981

Don’t miss it! On newsstands

February 6th
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‘9.3 out of 10"

“Go buy the game.”
- |GN

“The most visceral, thrilling
and heart-poundingly intense
RTS experience ever seen
on the PL."

- AVault.com

“One of the most enthralling
and addictive RTS games
we've played.”

- bamecenter

“If you're looking for the
hottest RTS this year, your
ship has come in.”

- Gamers Depot

“Westwoods finest
game to date.”
- PC Zone (LK)
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FEBRUARY

REVIEWS

eaders often ask us how we decide on the star rating for each game we review. The exact wording may
Rbe more like "What brand of crack were you guys at CGW smoking when you gave MY FAVORITE

GAME only two stars?" Some assume that it is entirely up to the discretion of the reviewer. Others think
that we give out star ratings based on secret agendas or out of personal favoritism (or disfavoritism, as the
case may be). But in reality, we have a well-established and highly refined method for determining the final
star rating of every game reviewed in the pages of CGW, and no, it doesn't involve a dart board,

Every month, once the deadline has passed and all the reviews are in {iwo events that rarely occur on the
same day), the editors gather in the star chamber ~ er, | mean, 12th-floor conference room — with printed
versions of the reviews they assigned that issue. They discuss, debate, argue, cajole, insult, weep, and ulti-
mately agree upon a star rating for each game, Aside from the editors, the only other attendee at the ratings
meeting is the CGW gnome (issue #188, pg. 73). The gnome is kind of like a mascot to us, and no rating
can be finalized without the editor of the review ceremonially “blowing the gnome!' You know, like a horn.

Get your mind out of the gutter.

For each review, we first consider the rating suggested by the reviewer. Some reviewers are notoriously
harsh, others a bit too easy, so we have to take that into consideration. The editor of the review reads a few
passages that outline the main pros and cons, and those are bandied about, with all considerations made for !
the game's context historically and within the genre. We also take our personal experiences playing the game
into account. And then, in what can be described as a miracle second only to the Immaculate Conception, we
seven editors and one very tired gnome come fo an agreed-upon conclusion.

So the next time you want to accuse us of wrong-headedness, ignorance, or just plain stupidity because
you disagree with a particular star rating, keep in mind that a lot of time and effort goes into giving these
games their due consideration. That's our job, after all. And if we make a huge mistake, we can always blame
it on the gnome. —Tom Price
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SPOTLIGHT REVIEW: ESCAPE FROM MONKEY ISLAND

LucasArts makes a good adventure, but it lacks that certain monkey magic

Marred Monkey Mojo

en it comes to franchises, you need to know when to end
them, otherwise you end up with something more akin to
Police Academy than to, say, the Indiana Jones trilogy.

Thankfully, ESCAPE FROM MONKEY
ISLAND (EMI) hasn't crossed the border

reviewed by Thierry Nguyen into rampant mediocrity, but it's getting

there. While it possesses the brain-
expanding puzzles and the zany, madcap humor of the previous
games, there're some problems that blemish it overall. One of these
is the unquantifiable sensation that it lacks the “magic touch™ of other
LucasArts adventures.

Nothin’ Goes Right

secrets are revealed, old friends are revisited, monkeys are sum-
moned, and the game paves the way for another sequel.

Following GRIM FANDANGO, EMI tears ilself away from the con-
fines of the two-dimensional screen and revels in the still fashionably
hip 3rd dimension. Depending purely on personal preference, this is
either a good or bad thing. Granted, the backgrounds are great; they
maintain that sense of absurd beauty needed in a cartoon and are
superb reinterpretations of nostalgia-filled locales in certain parts.
While the backgrounds maintain the signature LucasArls greatness,
the 3D characters are...different. They do a good job of using facial
expressions and animated gestures to keep the cartoony feel, and
fellow CGW editors think the characters are just dandy, but for some
reason, they still make me feel like I'm watching some bizarre puppet

Picking up right after the all-too-brief ending of CURSE OF
MONKEY ISLAND, we return to Melee Island with Governor Elaine and
her doofus-extraordinaire husband (and protagonist) Guybrush
Threepwood. What starts as a simple task of “prevent demolition of
house" soon spirals into a search for yet another mighty-voodoo-
artifact-with-a-goofy-name, the Ultimate Insult. Along the way,
Guybrush will have to deal with the suspiciously familiar Charles L.
Charles and Australian
land developer Ozzie
Mandrill's attempted
gentrification of the
pirate-infested Tri-
Island Area into a
family-friendly environ-
ment (think of
Giuliani's New York, or
what's been happen-
ing in Las Vegas
lately). Along the way,

show instead of an out-and-out cartoon. Again, it's a preference thing.

Comedy's Dirtiest Dozen

While the art is decidedly new and hip, the puzzles and gameplay
hit you hard with their old-school sensibilities. It starts out pretty easy
and newbie-friendly, but the puzzles eventually require you to start
applying an odd mix of lateral thinking, a knack for remembering small-

FIERY UPCHUCK What's a MONKEY ISLAND game without slick cul-scenes and villain-supreme LeChuck?

CGW RATED

PROS
It's got the humor
and gameplay
expected from a
MIONKEY ISLAND
game...

..hut jeez, ease
up on the self-
referential humor,
fiddle with the
controls, and fire
the monkey who
designed Nonkey
Kombat.

Requirements: Peatium 200, 3208 RAM, 4X CO-ROM, 100MB hard drive space, 30 card, DirectX-compatible sound carﬂ._-
Recommended Requirements: Pentiom-1| 266, B4MB RAM, 1200M8 hard drive spaca, BX CO-ROM.
3D Support: Direc130 or OpenGL. Multiplayer Support: None

Publisher/Developer: LucasArts » $40 « www.lucasarts.com
ESRB Rating: Teen (13+); comic mischief, supgestive themes,

m;.wum EAMING WORLD » egw.gamespol.com Imlll

use of tobacco and alcohol.




THAT CLERK GETS AROUND The voice-
casting, jarring at times, is often on the mark.

| swear that geeky clerk from the Simpsons is
the clerk at this StarDuccaneers here.

yet-important clues, and the patience to start randomly combining
inventory items. A few of the puzzles leap straight into the “what the
hell were the designers smoking?" category, but most of them simply
require you to get into that adventurer gamer's mind-set of logical
thinking and attention to detail. For example, to find a hidden stash of
treasure, you'll need to act on an off-hand comment about Ozzie
Mandrill's dislike of the way pirates smell. In yet another scavenger
hunt, you need lo remember a comment about drunken parrots. In
contrast, there's a great revision of the oft-loathed maze, and most of
the puzzles on Jambalaya manage to fire up your synapses without
making you pull out tufts of your own har,

Not only will you be flexing mental muscle, but you'll be poking the
ol funny bone also. Like most comedy acts, there are quite a few hits
and misses when it comes to the jokes.
Yet when they hit, they hit hard. EMI
wallows in sharp dialogue, pop-culture
references, and plain ol' goofy, over-the-
top shenanigans. Whether it's attending
a Pirate Re-Education Class, or listening
to the ravings of a surly figurehead, the
game constantly reminds you that it's
okay to laugh while you're gaming. Jokes
even break the fourth wall (where the
game directly addresses you, the gamer):
A dart player in the Scumm Bar throws a
dart al you and cracks your monitor, and
at one point Guybrush cries in exaspera-
tion, "My life seems to be a series of
random puzzles!” The script is filled with
a good mix of meta-game and traditional
humor.

Rant in E-Minor

Funny as it is, the humor has a serious
problem: It's too self-referential. The
game uses way too many cameos and
tells too many jokes that only veterans
will understand. Would anyone who
didn't play the original SECRET OF
MONKEY ISLAND get Otis' bit about
having a breath mint in a jail cell? Murray,
who stole the show in the previous
game, is reduced to a pointless and glori-
fied cameo; after a funny conversation,
he serves no purpose other than to just
be there. If you're gonna bring back old friends, tie them into the
game — as with Herman Toothrot and Meathook — rather than throw a
few jokes in a vacuum and leave them be - like Carla and Otis.

Also, the control scheme, expanded from GRIM FANDANGO, is
very twitchy. It's improved wilh the use of textual cues, but it still has
problems. You'd think there'd be no pixel-hunting when you're using a
mouseless interface, but now you have the problems of positioning -

D, o
HOLLYWODOD
SPRINGER SKULL
When a game comhbines a
character cameo, a joke
aboul commercialism, and
slany from Jerry Springer,
one of them is bound to
make you laugh,

WALLA WALLA! The Insult .
Swordfighting classic is turned on its head |
hy the presence of Australian slang. ;

hH_UT ENOUGH ABI]I]T_MELSUmetimes. ihe pame abuses its knowledge
that A) it's a game, and B) it's part of a series of games.

REVIEW

I'M A-MAZED VYes, this is a maze, but
hey, you don't have to map it; it presents a
weird, yet cool segment about time travel,

of making sure Guybrush is in exactly the right spot to notice what
he's supposed to notice. | missed inventory items in a few locations
simply because Guybrush wasn't oriented the right way. He'd also
sometimes randomly turn around and run in a direction different from
where I'd intended. | expect wonky control problems with TOMB
RAIDER, not with MONKEY ISLAND.
Finally, there's the problem of Monkey Kombat. | see the intention:
Make a new and interesting puzzle that will cause gamers to remem-
ber the game, while parodying MORTAL KOMBAT and other fighting
games. But it ends up being a textbook example of “great idea, bad
execution.” Like Insult Swordfighting, it uses a scissors-paper-rock
approach ta victory. Too bad it also uses a nonsensical language and
it's completely randomized. Rather than apply any sense of logic or
neurotransmilting firepower,

. you are completely bound to

| the confines of rote memo-
rization and trial and error.

L Itsan integral part of the

! game, yet it managed to

foster a deep sense of

apathy and boredom for me

whenever | played it.

| Everyone who watched me

! engage in Monkey Kombat

' - adventure veteran and
newbie - all commented on
how this puzzle design com-
pletely broke the pace of the
game. Sarry designers, this
is a losing scar instead of a
winning streak.

game tleal wth

' Too Much Monkey
' Business?

" | ESCAPE FROM MONKEY
{ | ISLAND left me with mixed
feelings. Aside from the
Monkey Kombat, it's an
extremely solid adventure
game. It has good puzzles
and funny writing. But many
of its jokes will simply fly
over the heads of newbies
not wholly familiar with the
series, Gamers who've been
with the series since the beginning will get a nagging feeling that
something is missing, that i’s not “up there” with games like the other
MONKEY ISLANDS or GRIM FANDANGO. It's well done, but an
imperfect MONKEY ISLAND game. Let's hope that the next game (as
predicted by the ending and the characters) manages to end the
series on a high note, rather than drive the name into mediocrity.
Guybrush, and his legion of fans, deserve better, ({2
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REVIEW

Out of left field and onto your hard drive

Shiny’s Grazy Diamond

THE SAC DOCTOR WILL SEE
YOU NOW In a rare display of self- |
control, we at CEW will refrain from |
the easy joke. Turn your head, cough, |
and make one up yoursell.

that's weird. And if there's one thing better than a good game

If there’s one thing hetter than a good game, it's a good game

that's weird, it's SACRIFICE. Il's shot through wilh a vivid abandon
that animates its artwork, gameplay, campaign structure, production
design, sense of humor...even its manual. This is one of those in-

SACRIFICE

stances of a developer capturing
lightning in a bottle; it crackles and
buzzes warmly with a rare magic.

Ridiculously Sublime

On its most basic level, SACRIFICE is
another real-time sirategy (RTS)/action
hybrid, a genre that goes back to Bull-

frog's MAGIC CARPET and found its most advanced expression in
Activision's BATTLEZONE titles. In MAGIC CARPET, you have fantasy

CGW RATED
[ e

PROS
An exhilarating
melange of action,
strategy, Sac
Doctors, Mana
Hoars, and Bovine
Intervention.

Ten fingers may
not be enough.

dragons and fireballs. In BATTLEZONE, you
have sci-fi tanks and robats. But SACRIFICE is
too bizarre to sit comfortably in any established
style. In SACRIFICE, you have goggled gnomes
with flamethrowers, and prancing, grinning
clowns with machine guns. You have slurping
mutants who sound like the Elephant Man and
purring insectoid cat crabs. You have squat
droidy things with spinning blades on their
heads. You have bug-eyed dwarves with huge,
floppy dog ears. You have spiders with heads
slung under their bellies, and bulls made of
rock and dirt. You have bugs and pestilence
and slime and oll. You have giant malicious

beanstalks, volcanoes, and spiraling sinkholes 100 yards across. And,
yes, you have artillery that fires a giant cow. It is at once spectacular,
beautiful, and really weird. | don't know how the developers at Shiny
come up with this stuff. I'm not sure | want to know.

In keeping with its unique sensibilities, the gameplay is also distinct
from other RTS/action hybrids. In MAGIC CARPET, you mainly cast
spells. In BATTLEZONE, you mainly order units around. In both games,
you float about the world like an air hockey puck, with the vaguely
disconnected sensation of wearing socks on linoleum. But your small
wizard in SACRIFICE is both a spellcaster and a general, trotting
slowly across hill and dale in these strange warlds, wrapped in their
alien skies, He is both frail and powerful, capable of calling down
apocalypses, but vulnerable to being knocked out of his own skin.
SACRIFICE achieves a balance where other RTS/action hybrids have
failed. Your creatures are an important part of the game, but you're
neither relegated lo the role of spectator (BATTLEZONE) or left to your
own devices (MAGIC CARPET). Your creatures may be smart and
determined, but it is your own magic hand that can tip the balance.

Soul Power

The resource model is an important part of the game's unique
mechanics. Each game is a battle for the pool of souls on the map.
You gather these souls - which are the limiting factor in the size of
your army — and use them to summon creatures, If you win a battle
and hold the field long enough, you can mop up the souls from your
vanquished enemy's dead beasts. These souls are your freasure and
your firepower, but the mana you use for spells is an easily replenished
fuel, like solar power. This encourages the frequent spellcasting that
keeps you constantly engaged in the action.

Requirements: Pentium-11 300, GAMD NAK, 650MB hard drive space, Direct 30-compatible video canl
Recommended Requirements: Pendun-ll 450, 126M8 AW, 3D Support: Direct 30 Multiplayer Support: LAN, Intemel (2-8 players).

Publisher: Interplay = Developer: Shiny Entertainment » $45 » www.sacrifice.net « ESRB Rating: Mature; animated blood and violence.

!’l:l COMPUTER CAMING WORLD » cgw.gamespot.com RIHLLR



WHEN ENTS ATTACK
This is what happens if you
taunt, lease, or poke an Ent.
Try to avoid it.

T -

The pace of SACRIFICE sometimes outstrips ils interface. Hot-keys
go a long way toward making it all manageable, but the default setup
seems to have been designed for one of the game's 13-fingered
beasts. Rebinding the keys is oddly inflexible. You are allowed only
one keyboard setup, although you may have multiple wizards with
different spell books. Beware the dreaded F2 key — it will instantly
quickload you out of any game without so much as an “Are you sure?”
Some players might complain about how hard it can be to target small
fast units, but this seems to be a part of the game balance. There's no
denying that SACRIFICE requires a quick eye and an even quicker
wrist. Because there's no difficulty level, it will probably be overwhelm-
ing to some casual gamers. And | can't imagine anyone enjoying the
game's final mission — which is one of those unfair brick walls you'll
spend three days pounding your head against.

There's a lot of strategy in the combinations of creatures and spells,
but it isn't easy to see under the pace of the action (the manual's
breezy *figure it out yoursel” approach doesn't help). At first glance,
SACRIFICE just looks like weird things beating each other up. Don't
be fooled — it's a game with legs. The longer you play, the more the
game reveals and the more you learn. It's an entertaining learning
curve. The single-player campaign follows bickering gods on a funky
cool Olympus, all brought to life by impeccable voice work. As you
choose sides in their arguments, you determine which missions you'll
play and thus which spells and creatures you'll get. It's a do-it-yourself
spell book, cobbled together in a cauldron of divine and petty spats.

As a multiplayer game, SACRIFICE is a fine fast flurry of thrusls and
counterthrusts, bluffs and trumps. As in most multiplayer games, new
players won't have much fun being steamrollered by experienced
players. But the gameplay - together with the variety of game types,
spells, creatures, and maps ~ makes it a many-splendored bag of
surprises and choices, Kudos to Shiny for not requiring the CD in the
drive and for providing a competent Al that uses all the spells and
creatures, But raspberries to them for not supporting direct TCP/IP
connections over the Internet; when the servers are down, so is the
game. SACRIFICE also needs some sort of post-game debriefing, As it
is, you come out of an exhilarating baltle eager to see scores or stats
or even some sort of line graph, only to be dumped into the crowd in
the multiplayer lobby. It leaves you with a hollow “is that all?" feeling,
to come out of an extended rush with nothing to show for it. It's like
abruptly flipping on the lights after an intense movie.

REVIEW

HI-HO, HI-HO, IT'S OFF TD BURN
WE GO Gnomes with flamethrowers
waddling off to battle. This is just the tip
of the welrd-unit icebery.

Altar-ed State

But it is exhilarating and it is intense. It is lovingly unconven-
tional and singularly alive. SACRIFICE captures that intangible
joie de gaming often missing from otherwise competent titles.
There will be a great moment when you're crossing a map -
leading a troop of flapping, crawling, loping, whirling, hopping
things — when, out of curiosity, you will spin the camera around
to see your wizard at the vanguard of his odd army. The shimmer-
ing weirdness of it all will strike you and you'll think, “This is what
gaming is all about! ({17

SOUL DESTROYER Convert an enemy’s altar with r: R
a group of sacrifice doctors, and victory is yours. &

THE GODS
MUST BE
ANGRY This tower
of liquid magma is
just one of a slew of
incredible spell
effects in the game.
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REVIEW SPORTS

Finally, a console port that won't make you hate console gamers even mare

All of the Fun, None of the Broken Bones

igh expectations are a yame developer's double-edged sword. T e ——
On one hand, a healthy dose of them may lead to pre-con- looks cool, but in real life, the six-foot drop-oif would lead to sume
ceived notions of a game's quality that can skew the experi- serious pain.

ence toward the positive. On the other hand, unrealistically high
expectations may lead to some major disappointments. Can you say
DAIKATANA? Which leads us to TONY HAWK'S PRO SKATER 2 for
the PC. THPS2 is in a unique situation, While it is a sequel of a
seriously great game, TONY HAWK'S PRO SKATER, this is the game's
first foray into the realm of the personal computer. On the computer,
it is a different beas! allogether.

THPS kicked ass on PlayStation and Nintendo 64, so we were
admittedly a little giddy the first time we fired up THPS2 on a PC.
The thing is, though, certain things that you'll let slide on a console
system just don't cut it with PC gamers. First and foremost, there's
the game's clunky menu
system. When compared
with other console

To NY HAWK,S games, it's just fine. But : FRANKENTHRASHER With Br;e“a-le.a Skater, you can make a L‘.l.l;!['i!L‘.lL'I'

next to many PC games - who looks like anyone you want. “George” here is from Inglewood and

PRO S K ATE R 2 a good mifaber of which looks a lot like everyone's favorite editor-in-chief.

boast extensive options
and intuitive menu sys- _
tems - navigating around o ————- e
THPS2's menu screens is = e
almost as grueling as a seven-stair rail-grind to face plant. But hey, a
game isn't defined by its menu system...is it?

Olnce you get in and set about the task of AIR TONY Skaters in THPS2 have varying
playing, things get much better. Players can specialties. Some are street-style riders,
select a skater from one of the 13 pros featured olhers are pure vert, and some skaters are aligi bl
in the game, including Mr. Hawk himself, balanced all around. Mr. Hawk is all about S

Kareem Campbell, or Steve Caballero. In career vertical air.

mode, you're given a ton of different goals to
achieve per level, such as collecting items,
performing specific tricks in specific places,
scoring points by landing tricks, or even picking
up cash, Achieving these goals translates into
cash awards that are then compiled in your total
winnings. Reaching certain cash amounts
opens up new levels. Cash can also be spent
on attribute points, tricks, and equipment. It's a
good thing this game is fun as it will take you
multiple tries to achieve all the goals.

Since THPS2 is in

[TsececT | H[ROTATE | {AccerT

expectations get in the way. Because PC gamers
have had to wail so long to get a piece of the
THPS action, it's safe to say that we wanted —
no, expected — perfection. And perfect THPS2 is
not. THPS2's graphics pale in comparison with
other PC games. On a Pentium-ll 450 with
128MB RAM and a GeForce2 GTS graphics

many ways a port of the console game, the card, visual glitches were aplenty. This is unacceptable but not unwar-
CGW RATED developers could spend a lot of time focusing ranted for console-PC ports. Sure, it looks way better than anything
e e 0N things other than gameplay, such as taking seen on an N64 or PSX 1, but who cares? The bar's been raised, and
PROS — advantage of the game's platform, the PC, To THPS2 doesn't quite make the height
Pure addictive fun. that end, THPS2 supports same killer multi- All this being said, I'm hard pressed not to recommend THPS2.
player options enabling you to whoop up on as While visually it's far from perfect, the fact remains that the game is
ﬁ CONS many as seven of your buddies over a LAN in still as addictive as anything in a Hollywood medicine cabinet. So it
s 8 Graphically multiplayer modes like tag; a turn-based, all comes down to this: If you've ever fantasized aboul bringing home
inferior to many judged skate competition; Graffili; and some X-Games gold, or if you've ever just wanted to say that you can
other PE titles. H-O-R-S-E. There's also a park editor that's pull off a 720 nollie judo kick, you'll definitely have fun whiling away
; fun to tinker around with. the hours on your virtual deck. Just be aware that while this game is
ﬁ Now here comes the part where our high fun as hell, it's far from perfect. (K477
Requirements: Pentium 233, 32MB, 350M8 Install. Recommended Requirements: Pentum 333, 64MB. 3D Support: 030
ﬁ Multiplayer Support: 2-8 players over TOP/IR
Publisher: Activision * Developer: Neversoft = $40 - www.activision.com = ESRB Rating: Teen; mild animated violence and language.
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REISING REVIEW L

This publicalion okidas by he Principles and Guiclatings for Rosponsdble Advorising Procions
davolaped by the Advertising Review Council of the Enertainmont Softwara Rating Board [ESRB).

The Entertainment Software Rating Board (ESRB) rating system can help you decide whether a
computer or.video game is right for your family. The ESRB system offers both RATINGS that tell you
what age the game is appropriate for, and CONTENT DESCRIPTORS that indicate whether there are
particular content elements which may be of interest or concern.

RATING SYNMIBOLS (found on the front of the game box):

Content may be suitable

Content may be suitable for
for persons ages 3 and older.

persons ages 6 and older.

Content may be svitoble for
persons ages 13 and older.

Content moy br.- suitable

Content suitable only
for persans ages 17 and older.

Wkt Product is awaiting

inol roting.

CONTENT DESCRIPTORS (found on the back of the game box):
The content descnptors tell you whether the game includes elements such as:

MILD ANIMATED VIOLENCE
Contains scenes depicting cartoon/ animated/ pixilated characters in
unsafe or hazardous acts ar violent situations. =

MILD REALISTIC VIOLENCE
Contains scenes depicting characters in unsafe or hazardous acts or
violent situations in photographic datail.

COMIC MISCHIEF
Contains scenes depicting activities characterized as slapstmk or
gross vulgar humor, ;

ANIMATED VIOLENCE

Contains depictions of aggressive conflict involving cartoon/animat-
ed/pixilated characters.

REALISTIC VIOLENCE

Contains realistic or photographic- Ilke depictions of aggressive con-
flict.

ANIMATED BLOOD AND GORE

Animated/pixilated or cartoon-like depictions of mutilation or dis-
memberment of body parts.

REALISTIC BLOOD AND GORE
Depictions of mutilation or dismemberment of body parts |n realistic
or photographic-like detail.

ANIMATED BLOOD

Animated/pixilated or cartoon-like depictions of bload.
REALISTIC BLOOD

Representations of blood in realistic or photographic-like detail.

SUGGESTIVE THEMES
Mild provocative references or materials.

MATURE SEXUAL THEMES

Contains provocative material; including depiction of the human body
In either animated or photographic-like farmats.,

STRONG SEXUAL CONTEXT

Graphic depiction of sexual behavior and/or the human form

(i.e., frontal nudity)iin either animated or photographic-like detail.
MILD LANGUAGE

Product contains the use of words like "damn”.

STRONG LANGUAGE

Commonly referenced four-letter words.

GAMING
The depiction of betting-like behavior.
USE OF TOBACCO AND ALCOHOL

Product contains images of the use of tobacco and/or alcohol in a
mannar which condones or glorifies their use.

USE OF DRUGS

Product contains images of the use of drugs in a manner which con-
dones or glorifies their use.

INFORMATIONAL

Overall content of product contains data, facts, resource information,
reference materials or instructional text.

EDUTAINMENT

Content of product provides user with:specific skills development or
reinforcement learning within an entertainment setting. Skill develop-
ment is an integral part of product.

SOME ADULT ASSISTANCE MAY BE NEEDED
Early Childhood Descriptor only.

SRE

ENTERTAINMENT
SOFTWARE
RATING BOARD

1-800-771-ESRB

www.esrb.org




OF OLYMPUS
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REVIEW STRATEGY

Impressions Games squeezes the Mediterranean dry

Her-cu-les! Her-cu-les!

with a beard on the cover, or the dramatic opening cut-scene

of famous mythical events. You will not be playing as a god in
this game, nor will you be slaying seven-headed hydras, nor doing
anything too exciting. You'll be an ancient urban planner. In a nutshell:
If you liked CAESAR I, you'll probably like ZEUS; because if you've
played CAESAR IIl, essentially you've played ZEUS. The latest in
Impressions Games' City Building Series™ (PHAROAH, CLEOPATRA),
ZEUS takes that welltested game engine and completes the tour of
the classical world by setting the game in ancient Greece. To say that
ZEUS is just CAESAR Il in the Hellenic world may sound like an easy
dismissal, but it isn't too far from the truth. Of course, CAESAR lllis a
solid game, built upon a highly robust engine, so that's not necessa-

rily a bad thing.

D on't be fooled hy the name of the game, the towering stud

The Gods Must Be

ZEUS: MASTER Crazy

The packaging is
going to fool more
than one person into
buying this game.
The concept of play-
ing as a Greek god
is intriguing, and there's a lot of action to be had in the mythical
world, but the connection between those fantastical events and what
happens in the game are tenuous at best. It's all about city building
and managing the economics and daily administration of an advanced
society, something that was pioneered by the SIMCITY series — the
games that still do it best. The gods really only make cameo appear-
ances in this game, either as rampaging invaders (a la SIMCITY's
random disasters) or as protectors of your realm and resources -
provided you build the requisite temples in their honor.

The game's designers do make an attempt to infuse plot and story-
line into ZEUS, mainly by breaking the game up into adventures,
which are then further subdivided into episodes. Each episode
requires you to complete a series of objectives (reaching a certain
population mark, building a hera's hall, etc.) in order to move on. This
seems like a good idea, but the more you play the game, the more it
just seems like window dressing. And considering the mix of actual
and mythical people and events that are jumbled together in the
ZEUS world, it doesn't really give the gamer historical context. I's just
as much (maybe aven more) fun to play in the
open, or “sandbox” made. There, your city can
evolve at your own pace.

PROS
Solid game
engine.

Easy as Baklava

As said before, the CAESAR lll-based game
engine is a salid one to build upon, and ZEUS
only makes it more accessible to the common
gamer. To that end, the game is fairly success-
ful. It's easy to jump right in and start building
your lowns. Help menus are generally informa-
tive, and the game is fairly intuitive, That is, if
you've played this kind of game before. If you

A weak rehash of
a game that's

heen done hefore
(and repeatedly).

haven't, but are interested in the genre, skip ZEUS and buy one of
the SIMCITY games. Any of them would be better.

Ultimately ZEUS has a hard time finding its identity. The average
gamers are going lo be disappointed if they are expecting high jinks
on Mt. Olympus, and the hardcore gamers are going to have a defi-
nite “been there, done that” taste in their mouths. | suppose that
die-hard fans of Impressions’ series will have to have it, but beyond
jaded gaming journalists who got a copy for free, no one will consider
the money well spent if it's spent on ZEUS, (K417

BOWFINGER Building temples dedicated fo different deities will bring
you different bonuses, and will guarantee the increased presence of said
deity within the city limits. This temple to Ariemis the Huntress protects me
from wild animals, increases the food in my granaries, and puts two legions
of Amazon warriors at my behesl.

LAND HO Fertile land is at a premium in ZEUS. You can use it for food-
producing farms or olive orchards, or vineyards, or livestock grazing - all of
which you'll need for a healthy economy, as well as for unexpected tribule

3D Support: None Multiplayer Support: Nong

Requirements: Pentivm 166, 32M8 RAK, 450MB hanl drive space. Recommended Requirements: Pentium 266, 64MB RAM, B50MB hard drive space.

Publisher: Sierra Studios « Developer: Impressions Games = $40 - www.sierra.com « ESRB Rating: Everyone
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GUNMAN

CHRONICLES

CGW RATED

GUNMAN CHRONICLES'
neach exceeds its grasp

ACTION REVIEW

THE BOSS THAT TIME FORGOT One of *
GUNMAN's biggest thrills is when this towering |

dinosaur attacks you. One of its higgest let-

ithout the HALF-LIFE pedigree, probably
Wnu one would be paying much attention

to GUNMAN CHRONICLES. The game simply isn't able to rise
above its humble origins as a total conversion mod developed by die-
hard HALF-LIFE fans. Its true-believer enthusiasm lifts GUNMAN
CHRONICLES above the truly mediocre, but that same blinkered
game love is pulled down by too many "wouldn't it be coal if" game-
play elements, and an excess
of many things the designers
obviously (and rightfully)
loved about HALF-LIFE.

Lone Gunman Theory

The rollercoaster gameplay
of GUNMAN casts you as
The One Who Can Set
Things Right in the face of
genetically engineered, killing-machine aliens. There's some plot
about your treacherous former general and his role in the proliferation
of these Xenomes, but once you're abandoned on a jungle planet
early on, it's just you against the alien world. You'll battle these crit-
lers as well as robotic drones and turncoat gunmen throughout the
game. Overall, the monsters are a challenging, diverse, well-rendered
lot, but your human adversaries are cartoonishly drawn and not too
bright. Only the rocket-launching gunmen pose any real danger, solely
because of their brutal weaponry.

Frankly, all the letdowns of the game follow the same paltern: long
on ambition, short on execution. There's a ton of enemies, but they're
not used inventively, There are four different worlds, but the first is a
mandatory tutorial, the
second is incredibly
short, and the fourth
takes place in the kind
of generic under-
ground facility you've

PROS
Plays like a solid,
action-packed

mod.

Excessive use of
scripted events;
useless features.

DRONE GUNMEN These mechanized enemies are so tough, you'll ba
too busy baltling to stay alive to enjoy the dramatic level design.
7 ;

downs is that you never get to fight it.

shol up a thousand
times before. Some
weapons can over-
heat, but this added
management only
dissuades you from
using those guns.

Magic Bullet

GUNMAN's biggest
fault lies in its weapon
system. You can reset every weapon for various attacks: You can set
the number of shells and the spray range for your shotgun, choose
one of four settings for your default energy pistol, even customize the
compounds splatted by your chemical gun. But this added layer of
complexity is negated by an interface that is bothersome in single-play-
er, fatal in multiplayer. Odds are, you'll find a couple of settings you
like on one or two guns and just lean on those guys. It's the kind of
feature that looks good on paper but not on your monitor.

GUNMAN makes heavy use of HALF-LIFE's scripting — too heavy.
While it's fun to round a corner and see a scripted event, the idea
loses its impact when you see something every time you round a
carner. You can't take a step in GUNMAN without a ceiling or wall
collapsing or a couple of monsters fighting among themselves. The
game goes so overboard with the shaking camera near the end of
the third world, you'll be fighting nausea for a good two hours.
Sometimes, there can be too much of a good thing.

Or not enough. GUNMAN CHRONICLES has
a tendency to tantalize you with something caol,
then yank it away. You can operate a tank, but
you're invulnerable while using it; it's basically
just a tool for creating puzzles. You're menaced
early by an enormous, beautifully detailed
dinosaur, but you never get to fight it. In fact, you
don't get to battle many of the presumptive boss-
es — one dies in a scripted cut-scene, and you
don't even directly engage in the big end batlle.

This isn't to say GUNMAN CHRONICLES is
bad. | enjoyed it much more than the HALF-LIFE:
OPPOSING FORCE add-on, and it's easily twice
as long. The action is pretty much non-stop and
full of peril, level design is good, and the in-
engine cinematics are outstanding. But without
the HALF-LIFE connection, | suspect GUNMAN
would be pushed off the radar by repeated
playing of NO ONE LIVES FOREVER, {27

HEAD SHOT Une of the few useful weape

ESRA Rating: Mature; animated violence, blood, and gore.

Requirements: Pentium 233, 34M08 RAM, A00MB hard drive space. Recommented Requirements: Penliom 266, G4MB RAM, 30 accelermtor,
A0 Support: Openkl, Direct3D. Multiplayer Support: LR, Intemel (2-32 players).

Publisher: Sierra Studios = Developer: Rewolf Software + $40 » www.gunmanchronicles.com
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REVIEW ACTION

Novalogic takes some flak with its third DELTA FORCE game

Ready, Aim, Shoot in Foot

N ovalogic's tactical shooters have been playing catch-up with

UNBELIEVABLE A variety of hallistic and weapons effects add realism.
Clipping problems and enemy Al that lets you easily kill bad guys with your
knife ruins it.

Red Storm's RAINBOW SIX series for a couple years now. While

the first DELTA FORCE game showed promise, each succes-
sive release has squandered it to the point that with this third
installment, DELTA FORCE: LAND WARRIOR, we can now declare
this dead horse officially beaten.

Even more than DELTA FORCE 1 or 2, LAND WARRIOR's wide-
open gameplay focuses on simple shooter skills at the expense of
strategy or tactics, with a repetitive single-player game. The 30
Direct-Action
missions in Egypt,
Japan, Lebanon, and
Central and South )
America are divided -
into two formats: / | '_"
Quick Action and
Campaign. You
choose from one of
five different charac-
ter types 1o play, each with its own special abilities: Sniper, Close-
Quarters Battle, Demalitions, Grenadier, and Heavy Weapons. But
it's irelevant which you choose, since you'll be equally effective,
regardless; the grenadier can handle the CQB-focused first mission
as well as any other. Why weren't these missions designed with the
abilities in mind? Who cares if there are 27 real-world weapons if
they're all mool?

LAND WARRIOR 's only real improvement is its graphics
engine, and that's
not likely to blow any-
one away. Gone are
performance issues
that marred DELTA
FORCE 2. The new
3D engine capably blends voxels and polygons for

DELTA FORCE:

LAND WARRIOR

BROWN OUT This is what you get when you develop a new 30 engine,
and then create blocky, monochromatic levels.

LONGSHOT The good news: You /&
can still snipe enemies from long- e
distance. The bad news: Even the

non-sniper characters can do it

with no problem,

CGW RATED
TG

sharper-looking space terrain and smoother, more detailed
textures. Unfortunately, the look and feel of the engine 1s much
less impressive than ROGUE SPEAR or SWAT 3, with environ-
ments that are lacking in terrain features like trees and bushes. If
you're a sniper, forget about concealment in tall grass or rocky
textures = Novalogic dumped them as well, so taking that 800-meter
shot without being seen is going to be difficult. Sporadic clipping
problems from the previous two games ramain,

The interface has been streamlined and
gverything is accessible from a commander's
screen where you can review waypoints, sup-
port elements, and teammates; conduct mis-
sion briefings; and/or change gear. Novalogic
has also added realistic ballistic effects with
bullet trajectory, tracers, penetration, and some
cool night-vision optics. Also noteworthy is the
ability to save your game in-mission - another
nod fo the game's shooter-feel.

As in previous DELTA FORCE games, the Al
is still badly wanting. Team member support is

PROS
Improved graphics
engine and multi-

player elements,

Repetitive single-
player game.

basically worthless — and enemy Al is even
worse, | cannot count how many times the enemy
allowed me to approach as they watched my character
close the distance, pull a knife to dispatch them, then die a hormn-
ble “surprise” death. For the most part, all 19 campaign missions, 10
quick missions, and single training mission can be played in one sit-
ting. The enemy just begs to be killed. Where's the challenge in that?

If there's a redeeming feature, it's the multiplayer, Online game
types on wide-open maps include Cooperative, Deathmatch, King of
the Hill, Search and Destroy, Attack and Defend, Flagball, and team
vaniants. Up to 50 players can compete on Novalogic's own
NovaWorld 2 servers and a very neat ranking system separates
novice and experienced players for balanced competition. Add
Novalogic's own Voice-Over-Net system for voice communicalion
during games, and you have a decent multiplayer package.

LAND WARRIOR is a slight improvement over its predecessors,
but still falls short. Given the impraved stahility, new graphics engine,
multiplayer features, and interface tweaks, it should have been better.
Unless you've enjoyed DELTA FORCE on Novaworld, avoid this game
like the drait. ({927

Requirements: Portiom 1, 3208 RAM. ~ Recommended Requirements: Pentium-ll 350, BAMB RAM. Support: Direca, Glide.
Multiplayer Support: LAN, Intemet via Novaworld (2-50 plagers),

Publisher: Novalogic + Developer: Novalogic « $40 « www.novalogic.com = ESRB Rating: Mature; animated blood and violence.

IIl!‘I COMPUTER GAMING WORLD » cogw.gamespol.com




REVIEW

EA Sports gives its vaunted
FIFA game a makeover

Can You
improve on
Perfection?

ears ago, long hefore 3D acceleration, EA Sports' FIFA series GOOAAAAALLLL! Who dat is? That's Pash Spica's haby-daddy David Beckham
v managed to keep us glued to our four-button gamepads in ahout to get one for Manchester United.
spite of chunky, pixilated graphics and goalies with a
penchant for letting shots from the midfield “slip by" them. The different leagues including the English Premier League, the German
games weren't pretty, and they Bundesliga, and America's very own not-so-vaunted MLS, These licens-
were far from perfect, But we es give players of FIFA 2001 the feeling that they are involved in a real
FI F A 2 0 0 1 kept coming ba_ck, s game of soccer. This illusion is made even more believable with dynamic
We were at first inclined to commentary from the real world's John Motson and Mark Lawrenson.
think that soccer was the perfect
_ sport to receive a digital transla- Oh, That's an Excellent Challenge!
tion. But if that were the case, Graphically, FIFA 2001 has received an upgrade that we didn't
then any soccer game would've believe was possible. With motion capture from the MLS' very own
been good, and we all know that wasn't the case. There's something Eddie Pope and Zack Thornton, players move even more realistically
else gaing on with EA Sports’ FIFA series. Thank goodness that some- and are noticeably larger on the screen. Players in FIFA 2001 sport
thing hasn't faded in the individualistic attributes like dreadlocks, long harr,

glare of kick-ass 3D JUST THE GOALIE TO BEAT It seems like a foregone conclusion: even bald spots. Maybe in FIFA 2002 we'll see
EVIEEL O ENLE I Break-aways like this usually mean one thing. a Rogaine ad on the pitch. One drawback with
multiplayer network play. oy o : = the game's beefed-up graphics is the lack of
Several years ago, it compatibility with laptops. Previously, the FIFA
seemed publishers were games were great for traveling, but now, attempt-
dying to get in on FIFA's ing to play the game on a Pentium Il Compag
action. One even boast- Armada with an ATl Rage Mobility chipset yielded
ed that it didn't waste one frustration after another. Thank goodness for
money an licenses when a desktop machine with nVidia's GeForce 2
all gamers really wanted GTS chipset.
was gameplay. Yeah, Like its predecessors, FIFA 2001 boasts a ple-
right. Gamers want thora of play modes including friendly matches, full
gameplay and licenses. seasons, and cups. The friendly matches are where
And FIFA 2001 has feane s ] YOU can pit the MLS' DC United against the Eng-
both in spades. FIFA JUST LIKE | WROTE IT UP Things not going your way? Mayha it's lish Premier League's Manchester United — kind of
2001 sports some 50 time to check out your formation. = like watching Jordan's Bulls take it to Lisa Leslie's
national teams and 17 s 2 L / Sparks. If these play modes aren't enough for you,
FIFA 2001 also supports multiplayer play over the
Internet, LAN, or multiple players on one computer,

CGW RATED

Enhanced graphics “:’:::‘: N “ Havpg _perfec!ed_ the soccer sim years ago, EA
7 i Sports is in the enviable position of being able to
s W“"wﬁ::: ysgrereh, o=, R | sit back and make a great game better. FIFA 2001
Elcheverry ' ' sports full-on environmental effects like a rotating
Convey sl Sun, moving clouds, and changing weather condi-
Has trouble run- Arce v, / i S| tions. If you're an old-school FIFA fan, you'll love
uing ona iaptnp_ Moteno “ury W the glﬁphitﬂ makeover. And if yOU'VB never p|‘d.)’f.'d

a FIFA game and you love soccer, it's high time
you found out what you've been missing. ({7

Requirements: Penjum 166, 32M0 RAM. 4X CO-AOM, BOMB hard drive space.  Recommended Requirements; Pentium 300, BIMB RAN.
30 Support: D30 and Glide. Multiplayer Support: TCP/IR IPX. madem-to-modem: 2-20 players.

Publisher: Electronic Arts - Developer: EA Sporls = $40 « www.easports.com

ESAB Rating: Everyone
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SUDDEN STRIKE IS SET DURING WORLD WAR Il AND OFFERS FERTURES

ELABORATE RUSSIAN, GERMAN, FRENCH, AMERICAN AND *Up to 1000 units per scenario ,
BRITISH MISSIONS *Bridges, houses, fortifications, trees and other objects

are destructible
*Multiplayer mode with up to 12 player and 4 teams

CONOUER THE ENEMY'S POSITIONS, LAND YOUR TROOPS ON *Realistic battle simulations and explosions

HIS SHORES, WIN THE CLEANUP OPERATIONS OR CALL IN *More than 40 exciting missions
PARATROOPERS AND FIGHTER BOMBERS FOR SUPPORT. WHATEWER 3 diferent campaigns in summer/winter landscapes
YOU CAN THINK OF, YOU'LL FIND IN SUDDEN STRIKE! *Construction of fortifications, pontoon bridges and

much more...!

“THE BEST

REAL-TIME STRATEGY

GAME OF THE YEAR"
STRATEGY PLAYER-

¢ Stratbgu it Cdv
WiliDOWsa o
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©2000 Strategy First Ine. All nghts reserved. Sudden Stnke 15 a trademark of COV Software Entertainment AG + Fireglow. All nghls reserved.
All ather trademarks and copynghts are the propenies of thelr respective owners.
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REVIEW

WIZARDS &

WARRIORS

CGW RATED

RPG

D.W. Bradley's back-to-old-school RPG

Good, Bad, & Ugly

WIZARDRY series, made a role-playing game. |t shows. His

WIZARDS & WARRIORS is a patchwork game, battered by a long
and arduous development process under a variety of publishers and
titles. The result is ugly and unwieldy. It looks old. It offers no immedi-
ate gratification. It is ill tempered and slow, like a cranky old dog. In
fact, you'd never guess it's as good as it is — the path to appreciating
WIZARDS & WARRIORS is long and fraught with obstacles.

The most immediate obstacle is that there aren't many games this
side of 1990 that look like this. There isn't a single attractive element
in the 3D engine, which instead offers busy and grainy textures, stiff
and blocky character models, a chunky bit-map tacked on every hon-
zon, generic spell effects, and half-hearted lighting. It looks absolutely
wrelched, particularly when it leaves its dungeons. The engine simply
isn't up to the task of rendering
outdoor environments, much less
the sorts of events and settings
Bradley imagined.

At one point, after you've slain
a demon, an evil artifact is
supposed lo sprout lentacles
and drag the demon down to hell,
Before the demon's body simply
vanishes like every other polygo-
nal corpse, you can almost hear the artists pause — considering
whether to attempt to render this — and then say, “Aw, screw it, we'l
just mention it in the narration! At another point, you're supposed to
be standing between two raging waterialls, but you'd never know it
by the vaguely wavy blue patterns on the walls. Cue the narrator. The
engine is a pageant of old, weak graphics that could not have been
given a more appropriate name: Deep Six,

I t's been eight years since D.W. Bradley, the creator of the

Ugly on the Dutside...

Long after you've resigned yourself to staring at an ugly game,
you'll still be wrestling with the almost exclusively mouse-driven inter-
face. WIZARDS & WARRIORS is oblivious to the wonders of the
hot-key, or even the practice of grouping often-used bultons next to
each other. Exiting the game requires seven clicks on different
screens. You might as well just keep playing.

The combat sys-
tem gives another
example of an inter-

CAUTION: FLAMES HOT An arrant nearsighted
dragon hurns the foliage.

If you're in the
game for the long
haul, it pays off.

It's old, ugly, and
inconvenient.

DRESS BY VERSACE, MASK BY BEELZEBUB Another day,
another wrathful demon priestess.

MY, WHAT BIG WINGS YOU HAVE Ever since X-Men and
Farscape, blue chicks are “in’

face in search of a clue. WIZARDS & WARRIORS plays in real time,

whether you're looking at the marginally helpful map or assigning

points when your characters level up. But when you get into combat,
it shifts to turn-based gameplay in which everyone takes a turn
attacking or casting a spell. The problem is that this turn-based
gameplay exists only in a small bubble about five feet around your
characters. Ranged combat is an utterly stupid blend of action and
realtime interface juggling. The player can easily dodge spells and
arrows, but other creatures never do this; the simple act of stepping
to the left gives you a leg up over WIZARDS & WARRIOR's most
fearsome opponents. But the playing field is leveled when you con-
sider that they don't have to page through the interface in real time
to select spells.

The dialogue system is a constant annoyance. “Halil, traveler|
says a smeared and blocky character model, Three-second manda-
tory pause. “l am Wizmo, the wizard" Three-second mandatory
pause. “Here is a bit of informalion about me." Three-second
mandatory pause. “What can | do for you?" Now it's your turn to
enter keywords 1o try to elicit a new reaction from Wizmo. You ask
him about the gypsies. “The gypsies are a band of nymphs that live
by the lake who are led by Gypsina," Wizmo explains before his

Beqguirements: Pealiom 233, GAMB AAM, 2A0M8 hard driva space. 3D Support: Direerdd Multiplayer Support: none

Publisher: Activision = Developer: Heuristic Park = $50 - www.activision.com « ESRB Rating: Matura; animated blood and vinlence.
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REVIEW

YOUR PARTY'S BARGE Salling takes ybu away to where you're going. dual-class spellcaster with the power to breathe flames. It's all about
: = discovering the options to become new things

Hidden under this ugly awkward mess is the sort of compelling old
school role-playing system that made NETHACK great: Your almost
sole occupation is building up characters, and the rest of the game
is just the framework — graphics and interface be damned. As your
characters get more powerful and the variety of choices widens,
WIZARDS & WARRIORS becomes an exponentially better game.

With a few exceplions, the pace is snappy and engaging. I's
usually clear where to go next, although you'll occasionally overlook a

e

| : lever on a dark wall or a chest at the back of a small room. The rather
5 g sleepy story is driven by a quest for a

,_ 3 R IR W ERTITTN IR A  magic sword, which you find halfway

S T o 4 o : R ol through the game rather than immediate-
2 PR Vs i ly before the ending. Most of the
g_ s -5 e ; dungeon locations have distinctive
+_]_"} 0 A : i flavors that go a long way toward over-
\ e e S SR coming their graphics limitations. In an

carly prison level, for instance, there's an
o SR { enjoyable variation on the hackneyed
mandatory three-second pause. This unlocks the R o Sl trick of making the game more difficult by
keywords nymphs, lake, and Gypsina. S S NS A R G e taking all the player's weapons. Many
So you ask Wizmo about nymphs. “The gypstgr; THE TALKING TREE The Exposition Oak is a puzz!es l_m:_we rTnu!Frp.IE‘: Sl-3|u.lllﬁn-s.thﬁl- _
are a band of nymphs by the lake who are led by common form of fantesy floe encourage exploralion or experimenta-
Gypsina)' he says. Three-second mandatory pause. lion, Although the last act of the game

Ask Wizmo about fake. “The lake is where the gyo- : ﬁ ey LS 508l plays like a romp in a small lake, by the
sies (;-.rho are led by Gypsina live! Three-second a5 e A %8 time you get that far, you're willing to buy
mandatory pause. Ask Wizmo about Gypsina. A AT SR RS PR into the illusion of a high seas adventure.
“Gypsina is the leader of the gypsies who live by - Wi " oy’ ’; SRR ) 8] Unfortunately, the ultimate battle resorts
the lake” he says. It's like talking to an Alzheimer's | WAL / [t il to the underhanded trick of forcing you
patient without being able to interrupt, This is a L Y S A @l to fight according to new rules.
real hoot when you come across someone with a {6 _ NA” L FN But by the time it's over, you'll be so
lot of exposition, complete with a three-second 7% ELRTR S .& o rnvpfted you'll want to playing.
mandatory pause between every line of dialogue. A R AN BEEEA]  “There's no more?” you'll ask. Three-
S 2 M pO e B second mandatory pause. There's no
..but a Real Beauty Within DA M. AWe) more, but it was fun while it lasted,
Yet, something happens about five hours into |t | 8 7 W i Here's hoping D.W. Bradley's next game
WIZARDS & WARRIORS. You start to see how : A -~ Ties has a better engine and smoother devel-
D.W. Bradley's almost 20 years of experience with iy hod ; opment. Because in the best and worst
RPGs has served him. The kernel of this game is a 73 | N ndl  sense of the phrase, they just don't
shrewd, meticulous, character-advancement : LS e make them like this anymore. (£97
system waven into the gameworld. You define your
characters by the quests you finish, nol by simple s
choices from a menu before the game even starts. i
From four basic classes and a few races, WIZARDS !
& WARRIORS blossoms as you play, sprouting new (B
classes, new skills, and unique traits. You can
become a vampire or a ninja or a poison-resistant : I
BURNING FI]H YOU You'd be angry, too, if you were on fire. i "_'
{komoro e} ¢ [KgMoTo i - "',: i
; A ol 2 i [
) 5 » L i
4 A i SN - ey
(x @ AR I
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4X4 EVOLUTION

reviewed by Brett Todd

CGW RATED

BEVIEW SPORTS/DRIVING

Terminal Reality lets you go off-roading in style

Off the Beaten Path

Exploding tires, instability, and inflated gas prices aside, people

are still purchasing those outrageously priced vehicles that must
give Ralph Nader heart palpitations every time he's on an interstate.
Whether it's a Toyota Land Cruiser or a Ford Explorer, some variation
on the damn things can be found everywhere,

Now the phenomenon has been brought lo your PC, courtesy of
Terminal Reality's 4X4 EVOLUTION. The enjoyable arcade-oriented
racer lets you get behind the wheel of those SUVs you loathe (or
secretly love) and take a look at life away from highways and strip
malls. It's an ode to off-roading thal is nearly a complete success,
thanks to a wealth

sw lunacy is still sweeping across North America,

of options, a pile of vehicles, and
enough modes of play to ensure a
long lifespan on your hard drive.
Best of all, Firestone tires are
nowhere to be found.

Say Goodhye to Ford Country

The licensing department at
Terminal Reality was cerlainly thorough when it lined up vehicles for
inclusion in 4%4 EVO: a whopping 66 sport utes for your driving plea-
sure. Nearly every manufacturer, from prestigious international names
like Lexus to homegrown blue collar standards like Chevy, is repre-
sented. You can navigate each ride through the featured 16 courses
in four game modes. Quick Race is just as it sounds, while Time
Attack lets you chase a ghost car represenling benchmark times.
Career play starts you off with a straight-off-the-lot cheapie that you
must drive through progressively difficult races for cash prizes. Do
well, and you'll soen be trading up from Ford Country. Multiplayer
modes are supported through Internet and LAN connections. As an
added plus, Dreamcast and Mac owners can go head to head with
the PC crowd online. The GameSpy Arcade program has been
included, so you'll almost always be able to find an opponent.

As for how these oplions play out, fun dominates over physics.
While the laws of gravity are still in effect, just about everything else
has been tweaked. Thankfully, this doesn’t mean that all the vehicles
perform identically. On the contrary, there's a vast difference be-
tween, say, the handling of a Dodge Dakota and that of a Toyota
4Runner. A strategic approach has to be taken in each course,
depending on your current ride. Setting plays a major role as well.
Snow must be respected or you'll soon find
yourself sliding past checkpoints or off the
edge of cliffs. There is also no damage model,
W'_ so feel free to leap across chasms, rivers, and
battleships with no risk of injury to life or limb.

Career mode and

th:.ln:presal:e Fast and Loose

",Ed AL d_lll'll- Playing so loose with the laws of physics
ne m‘!mhn ing leads to the occasional jarring moment. For
longevity.

example, it's odd that you can bounce off an

ning into a barrel can slow you to a crawl. |
understand the design reasons behind imple-

Arcade physics

BUMP AND GRIND Compuler drivers are both aggressive and cun-
ning. If they're not bluntly smashing you out of the way, you can be sure
that they're sneaking by you on a shorteul

BRRRRR! The driver's seat point of view leaves something to be desired,
even with such great scenery outside the cab. | get chills just looking at
the frozen wasteland of this arclic track.

opponent's fender with no ill effects, while run-

menting collision detection like this, but that doesn't mean | accept it

when it pops up on my monitor. I'm also not crazy about being able to
rip right through any sort of terrain feature. *Fun comes first” philaso-

phy be damned; you shouldn't be able to drive underwater.

The courses are as fully realized as anything ever seen in a driving
game. Each one comes with complete environments that include
birds taking off right in front of your windshield, planes and hang glid-
ers roaming the nearby skies, and everything from common transports
to stealth fighters jamming the pavement. They represent many differ-
ent themes as well, including an arctic wasteland, a restricted air
force base that bears a strong resemblance to Area 51, and a tropi-
cal paradise, among others. Audio lacks these immersive qualities. Al
the vehicles sound the same, and environmental sound effects are
either non-existent or dialed so far down in the mix as to be inaudible.

4X4 EVO is a greal choice, whether you'd like to be the guy driving
that cherry red Lexus LX-470 blocking the lane in front of you, or if
you'd like to blow him off the road with a rocket launcher. No matter
what you think of SUVs in the real world, there's a lot of entertain-
ment to be had with them in the virtual one. ({40]

can be a turn-off.

(uses the GameSpy Arcada matching program), LAN.

illll CFOMBUTER CAMINE WORLD » cow.namesool.com m

Requirements: Windows 95/38/2000/NT 4.0, Pentium 200hHz MMX, 3ZMB RAM, 30 accelerator viden card with AMB of taxture RAM, 300MB hand drive space, sound card,
DiretX 702 (included). Recommended Reguirements: Pentium-1| A00MHz BAMB RAW. 30 Support: Directa, OpengL, Glide. Multiplayer Support: Intemet

Publisher: Bathering of Developers » Developer: Terminal Reality « $40 » www.godgames.com « ESRB Rating: Mature




STRATEGY REVIEW

Fight VWWII withaut hexes and supply lines

Less IS More

nce you realize that SUDDEN STRIKE is a real-time strategy BOMBS AWAVY! Bombers can be devastating, but you frequently don't
(RTS) game and not really a wargame, you can sit hack and have enough of them. As was true in the real war, the Allies often have
enjoy it for what it is: a solid, 20 RTS. The brainchild of mare airpower than the Axis.

European developer Fireglow Software, SUDDEN STRIKE has been a
major hit in Europe. Now, the U.S. version is set to invade our shores.
Other RTS games have Iried to adopt a historical flavor; the AGE

OF EMPIRES series comes to mind. But SUDDEN STRIKE is one of
the most detailed depictions of a historical milieu not seen in a combat
simulation. There are many units, all rendered in glorious detail. You've
got everything from Panzer VI's (King Tigers), the venerable T-34,
artillery pieces, and a large variely of aircrafl at your beck and call.

The lush, 2D backdrops are painted in loving detail, with urban
environments, farms, and forest and winter landscapes. You can
choose single missions or multiplayer,
and one of three campaigns. The cam-
paigns are set in different periods of the

S U D D E N war: The Germans begin early in the
war, with the invasion of France; the
STRI K E Russians have to fend off the German : . - v : :
- assault in 1941. The Allied campaign HOME WRECKERS Russian T-34s prowl through one of SUnDen
_ beging with D-Dy 1 Nomnend. Ea