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o Hummer® exclusive- The anly place you'll drive the world famous Hummer ® Awesome Soundirack Featuring: Sevendust, Gravity Kills, and Fear Factory
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For your free Test Flight, download the demo at www.accolade.com To order direct, call 1.800.245.7744



Win the World Tour and upgrada: your x4
O S
i

i

iace from ﬂieﬁlps

@

< =
PlayStation
Test Drive Off-Road is a registered trademark of Accolade, Inc, @1998 Accolade, Inc. All rights 1, All other trad ks are of their respective companies and are used under license by Accolade,
Inc. PlayStation® and the PlayStation® logos are registered trademarks of Sony Computer Entertainment Inc. Hummer® and the vehicle's grille design are the registered trad ks of AM G | Corp.

Go to #055 @ www.computergaming.com/infolink



ed

fights resery

90503, Al

. CA
€, LA,

nment, Torrang

Enterta

thar countres. ©1988 Bhizzang

cson & Asspoates, InC o the U3, andor

ademaris of Dau

Stered ira

d WarCraft are bracemarnks or i

StarCraft is a trademark and Blizzard Emertainmeny an




|24k

ENTERTAINMENT

EPIC ACTION FIGURES

vl : i T o el B :
i —
LOOK FOR THEM AT A ¥ A 'Bﬁ\ 2{ 2}' =,
SOFTWARE RETAILER b
NEAR YOU. WHILE R < fo’(g&z&rﬂm\«nr.s‘-

SUPPLES LAST.
Go to #267 @ www.computergaming.com/infolink



S [T & T R

[ TS SHPIE, T2 - NGTEONN L

Favevan v o

A SR e L R,

:
3

T

e

S
-.‘.ﬁ,\c

TP R AT

=

LS H
R o

clire

S

R S T SRR T

Comprehensive RPG System.

FALLOUT 2: A POST-NUCLEAR ROLE PLAYING GAME ©1998 Interplay Productions. All rights reserved. Fallout, Interplay, the
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Your draft card? A 3D accelerator card, of course. It's the mandatory hardware
) necessary for you to enlist in a brand new, rapid-fire Star Wars air combat
~ experience - Rogue Squadron 3D. Immetse yourself in the role of Luke Skywalker,
leader of the Rebel Alliance’s elite ar corps, as you pilot a broad range of
well-armed starfighters. From X-wings, Y-wings and A-wings to snowspeeders,
you'll be able to unleash Rebel weaponry on the evil Empire in over 15 missions (day and night) - each spanning the vast Star Wars
uniyerse. Blase AT-ATs, TIE fighters, Imperial shutcles and more. Strap in, young Skywalker. Tt's the fight (and flight) of your life.
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EXPAND YOUR HORIZONS
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COMMAND, DEFEND, AND CONQUER COLONIZE THE PLANET AND BEYOND
Command powerful armies and make every social, economic Retrace the steps of mankind across the globe, Build orbital
and political decision. Deploy over 65 beautifully-detailed units, 7000 space colonies and add speed to your arsenal. Discover and harvest.

years worth of weaponry, and over 100 technological advances. vast oceanic resources to grow immense underwater empires.
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Introducing the Next Generation of
the Greatest Strategy Game Series of All Time.

CIVILIZATION

CALL TO POWER

More units, buildings, Wonders and technologies - Vast new realms: Space and Sea *  Fully-animating, hi-res, 16-bit graphics
All-new strategies, including unconventional warfare - Breakthrough time-saving interface + Enhanced diplomatic and trade options
Scenario Builder - Internet and LAN Multiplayer + All-new Wonders of the World in stunning cinematics

COMING SOON TO

SoftwareForPCs.com www.activision.com
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registered trademark of MicroProse, Inc. or its affiliated companies. This produck is made and sold under license from MicroProse, All rights reserved. All ather trademarks and trade names are the properties of their respective owners.



“"The firstword that comes t6 my mind w]'len he STBVelogih 400 has surpassed the
IDIA's new TNT 3D graphi o reative TINIEASHHENINT. card of choice,
WOWI T,j'ue wsucl qu KRSt it mar




fhdsalt wﬁ
of the QD/ 3

orma,nce S0 extra,ordmary
ill change the next

)/

1on of games.” -

BT S S
g s ,Nlrm;ﬂm wr ‘I%E”_T“ﬁ”fr .lu
/e seelon top of thal, games : iy
fard FLIGHT SIMULATOR 98

: * RIVA TNT" 128-bit 3D/2D and video accelerator
"I., Direct 3D perf ; * 16MB of memory for resolutions up to 1920x1200
CEOOREKkes the first placciop * 250MHz RAMDAC for refresh rates up to 160Hz
¢ * Output to monitor or TV (s-video & composite)
* Windows 95, 98, NT and OpenGL support

* Lifetime warranty and unlimited toll-free support
* Available for AGP and PCl bus

f s |-| x r
EsIf=20%Es or

beat hand =7 arz inz ings @ >4 =f=
) combo . =
_:"jﬂvnzons.com nVIDIA wWww. Stb Com

STB products are available at:

a5 compusn frij Babbages 4ff o GoN) fsex 15

Go to #167 @ www.computergaming.com/infolink




@1898 Westwood Studios, Inc. Lands of Lere isa
g i tradh k and Westwood Studios 15 a
trademark of Westwood Studios. Inc. 301x and the
301x logo are registered trademarks of 30ix

Inferactive Inc. All rights resarved.

7 &

S SRR
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Lands of Lore world ever.




- Beyond the portal lies
the most powerful
‘Lands of Lore’

experienc Set.

Interact with scores of intriguing characters as
you trek through six distinct gameworlds
including; the Frozen Wastes, the Shattered
Desert, and the haunted Underworld.
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The Journal automatically chronicles
your quest by identifying spells,
describing creatures encountered,
cataloguing magical recipes, showing skill
levels and automapping your location,

Be a Warrior, Wizard, Cleric or Thief
or combine two or more professions to
customize your character class and
strengthen your skills. Also, choose a
magical familiar from any of the four
guilds as your companion who will
 scout, spy, fight, heal and steal for you.

Hundreds of spells and enchanted
items enable you to conjure magic,
gain special abilities and ensure your
survival,
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urope 1940-1941, the German war machine has just conquered all of France. Hitler's hordes

Elook out across the English Channel to the White Cliffs of Dover and are ready to cross and
bring Britain to her knees. Only one obstacle remains in their path—The British Royal Air Force!

and creators of the famous Steel Panthers™ series, have teamed up
with TalonSoft"* to deliver a revolutionary new strategy wargame.
combines an intensity and variable depth of play

never experienced before in
a computer wargame.

nE

Scramble! Send up fighters to intercept incoming
Luftwaffe raids.

Strike! Plan a strategic bombing campaign across the Direct hit! Check damage assessment on individual
targets—airfields, railroads and industrial facilities.

English Channel.

©Copyright 1998 TalonSoft Inc., PO, Box 43730, White Marsh, MD 21236 Call (410) 833-9181 or visit our web site at www.talonsoft.com
TalonSoft's Battle of Brilain™ is a registered trademark of TalonSoft Inc. All other trademarks are property of their respeclive holders.
Go to #242 @ www.computergaming.com/infolink



Bad Moon Rising

A Primer on PC Game Industry Myopia

he year was 1985. The
Atari 2600 generation
was dead, its only eulogy
an incredible urban
legend of E.T. cartridges
buried in an Arizona land-
fill. PC game publishers
were scrambling for
money to put out a few meager
titles, and CEOs from game pub-
lishers laughed loudly at the new
8-bit game machine from a playing
card company in Japan. “Don't they
know that the home game-
machine market is dead?” smirked
one such CEO (no longer in our
business) at a Consumer Electronics
Show when Nintendo unveiled its
first entertainment system.

But the last laugh was on the PC
game industry, as well as on the
retailers that laughed at Nintendo's
initial contacts, Before the 8-hit
days were over, Nintendo of
America sold 30 million NES
systems, making it the most popu-
lar video game system ever.
Nintendo won the battle for young-
ster’s hearts with a combination
punch that included: a) ease of use,
b) quality control standards, ¢) mar-
ket inventory control, d) controlled
price devaluation, and e} aggres-
sive marketing.

The PC game industry has grown
(in terms of revenue earned, titles
offered, and units sold) over the
years, but has never had the phe-
nomenal success experienced by
Nintendo in the 8-bit market, Sega
in the 16-bit market, and Sony in
the 32-bit market. It seems like
each time around, the merry

marketing minions in the console
world have to learn the old lessons
anew. Lessons that the PC game
market has never leamed,

There have been enough lamen-
tations in this column about the
lack of a stable platform and the
implications of that lack upon ease-
of-use, so I'll avoid that rant.

wants to get the product “out of
here!" Console makers build in a
definite QA time and actually have
gamers play the games in order to
get an idea of play balance. How
long has it been since you felt that
a game had been “play balanced”
prior to shipping?

The most important secret to
Nintendo's (and later, Sega's, and
later, Sony's) success was inventory
control, There was a time when |,
as a free-market advocate, sneered
at the monopolistic control of the
market by the console manufactur-
ers as repressive. Yet | know this
much: They would never have
placed 3,700+ titles on the market
(as PC game publishers did in
1998; see the article on holiday

drop the retail price of the machine
as long as they could produce it
more cheaply. This would allow
more machines to penetrate the
mass market as the prices (as well
as costs) dropped. In the PC game
world, we keep seeing development
budgets rise and retail costs drop.
As it is, retailers are selling at near-
zero profit and making their money
from cooperative advertising and
gimmicks. Where is the incentive for
quality if the retailers make their
money with or without a sale? The
ex-preacher in me wants to say,
“Broad is the way that leadeth
unto destruction” when | see the
pathetic situation at retail.
Nintendo used aggressive mar-
keting. It understood that its brand

Broad is the way that leadeth
unto destruction. — Gaming Messiah

However, the second point is some-
what related to that issue. It's diffi-
cult to have bug-free software with-
out a standard machine to run that
software on, That standard machine
does not exist in the PC world, no
matter what Mr. Gates’ hucksters
try to sell us. Yet we could and
should learn a lesson from the con-
sole world's quality assurance
efforts. Too often, our development
teams in the PC world work past
the time when a program was
scheduled to be mastered, and the
product testing is conducted in a
frenzied rush because the producer

December Game Sales . rooin

Year PC Game Titles  Units Sold in Dec. Dec. Revenue Total Annual Revenue
Dec 92 1,139 3623552 SM710351 375,660,339
Dec '93 1315 4380174 S144544479 5636667875
Dec ‘94 1,835 4694400 5190054285  S808,011,857
Dec'ss 2,266 2018760 S235217,720 5914741525
Dec's6 2420 8958603  $279883330  $1,072,306,763
Dec 97 3,150 M751,269  $313,031,000  $1,293,621,614
Dec's8(Est) 3780 14101522  $344334,14d  $1.400,918,197

www.computergaming.com

glut in last month's Read.Me). In
fact, you could always tell when a
console machine was reaching its
last legs because the manufactur-
ers would increase the allotment of
titles allowed to each licensee.

In the PC waorld, we claim that
we can regulate ourselves, and
every year we promise that we'll
do fewer and better titles, And
avery year, the number of titles
offered goes up. This means,
inevitably, less retail shelf space as
titles push and shove for attention;
less marketing/advertising money
per title as they attempt to get your
attention; and (the spirit of a previ-
ous point) less time for shaking
down and fine-tuning individual
proclucts. If | had a dollar for every
time I've heard someone say,
"We're going to make fewer, but
higher quality products,” I'd be able
to upgrade my computer annually
without working.

In the console world, manufac-
turers knew they could continually

COMPUTER CGAMING WORLD = JANUARY 1999 A

was a powerful weapon in fighting
the shelf wars and it made certain
that the products it released
wouldn't ding the brand. In the PC
world, we simply attempt to create
branding on the fly. Put out a few
clunkers? Change the name of the
publisher. Botch the first release?
Put up a patch or promise to get it
right in the sequel/gold/special
edition. The Big N guys understood
that lousy products meant a lousy
reputation. The PC game guys tend
to think their customers suffer from
amnesia.

From the vantage point of a
long-time (some say too-long)
editor in this business, | think the
PC game market is the closest to
the Atari experience of 1984 that
we've ever been. We're over-
leveraged, understimulated, and
oversated. If we don't start leaming
the lessons of sales curve past,
1999 is (in the ill-fated vernacular
of Yogi Berra) going to look like
déja vu all over again. (977
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What Rocks, What Bites

A Look at the Good and Bad in Gaming: 1998 Edition

his time last year | gave
awards in this column
celebrating the best and
worst of the year's gaming
trends. Since the column
was focused on sims (I've
since been unleashed on
the entire industry by
the powers that be at CGW), the
awards were named after the
superb F-15 Eagle and the anemic
Brewster Buffalo. Those aren't
really appropriate for more general
lauds and criticisms, though, and |
resisted Thierry "Scooter” Nguyen's
suggestion to label trends as "Da
Bomb" and “Hella Gimpy.” So
without further ado, let's look at
1998's utilitarianly named Gaming
Ups and Gaming Downs.

Gaming Ups

One trend that hasn't gotten
much attention but which deserves
appreciation is the upsurge in mis-
sion editors being included with
games. Special kudos to Activision
for including the actual mission
development tools for games like
BATTLEZONE on game CDs, Even if
you don’t want to create your own
missions, these editors mean you'll
find a wealth of extended game-
play opportunities on the Net.

Similarly, applause to Microsoft
and Activision/Parsoft for making
the formats for their planes avail-
ahle. We're looking forward to a
wealth of cool add-on planes for
COMBAT FLIGHT SIMULATOR and
FIGHTER SQUADRON,

Wonderful gaming experi-
ences—and huge crowds—were
found on Microsoft's Internet
Gaming Zone, Jane's Combat.Net,
and Blizzard's battle.net. We're
happy to see services like Game-
storm adopt more realistic pricing
models (39.99/month is a killer
deal for what it offers), but the
mass-market future is with the
companies who offer free play and
make their money off selling boxed
games or online advertising.

A COMPUTER GAMING WORLD = JANUARY 19939

Kudos to AMD for the K6-2
processor with 3DNow! tech-
nology, which offers Pentium II-
level performance for Socket 7
computers, | wouldn't actually
choose the processor myself (I
put in my decade as an Amiga
user—I'm allowed to be main-
stream now), but you can be sure
that the great prices on Pentium
Il and Celeron systems are more
due to the competition from the
likes of AMD than to any gen-
erosity on Intel's part.

The drop in system prices is a
mixed "Up." It's great that we
can bhuy top-of-the-line gaming

Gaming Downs

The biggest bummers of 1998
were when great games didn't sell
in a market in which some utter
crap has posted huge numbers.
BATTLEZONE and F22 ADF are
prime examples. BATTLEZONE—
which got a five-star CGW
review—sold about one-tenth the
number of copies that DEER
HUNTER sold. C'mon, there's
300,000 of you reading this. Let's
all go buy copies of BATTLEZONE
right now. Put down the mag and
make a statement about good
games. (And no, I'm not on
Activision's payroll. You're thinking
of Jeff Green.)

Another downer was the
licensing frenzy around ancient
arcade titles. BATTLEZONE might
have sold better if it hadn't been
saddled with the moniker of a
dusty old arcade game that most
of us grew bored with after about
five quarters.

Jeers to Intel for doing its best
to defeat overclocking by power-

between the OpenGL and DirectX
camps have petered out, but the
fact remains that novice gamers
are still faced with games support-
ing various comhos of Direct3D,
OpenGL, and 3Dfx Glide. Hey
Microsoft—why not add a “plug-
in" architecture to DirectX6 that
would allow companies like 3Dfx
to add new 3D features without
waiting for a major DirectX revi-
sion? Then we could put propri-
etary APIs to bed once and for all.

Four million bucks spent on
DOMINION: STORM OVER GIFT 3—
our industry’s equivalent to the
$40 million poured into Ken Starr's
foray into erotica writing. Just
think—lon Storm could have spent
that money sprucing up their facili-
ties (maybe they could use another
row of $4,000 seats for their THX-
equipped in-office theater).

The obligatory flame goes out to
every company that released a
game that needed patches to be
good. How many gamers will never
know that RAINBOW SIX, iF/A-18,

Finish the games, then ship them.
This trend could kill our industry.

PCs for under 52,000 now, and
that the surge in power will make
for even more impressive games.
But that has to be frustrating to
folks who've found their Pentium
233MMX systems to be already
on the anemic side,

A surprising Up was Windows
98. Sure, the upgrade was unnec-
essary for most Win 95 users. But
after spending a few months with
the operating system, I've been
very impressed with its stability
and ease of (re)installation.

Finally, cheers to the developers
of HALF-LIFE and RAINBOW SIX,
who showed us that 3D shooters
can be about more than fast
reflexes and cool lighting effects.

users in its latest Celeron and
Pentium Il revisions. While we're
happy that unknowing consumers
won't be as easily taken by dealer-
remarked processors, we're sad to
see savvy users prevented from
getting extra game performance
out of their systems. If this really is
to protect consumers and not just
a marketing decision, how come
almost every user who tried to
overclock a Celeron 266MHz to run
at 400MHz (or even at 448MHz)
was successful? The conspiratorial-
ly inclined might suspect that
processors are being underclocked
by Intel for marketing purposes.
Another downer was the 3D API
confusion. The heated exchanges

and M1 TANK PLATOON Il ended up
being good gaming experiences?
Finish the games, then ship them,
This trend could kill our industry.

Raspberries to the developers of
every DOS game released in 1998,
DOS is dead, Jim. Move on.

The biggest downer of the year
was Dani Bunten Berry passing on.
She was a talent who ranked right
up with Sid Meier. Her M.U.L.E. and
SEVEN CITIES OF GOLD helped keep
me sane in college. She practically
invented multiplayer gaming. And
she was a funny, gracious, and def-
initely interesting individual. The
industry will miss her, and the loss
of her talents is one that all

gamers share. ({97
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§ CHAQS GATE is squad-level, turn-based tactical
action that's utterly out of this world! Command ~ °
a squad of up to 20 Space Marines® and pursue
the evil Chaos Space Marines® through the "
Warhammer® 40,000 universe! T ’

;.. ® PURSUE the :ampaigr.l immediately, or take,on randomly

Bl generated missions to gain experience and acquire
- st

g . items of power. Whichever you choose — prepare
'J ~ for-the nnexpentadl 3
§ ) & COMMAND the vehicles of the Wagsawer® 40,000

auniverse: Predator tanks, Rhino APCs, Land
Speeders and Dreadnoughts.

——r

sl

R

-z_*-;‘»‘{'

'« CREATE your squall by choosing from 50 different -
soldiers and a formidable arsenal of weapans.
Missile launchers, heavy flamers and a full psyker
combat system are all at your disposal.

o BUILD custom missians with the powerful and
extremely flexible Mission Etlitnr

» WAGE mnltiplarer mayham.

' DEVELOPED BY i

WWW EHAI]SEATE III]M

1998 Strategic Simulations, Inc. All rights reserved. The SS1 logo is a registered trademark and CHAOS GATE is a trademark of Strategic S
Workshop and Space Marines are registered trademarks and Uliramarines, Predators, Rhino, Deadnooghts, T and D are trad of Games Workshop Lid. Windows is a reg
Microsoll Corporation in the United States and/or olher countries. All other trademarks and Jequsla{ad Irademarks are the property of their respective holders.

Inc, Artwork and imagery 1998 Games Wurkshun le Warhammer Games :
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Played a Good Book Lately?

BLACKSTONE CHRONICLES Is a PC Page-turner

here are few things in life
more satisfying than curl-
ing up next to a fireplace
with a cat in your lap, a
bowl of fresh Cheez-Its at
your side, and a really
good book. If you spend
as much time on planes
and trains as | do, you find other
ways to enjoy your favorite
authors, Listening to William
Gibson read Neuromancer on tape
once helped me through a particu-
larly turbulent East Coast flight.
And the late Roger Zelazny's recital
of A Night in the Lonesome
Octoberis as close to the consum-
mate Halloween entertainment as
you're likely to find this side of
Bela Lugosi's ghost.

But one way |'ve rarely been
able to enjoy my favorite books is
when they've been translated into
games. Part of this is a lack of
vision on the part of game pro-
ducers: The same sort of get-the-
license-first thinking that gives us
bad Batman movies also gives us
bad Spider-Man games. Because
the people in charge think the

audience for these products must
be the juvenile market, the prod-
ucts themselves suffer from being
dumbed down.

One would think, however, that
mysteries and thrillers wouldn't
have this problem since the audi-
ences for these stories range from
young adult and upward, How-
ever, the only game of signifi-
cance based on a literary work in
the past few years was | HAVE NO
MOUTH AND | MUST SCREAM.

While that game garnered critical
acclaim—it was CGW's adven-
ture game of the year in 1996—|
HAVE NO MOUTH bombed at the
box office.

Legend in the Making
Help is finally on the way.
Legend Entertainment has teamed
with horror novelist John Saul to
do a game based on the author's
best-selling The Blackstone
Chronicles, which should be avail-
able about the time you read this.
One of the reasons that THE
BLACKSTONE CHRONICLES fares bet-
ter than attempts by other high-
powered authors (such as Michael
Crichton’s somnambulistic
AMAZON) is that the game was
developed essentially as an addi-
tional novel in the series—much
like Raymond Feist's BETRAYAL AT
KRONDOR (Dynamix, 1993).

needless abstractions of games
like THE 11TH HOUR.

As you journey through your
father's asylum—now converted to
a museum—you're confronted by
the horrors perpetrated by your
father in the name of psychological
research. The more facts you dis-
cover, the more you must deal with
his legacy as well as your own
unsavary past. Mareover, you can
never be really sure exactly how
much is real and how much is your
imagination: Can this really be your
father's ghost speaking to you? Is
your son actually in danger? Did
you somehow help put him there?

Aside from the whodunit
aspects of the game, BLACKSTONE
is particularly powerful in its depic-
tion of psychological treatments.
For example, it's one thing to read
about some random individual
undergoing electroshock therapy.

BLACKSTONE's puzzles derive naturally from the plot line,
a refreshing change from games like THE 11TH HOUR.

beautiful as MYsT, and it's worlds beyond it in gameplay.

www.computergaming.com

The RIVEN crowd will
swoon over BLACK-
STONE's sumptuous
graphics, courtesy of
Presto Studios (THE
JOURNEYMAN PROJECT
series), and game-
starved fans of tradi-
tional adventures will
enjoy the tightly woven
and atmospheric story,
which at times struck

able than the books.
What impresses me
most is that the puz-
zles—the heart of any
adventure game—
derive naturally from
the plot line, a refresh-
ing change from the

COMPUTER GAMING WORLD » JANUARY 1999 A

me as even more enjoy-

It's quite another to have your
character strapped into a chair dur-
ing the game, trying to find a way
out as the clock ticks down to the
initiation of flowing current.

It's the pacing of the game—
sometimes thoughtful then switch-
ing to stark immediacy—that
makes BLACKSTONE work as a PC
thriller. As adventure games try to
reinvent themselves in the post-
MYST era, this is one game that
can really appeal to both main-
stream and core audiences. My
hat's off to Legend and to
Mindscape for publishing this one.
Maybe one of these days we'll be
able to argue whether A TALE OF
TWO CITIES for Windows 2001 is
better than Super-DVD FAHRENHEIT
451, We can only hope. (477




All the thrills of bungee jumping,
without being the fool strapped to a rubber band.
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If home entertainment is your game, Destination® XTV is the ultimate

thrill. It’s an ultra-high resolution monitor. It’s a DVD player for movies in
pure digital clarity. It’s a high-end audio system. A game station. Internet
access. Even a PC. Simply put, it combines an intense set of features for
performance that’ll leave you breathless without

ever leaving your living room.

Destination XTV

27" Television

* Ultra-high Resolution — 600 Lines Progressive Scan

* Dual Mode Screen Optimization

* Digitally Enhanced & Line Doubled TV Output

= 181-Channel, Cable-ready TV Tuner Installed

* On-screen Control of VCR, Sterco & Other A/V Devices

DVD Player

= Full Pixel Density DVD Playback

¢ C-Cube High-Performance Hardware MPEG Decoder
= Dolby* Digital Output

* Plays Audio CDs, PC Games and Applications
Digital Audio System

* Creative Audio High-Fidelity Wavetable Sound

= High Signal-to-Noise Ratio with Integrated Speakers
* Three Audio Inputs with Analog and Digital Qutputs

Game Station

 Supports Microsoft® Windows® OS-Based Games
* Internet MultiPlayer Gaming Support

= High-Performance 3-D Graphics

Internet Access

* Fast Internet Access with Installed 56K'Technology Modem

* High-Resolution Clarity on All Sites
* Data, Fax, and Visual Caller ID Alert

celeron*

FRGEERROR

limited warranty, on-site service agreements, and installation agree
prov?g?d ord)r uct purchased arid located in the cqnlinenla'l?.?niteglg
portables). 3

on
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§ credit through lender. P,

on, $14.95 tor unl

PC Features

* Latest Technology Intel® Celeron™ Processor

« 3.2GB Storage Capacity

» Cordless Keyboard and Field Mouse® Universal Remote
* Microsoft Windows 98

*» Microsoft Home Essentials™ Software

* Gateway Gold™ Service?

$1999 o

As low as $56/month
for 48 months®

Internet access provided by
gateway.net®™ for $14.95/mo.*

Home Theater Upgrade-5999

= 36" Television (35.5" Viewable)

® Boston Acoustics® Digital Theater™ 6000
Dolby*® Digital Surround Sound System

Let’s talk about your Gateway

call 1-800-846-8571

www.destination.com
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ugrto Rico and
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ON THE CG-ROM

Make Time Fly

Climb In, Take Off and Blow Stuff Up on the CD-ROM

We bring you an exclusive demo of the

CG-Choice winning Total Air War. Get a
taste of a real dynamic campaign as you try to
secure the Sudanese border in less than 12
hours. If your tastes run more toward
classical planes, then fire up the Jane's
Wonrtp War |l Fiahters demo. You'll get
alternating missions as either American
pilots attacking a town, or a Luftwaffe
ace trying to intercept said Americans.
WWII Figiitens will be the game to show
your friends how powerful your new
computer is, thanks to the beautiful 30
engine. If you're more of a driver than a
flyer, take a spin in Ubi Soft's Monaco Granp
Prix RACING SIMULATION; you get ta race two
tracks in this demo from the people who
brought you F1 Racing Siutanon,

Fans of Sid Meier's classic Raroan Tycoon will
want to see if Phil Steinmeyer (designer of the
first two Heroes oF Micht & Macic games) can
recreate that old Sid magic with the demo of
Raitroap Tycoon 1. You can either try to become a
multimillionaire from the period between 1870 to
1905, or you could try to make a railroad that
connects Cape Town and Cairo, Once you've
mastered those two scenarios, you can fiddle
with the map editor and lay out your own
scenarios; you can't save in the demo, but at
least you can brush up on the skills necessary for
map-making.

Action gamers, be sure to load up ViciLance,
the Goioen Eve-style shooter where you play
one of three agents sent out to assassinate a
base commander. Once you've exhausted the
single-player in the demo, you can hook up for
a multiplayer deathmatch via H.E.A.T. Finally, if
you own a copy of Wartorps 1ll: Dark Loros
Rising (a CG-Choice winner from last issue), you
can install the three new Red Orb-created
scenarios.

F ighter jocks are in for a treat this month.

WORLD WAR Il FIGHTERS

Fly as an American or German fighter in
the demo of this amazing sim from Jane's

A COMPUTER GAMING WORLD * JANUARY 1999

How To Use the Disc
he CD is Autoplay-enabled and should begin upon
loading it into the CD-ROM drive. Otherwise, from the
Start Menu in Windows 95 and type D:\RUN-ME (where
D is the letter of your CD-ROM drive) to run it
straight from the CD. You may type D:\INSTALL to
create a CGW program group on your Windows
desktop for future fun. Many demos require the
disc to be in the CD-ROM drive in order to run;
therefore, we recommend installing the demos
from our disc.

To Get the CD-ROM
subscribe to the CD-ROM version of the

magazine, call (303) 665-8930. If you already
receive the magazine without the CD, you must wait
until your current subscription expires hefore
receiving the CD version, Please address subscription
complaints to cgw@neodata.com. Neodata is a magazine
fulfillment house that is not owned or operated by Ziff-Davis.

January CD Titles

PRODUCT NAME PLATFORM  DIRECTORY/DEMOS EXECUTABLE
3D Ultra NASCAR Pinball W95 NASCAR pinball pinball.exe
Dark Side of the Moon video W95 dark side dsom.mpg
Dead Reckoning W95 dead reckoning setup.exe
Dominant Species W95 dominant sp setup.exe
Monaco Grand Prix Racing w95 monaco mgprs_d6.exe
Railroad Tycoon Il W95 RR tycoon setupex.exe
TEN W95 TEN setup.exe
Total Air War W95 TAWdemo setup.exe
Vigilance W95 vigilance setup.exe
WWII Fighters w95 WWII fighters WWIIFightersDemo.exe
DirectX 5.2 W95 directx dx5eng.exe
Warlords IIl: DLR scenarios W95 wldlr scenarios *w3s

MONACO GRAND PRIX RACING

if you erd Ubi Soft’s F1 Raane Smumnow,
take this out for a spin

See :f you have the know-how to make a
successful train company

www computergaming.com



The Rise of Rome took 520 ycars*

*Your results may vary.

Presenting the Age of Empires” Expansion: The Rise of Rome. %

Age of Empires is now going where you always and punishing Fire Galley—all on new and challenging %‘%
wanted it to go: Rome. In addition to the Roman

maps. Plus, this highly anticipated Expansion Pack '-;I _la“
gt Empire, this official Expansion Pack also includes " features four new campaigns and production queues to § #4
the legendary civilizations of Palmyra, Macedonia, and o I carefully plan your historic civilization’s growth.
Carthage, each with their own strengths and \‘"%

o3 J A, So visit www.microsoft.com/games/aoccxpansion
weaknesses. Test your mettle with new units like the - .

and start extending Age of Empires into a new cra
crafty Camel Rider. powerful Scythe Chariot, fearless Slinger,

of world domination.

THE RISE OF ROMEJ

E X PANSTION

@“g“n“é“

FLAY IT ON Z0NE.COM

Microsoft

ion in the United States and/ar siher caantrics,

You need the full versiva of Age of Empires 1o use Rise of Rome Exp

ion Pack, CI998 Microsolr Corp All righs reserved, Microsolt asd Age of Empires are
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ACTIVisioN.

REBUILT FROM THE BATTLEGROUND UP.

WWW.ACTIVISION.COM
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ON THE WEB

Go Get It Online

Plug In for the Latest News, Reviews, Demos, and Strategies

or the best in gaming, turn to the experts at GameSpot and CGW Online. You'll find a wealth of

news, reviews, and previews as well as cool demos and hard-core strategies for all the hottest

games. You'll also find excellent technical advice and game-based hardware reviews from

technical guru Loyd Case. Don't waste time or hard-earned cash—when you need accurate
information, read what the pros have to say at www.gamespot.com,

Mg

M

G A

GameSpot
Aptitude Test

Our biggest feature this year is our
GameSpot Aptitude Test, a compilation of 160
questions that will test even the most devated
computer game fan's knowledge of games.
This is the first test of its kind, covering a
decade of games and designers, We've got all
sorts of questions, including multiple choice,
analogies, matching, audio and visual
questions. Think you know games? Think
again. Take the GameSpot Aptitude Test and
see if you're a master of game knowledge or
just a thumb-twiddling neophyte.

Designer Diaries

For the latest news on the most anticipated
games of the coming year, check out
GameSpot's designer diaries, accounts of
game design from the developers themselves.
You'll find monthly updates on Disgto |I, Dark
Rein 11, and other hot titles.

e've got some of the best talent in

the business working hard to bring

you the ultimate strategies for the
toughest and most-played games. Our strategy
guides include detailed campaign or mission

walkthroughs, complete unit and weapons
descriptions, general tips, and multiplayer
strategies to upset your smug online enemies.
You'll find detailed guides on

HALF-LIFE

Tom Crancy’s Rainsow Six

Dune 2000

ComMMANDOS

STARCRAFT

AcE oF Empires: Rise oF RomE

and More

A COMPUTER GAMING WORLD = JANUARY 1999

Hot Previews

For the latest previews, turn your browser
to GameSpot, where we've got extended
previews of the industry’s hottest upcoming
games. We also keep our eye out
for those sleeper games that sneak
under the radar or just won't fitin
the pages of Computer Gaming
World. Here is a sample of some
of the previews you can expect at
GameSpot.

Heroes of
Might and Magic Il
Now that you‘ve no doubt
read CGW's early preview of
Heroes oF MiGHT AN Magic Il (in
the December "Holiday Hot
100" issue), go to GameSpot,
where you'll find a longer
preview with even more

detailed information on the Se e
v 5 F Atogomencam
game's campaigns, each of the - e
BN E
16 new hera types, the 8 S b g
S Rowseniy -

castle types, and descriptions
of the more than five dozen
new monsters and spells,

e

& Find a
tho'r, Sub ect, Tit

Q)
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The GameSper oditors compiled thyg kst of 1
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now ¥ ent a Gamg

KISING your ans Wers

The GSAT s 32
G o b PEUES 100 ¥ you lose your
WEer. Leaving your Drevesar opan wil u:lk..f‘: 040

TECONNSCE to the Intame 5
aready entared niomet without lasing the BN

YOU shoukd use the “back™ ang

the Botlom of #ach page when taking the

YOu to move back and torth freely vithour

Sid Meier's
Alpha Centauri

GameSpot has an online exclusive with
Firaxis Games to be the first one to play the
full-featured beta of Sip MEEr's ALpHa CENTAURL.
We go into detail about the gameplay,
technology, units, and diplomacy, and even
score an interview with the game’s designer,
Brian Reynolds.

Black and White

Peter Molyneux's newest game is BLACK AnD
White, and GameSpot executive editor Ron
Dulin has the full scoop. We bring you a
multipage preview and never-before-seen

screenshots. As one of the first games in
recent years to benefit from Molyneux's full
attention, this will be a game to watch.

GameSpot Columns

GameSpotis just crammed with gaming
goodness, not the least of which are our very
own calumns. Qur editors sound off on every
conceivable subject, including the state of game
music, Uttima IX's growing pains, how Saving
Private Ryan changed one editor’s wargaming
experience, and whether genre classifications
are really useful anymare. (X7

www.compulergaming.com
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e Fry /
history. But the nlghtma.re has u
begun. Now, in the sequel to the
critically acclaimed Seven Kingdoms, the Fryhtans are back with
a vengeance — smarter, stronger and more savage than ever.

‘And there's more to contend with. Twelve different
nationalities to save from the Fryhtans and control under
your rule. More role-playing elements to make your
strategies more complex and the action more exciting:
New 3-D graphics to take you deeper into the
Seven Kingdoms experience. And a revolutionary
random campaign generator to assure that no
two games will ever be the same.

Don't say we didn't warn you.

A 1
.\l 2 : \ -\ : ¥
Go to #175 @ www.cgfputedaming.com/infolink
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Sacistit Plcashres

an you stop ads that show games that are "coming" but we have to

wait for a year for them? Or do you guys print them to satisfy some

sadistic pleasure? It's inhuman to have to wait for so long for a game

you like! Do the same for those stupid ads that say, “What if you found

out that..."” or “Get ready for an adventure that will..." and really
unoriginal, lame, movie poster-like advertisements.

Rick T
Singapore
Via the Internet

We enjoy cruelty as much as the next crowd of stunted adolescents, but there are better
ways to do it than with ads. Besides, our deal with the suits is we don't tell them who can't
advertise, and they don't tell us what we can’t cover. Works out pretty well. If you feel

tormented by it, though, so much the better.

Like Fine Whiners
You guys get better and better. | just read
through the December issue’s Hot Holiday
100, which took me forever because | kept
going to the sites to check them out fully.
Don't get me wrong—the article was superb.
It's just that you guys wrote it so well that it
left me hungry for more. I've just gotta pick
up, oh, say, half the titles now! Keep up the
fantastic work.
—E Hellon
Via the Intemnet

Thanks. Working on that issue was like
birthing a sperm whale.

The 101st Speaks!

A letter writer in your December issue
asked why Empire dropped the screaming
eagle from its ads for the 101st AiBoRNE I
Normanoy. My father hosted the 101st
Airborne Division Reunion in Omaha,
Nebraska, this year. | attended the reunion
where | met did Tim Brooks, 15, and Carrie
Cowan, Empire. We discussed the legalities
of using the 101st patch with representatives

www.compulergaming.com

of the 101st Airborne Division Association. It
was pointed out that the patch is owned by
the Department of Defense. It would have
taken forever to receive approvalfdisapproval
from the government on use of the patch.
Nobody that I spoke with there had a
problem with the use of the patch. My father
and | both love the game and in no way
helieve this does any injustice to the 101st or
its outstanding military history.

Tim brought a demo to the reunion that
was well received. | spoke with some of
the Normandy Vets who were amazed at
the detail and accuracy of the weapons,
terrain, etc.

—Terry R. Zahn, Ir.
Airborne/Air Assault
Via the Internet

Thanks for clearing up the mystery, Terry.
Of course, there are always dissenting
opinions. ...
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When | want him to come to dinner, I just yell “SAM launch!”

The 101st Sucks!

I recently purchased a copy of 101st
Airporne IN Normanoy from Empire Interactive
without waiting for a proper review from your
magazine, and | paid the price. Simply put, |
expect better game play from a shareware
program! The designers must not have
bothered to check out classic tumn-based
tactical games like the ones in the X-COM
series, JAGGED ALLIANCE or even WAGES oF WAR.
They have to go and re-invent the wheel and
did a lousy job at that!

The equipment and weapon allocation
was horrible, the interface was not well
thought out, and that's even before | got
into the plane and started the game! From
the sound effects of soldiers walking or

running, | felt like my whole unit was
comprised of one-legged pirates. Enemy Al
is one of the dumbest | have encountered
and overall, there are no infantry tactics

to speak of, either from the computer or the
way | could deploy my men. This is
ridiculous.

Just once, | thought | could get away
without waiting for the magazine review and
take a chance on the latest turn-based
wargame, since they are so few and far
between. | was wrong.

Reynold Wong
Via the Internet

Our review of the title will appear next
month. (4417

DEP'T. OF CORRECTIONS

issue. In the 3D card roundup, we listed Guillemot's Maxigamer Phoenix as being

We regret to inform of a couple of, um, “factual irregularities” in the December

an AGP part when, in fact, it was the PCl version, which still performed just fine,
The second glitch was not so much an error, but an undiscovered work-around for
getting Logitech’s WingMan Force joystick to work with rudders. We've learned from our
readers it will work with rudders, but you have to unload the Logitech contral applet. Of

course, you're then limited to the default button assignments. But you can prabably set
up the sim to recognize them.
Other than that, we hardly screwed up anything last month. That is, if you don’t
consider that reference to Jimmy Stuart as a young Scottish Grand Prix driver (pg 184).
And we thought Jackie Stewart delivered such a wonderful performance in it’s a
Wonderful Life....
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FIRST LOOK!

Space Case

S YS TEM SH OCK 2 Pushes

The Boundaries Again

Now that we have computers
fast enough to play the 1994
classic, SYSTEM SHOCK, some of
the original developers are creat-
ing a sequel that will throw
down the gauntlet again. For
those who didn't play it, the
action/adventure hybrid brought
loads of innovations, including a
true 3D engine, sophisticated
physics, and the ability to lean,
crouch, climb walls, crawl
through shafts, and look up and
down: Looking Glass Studios
combined these features with an
elaborately detailed space sta-
tion populated with mutants,
cyborgs and a malevolent central
computer. Our December; 1994,
review awarded the game four
and one-half stars, calling it “one
hell of an immersive experience
in a fully realized 3D environ-
ment.”

The sequel will retain much of
the flavor of its ground-breaking
predecessor, says the game's
lead designer Ken Levine. You'll
explore a cyberpunk-style space
ship with an invento- ¢
ry, weapons and
special skills
including psionics
and data hacking.
You'll be able to :
lean and pull yourself
up onto ledges, and
there will be more to
interact with, he
says, The game is
broken into levels
by ship decks,
but the world is
persistent, so ‘

EDITED BY KEN_BROWN@ZD.COM

The lounge on
the MedSdi deck
has seen better
- days. Note the
8 X-com-like

inventory on
the bottom and
B the stats screen

l' to the right.

you can leave an ammo clip on
one deck, and come back later to
retrieve it.

The queen of malevolent
mainframes, SHODAN, is back,
but in a very different role (with
even more "“air" time than
before). It's your job to kick the
crap ot of her robotic minions
and shut her down. Expect plen-
ty of resistance from motion-cap-
tured mutants and cyboras.

One of the main criticisms
about SYSTEM SHOCK was that it
lacked a sense of character
development. The designers are
working to improve this with
role-playing-style character
depth. It begins with an innova-
tive in-engine character-genera-
tion system. You visit a recruiting
office on Earth to choose one of

You'll find plenty

of corpses on the

ship. Note the

Psionics multi-

function display
to the right.

A glimpse at
the Engineering

deck. This is the
three basic character types: Navy, mll:crcen ]
; , accessi-
Marines, or Secret Ops. After Iy ‘:i;‘; e
choosing your character type, of the mouse

you'll head 1o the starbase of
that service. You develop your
character there by choosing from
missions during your period in
the service (similar to the old
paper RPG Traveller).
= The game is being
developed in a partner-
ship between Looking
Glass Studios and
Irrational Games,
They're using a
modified version of
Looking Glass' Dark
Engine, which is
being used for
THIEF: THE DARK
PROJECT. The engine
supports 16 bit color;

dynamic, colored lighting; a particle
effects system; and objects with multi-
ple translucency. Irrational is also
building multiplayer support into the
game, They haven't released hardware
requirements yet, but we do know the
game will require a 3D card.

We'll continue to follow the
game's development as it nears its

spring release. —~Ken Brown




Warthog oridl

ur spies recently infil-
trated the Austin,
Texas-based

Skunkworks of Jane's L 0 05 e

Combat Simulations. We were
expecting to find the team dili-
gently working on LONGBOW Ill—
the version rumored to be so
detailed it would not only feature
trees, but anacondas hanging from
their branches. Rather than hearing
rotor blades, the staccato
“brraaack” of an Avenger cannon
rattled the room, as an A-10
spewed depleted-uranium shells
into the carcass of a Soviet-built
tank. Instead of seeing a Longbow, we
found a Warthog.

JANE'S A-10 will let you fly the ugly but
deadly ground attack jet flying a variety of
missions, including strike, close air support,
search and destroy, and escort tasks.
Perhaps most interesting is the inclusion of
a Forward Air Controller mission which will
let you fly your Warthog into the war zone,
identify targets, call in air strikes, and walch

We uncovered a few mare details during
our recon, such as force-feedback support
that will let you feef the A-10s Avenger
cannon, and support for cooperative multi-
player missions over Jane's Combatnet. We
even overheard optimistic murmers of a
February ship date.

We're assembling our team now for a
deep cover recon mission, and expect to
have full details on the sim in next

month's issue.

Re-Confirmed

C ONFIRMED KILL, the World I
War Il massively multiplayer

flight sim which graced

CGW's cover way over three years

ago, is finally nearing takeoff. |

recently put in some stick time in

the beta version at Eidos’ offices in
San Francisco, and I'm pleased
to report that this is coming
together as one of the most
innovative online sim designs
in recent years. And best of all,
a variety of adjustable mission
settings make the design
accessible to new pilots (a
necessity for a successful
online sim) while still main-
taining the depth and accuracy
demanded by experienced
hard-core sim fans.

Rather than the persistent
online contests found in most other online sims, CONFIRMED KILL
will let gamers recreate historical missions and campaigns, such as
island-hopping in the Pacific, the Battle of Midway, and the potential
German invasion of the UK. Human pilots will team with Al fliers to

the deadly results,

—Denny Atkin

create realistic force
balances. Most intrigu-
ing, though, is an adap-
tation of the FLYING
NIGHTMARES 2
Commandant map
which will let squadron
commanders view
recon of enemy territo-
ries and direct pilots
to take out specific
targets. An honor-
point system will
encourage realistic
and sportsmanlike gameplay, and as pilots gain points they'll be eli-
gible for promotions and medals.

CONFIRMED KILL is scheduled to be playable as a free open beta
on TEN at www.
ten.net by the
time you read this.

—Denny Atkin
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GAME UPDATES

Ambitious Anachronox

Tom Hall's Homage to SquareSoft Is Progressing Nicely

1 ain'r &
M Tk,

SET mn 3T eenkingt

ans of console-RPGs such as FINAL

FANTASY VII should keep an eye out for

ANACHRONOX when it hits the shelves in

late 1999. We got to see ION Storm's pre-
mier RPG, and it's looking pretty good.

While the game utilizes the QUAKE Il engine, it's
almost a complete overhaul. For one thing, the art is
a lot more colorful, and the game is played from the
third-person perspective. The most profound changes
are in the role-playing elements added to the engine,
including dialogue and a new combat system,
Veterans of FINAL FANTASY VII and CHRONO TRIGGER
(the two SquareSoft games that influenced
ANACHRONOX) will be at home with the combat sys-
tem. The game's plot spans several planets and
dimensions, and you'll be controlling three out of
seven available party characters at any given time,

The other interesting addition is how editable the
ANACHRONOX engine will be. Like id, Tom Hall plans
to release the materials that let you edit items
such as camera shots (all cutscenes use the game
engine), dialogue, and weapons and items. In
effect, Hall is hoping that ANACHRONOX is treated
both as a game and as a set of RPG tools, where
people can create their own RPG if they have the
time to commit to it. We'll keep you posted as the
game progresses. —Thierry Nguyen

travelling butt goodbye.
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using some of the more powerful, magical weapons
such as the staff that summons a gigantic demon that
immediately slays the nearest being. Summon this
charmer without an enemy nearby and kiss your time-

With lon Storm polishing up the single player game
and heading full bore into the multiplayer, DAIKATANA
should be out by late Spring.

WRETCHED HIVE OF SCUM AND VILLAINY You'll get
hired in this seedy bar in ANACHRONOX for what  §
appears to be a simple detective assignment.

Daikatana Shoots for Spring

he bad news is that DAIKATANA continues to be delayed. The good news is
Tthat all that time actually /s going toward making the game better. And from
what we've seen, it seems to be paying off.

The shift to the QUAKE Il engine is now complete and the results are simply
beautiful. Huge, stunningly lit levels should be the rule in this title, particularly in
the menacing medieval castle spotlighted during the Eidos Press Day. Currently,
the expanded design team is going through every level on a room by room basis,
adding unique features, interesting objects, and animations. According to John
Romero, "The goal is to have something cool in every room.” Given the enormous
nature of the levels, it's a daunting, but admirable, task.

lon Storm's work on the Al was ably demonstrated in a demo that had enemies
using cover and teamwork to slay every gaming editor that tried to beat it. We
hope that the monsters in the finished product will be just as nasty.

Pretty much every feature included in the ambitious original
design document exists in the
game, as well as new
features including
auto-aiming
crosshairs, The
crosshairs won't be
necessary all the time,
especially if you're

— Robert Coffey
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Alien vs. Predator
Basketball Pro 99
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Prince of Persia 3D
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Sid Meier’s Alpha Centauri
SimCity 3000

Slave Zero Accola

Star Fleet Command |

Star Trek: Klingon Academy
'ul-‘ll!htp Trclnpers N

Swords &

System Shock 2
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Wings of Destiny
X-Games Pro Boarder

Build and Program
Your Own Robots

ego

obot

ego MindStorms has re-defined the

smart toy category. With an ingenious

convergence of Lego accessories and the
home computer, MindStorms allows a user to
create autonomous, computer-controlled robotic
devices ranging from environmental explorers to
battle tanks. These aren't just motorized Lego cre-
ations—these are robots that actually react to their
environment with the aid of touch, light, and tem-
perature sensors. They can seek the safety of a dark
corner; negotiate small obstacles; or act like simple
pets that just roam about freely.

You program the robot in two easy steps, The icon-
ic, drag ‘n drop interface is easy to use and looks
more like puzzle-building than programming. When
you're through, you beam the program to the robot’s
"brain” via an infrared transmitter attached to your
serial port. The robot is now ready to be unleashed
into the world.

In a couple of hours a computer savvy, mechanical-
ly inclined user can begin building simple robots. To
build something more advanced like a Mars
Pathfinder could take several hours or days.

While not particularly complicated, the sheer vol-
ume of the kit can be daunting. There are more than
700 Lego pieces in the kit, including the RCX comput-
er brain; two touch sensors; one light sensor (rotation
and temperature sensors are available separately);
two motors; a software package including a setup
program and tutorials; and complete documentation,
In addition, you can augment the kit with nearly any

Toh et ]

sEnsor
A yaichiers

Programming your creations is simple
with this drag-n-drop interface. You then
beam the program to the rabot via
infrared, and he's ready to roll.

)

Lego pieces, including the Lego Technic series and

three special MindStarms Expansion Sets,

The system does have a few drawbacks, though.
First, the MindStorms software runs at 640x480

which makes it hard for a user to work with a large
RCX program in the programming environment,

Additionally, the interface is in 256 colors, so the
user has to switch the computer's graphics mode

down to 8bit. The RCX transmitter uses a serial
port so the user may have to unplug a modem or
other accessory. Also, some users have reported
that they occasionally have to re-download the

firmware to the RCX. The iconic programming sys-
tem does not seem to use all of the capabilities of
the RCX hardware as some advanced programmers
may wish to use the “Not Quite C* scripting lan-

guage to access programming variables. Finally,

having five separate memory areas in which to
store RCX programs in a user's rohot may not be
as effective as having one large memory area.
Anyone who grew up with Lego and knows how
to turn on a computer would have a great time
building and programming robots with
MindStorms. It's the rare computer toy that is non-
violent, appeals to kids and adults alike, and is
truly fun to play with. —Mike Weksler

Former CGW Technical Editor Mike Weksler is
the associate producer of Eidos’ CONFIRMED KILL.

Requires a Pentium 80 or beller using Windows 85/98
LEGO MindStorms. $200. 800-243-4870. www.legomindstorms.com
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FASTEN YOUR STRAIGHT-JACKET. IT’S TIME TO IMMERSE YOURSELF IN THE CHILLING WORLD OF JOHN SAUL’S
BLACKSTONE CHRONICLES® AN ADVENTURE IN TERROR — THE FIRST COLLABORATIVE EFFORT
BETWEEN NY TIMES BEST-SELLING AUTHOR JOHN SAUL AND LEGEND ENTERTAINMENT, STUNNING 24-BIT
ARTWORK SURROUNDS YOU IN THE EVIL THAT 18 BLACKSTONE ASYLUM — WHERE TORTURED
SPIRITS FROM THE PAST OFFER YOU THE ONLY HOPE OF SAVING YOUR MISSING FAMILY.
AND YOUR SANITY. BON APPETIT. JOHN S AU LS WWW.BLACKSTONE-CHRONICLES.COM

S e

Juhn Sauls Blackstone Chronicles; An Adventure In Terror 1958 Iindscape, Inc. All ngnts reserved. John Saul's name and likeness are the propeny of Jehn Saul,
The origmal novel “The Blackstone Chionicles™ £11997 John Sau. Used under ficense by Mindscape, Inc. in conjunction with Legend Entertainment.
Windows isa or frademark of Microsoft C in the United States andior olhér countries. All other Irademarks and
copyrights are the propeny of iheir respective hoiders
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GAME BIZ

Interplay Cuts Back

nterplay laid off about 10 percent of its worldwide staff—
I approximately 50 people—in late October. The cuts followed

Interplay’s dismal financial report for the quarter ending
September 30. The company reported a net loss for the quarter of
$15.1 million (compared with a net loss of $5.5 million for the
same period in 1997). The company attributed the loss to “ship-
ping delays for FALLOUT 2 and lower than expected sales for WILD
9.” Anonymous sources close to Interplay say that blaming
FALLOUT 2 for the company's woes is like "Blaming the Titanic dis-
aster on the last life preserver being late to hit the water.”

The worst casualty in the cuts was Tribal Dreams, which was

eliminated. The in-house development team responsible for OF
LIGHT AND DARKNESS had been working on STAR TREK: SECRET OF

i 2
Interplay’s closure of Tribal Dreams spells the end of
SECRET OF VULCAN FURY.

VULCAN FURY, a title the gaming press had greeted enthusiastically.

Meanwhile, EARTHWORM JIM 3D and MESSIAH were hoth pushed back to the middle of 1999. STAR
TREK: KLINGON ACADEMY, STAR TREK: NEW WORLDS, and STAR TREK: STARFLEET COMMAND all remain
unaffected by the cutbacks, according to Interplay.

Seeing fAed
Papyrus Exports
NASCAR Jobs to Russia

. apyrus Design Group laid off 15

J _.‘-Jmembers of its art team recently

| and outsourced their work to an
art house in St. Petersburg, Russia.
Papyrus is best known for its high-end
NASCAR, INDYCAR and GRAND PRIX
LEGENDS racing sims. Director of art
production Vlad Starzhevsky, who has
been at Papyrus for more than five
years, said that about 20 artists in St.
Petershurg produce substantial
amounts of art for his company. "These
guys completed 11 tracks for NASCAR
99, some of which are better than the
ones done by our U.S, artists,”
Starzhevsky said. Only four artists
remain under Starzhevsky in the U.S,
office. Papyrus general manager Igor
Razboff said that the Russian artists
know little of U.S. auto racing. “But all
that the artists need to do is re-create
huildings and ather structures from
pictures,” he said in an interview with
GameSpot. Razhoff formerly owned
the art house (Animation Magic) in St.
Petersburg where Papyrus is now out-
sourcing its art. He has been working
with Papyrus since March of 1998. The
Watertown, Mass.-based developer is
down to a trim 60 employees.
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See GameSpot News at
www.gamespot.com for
the latest on the game biz,

Sir-Tech Shutters Publishing Arfn

Canadian Group Continues
Development On Two Games

ioneer role-playing publisher Sir-Tech Software closed the doors of its U.S. publishing
P operation on October 14, 1998. The New York-based company was largely a victim of
the changing marketplace for PC games. Since its foundation in 1981 with the publica-
tion of such games as GALACTIC ATTACK and WIZARDRY: PROVING GROUNDS OF THE MAD
OVERLORD, Sir-Tech successfully marketed a handful of releases per year and was one of the first
companies in the PC market-
place to establish a success-
ful licensed franchise in
Japan (including WIZARDRY
manga and a WIZARDRY TV
series). The company also
published German-based
Attic Software's DAS
SCHWARZE AUGE series of
computer RPGs as REALMS
OF ARKANIA in the U.S.
In recent days, Sir-Tech
weathered huge losses from
: L numerous sources: distribu-
7 Al | tor bankruptcies; the failure
e e of the Telstar line of UK
products in the U.S.: and several hundred thousand dollar losses on X-FIRE, an Internet-capable
game that never reached a viable performance level. Now, the company’s Canadian develop-
ment division will continue as Sir-Tech Canada and is expected to finish WIZARDRY and JAGGED
ALLIANCE 2, the latest products in Sir-Tech's most successful two franchises.

Norm Sirotek, one of Sir-Tech’s co-founders, commented on the bittersweet nature of the
company's history by quoting his father, Fred Sirotek's favorite statement about the publishing
business: " [The software market] is akin to standing with one foot on a banana peel and the
other foot in a grave, while drinking champagne and eating caviar.” Thus passes the end of a
pioneering era. —Johnny Wilson

yww. computergaming com
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Dragon Fighter

Dragons Reign in Blue Fang's
Strategy/RPG Hybrid

RAKAN might be the latest game to put you in the dragon’s
seat, but it won't be the last. Blue Fang Games, the company
headed by former Papyrus pros Adam Levesque and John

Wheeler, is developing a strategy/role-playing game that lets you play one of five types of
dragons. DRAGON HOARD will feature a 3D world that lets you fly around from a third-
person perspective. You'll fight other dragons and fantasy creatures, collect gold to
increase your hoard, gain prestige and knowledge, and influence other races to do your

bidding—all to become the most powerful dragon in the land.

In the game's universe, dragons wield great influence over people, places and events. You
decide how you want to play: You can use your power to subjugate the humans, ruling an
area by fear and intimidation. Or you can choose to work in more positive ways to help the

lesser races succeed, and as a result, worship the dragon for its wisdom and aid. You must
become the most powerful dragon in the world, defeating all others, to:win. The game will feature

both single and multi-player modes.

Former Papyrus Design Group members Adam Levesque and John Wheeler founded Blue Fang Games in July, 1998. Levesque was the
producer/designer and Wheeler was the technical lead on NASCAR RACING and NASCAR RACING 2. They are joined by another former Papyrus mem-
ber, Lou Catanzaro, and a business development director from AT&T, Hank Howie. Boston-based Blue Fang is currently attempting to secure a publish-

ing deal for the title, which is expected to ship in 2000.

For more details, check out the company's Web site at www.bluefang.com.

—Ken Brown

Cavedog Marks New Online Territory €3 —«

‘Boneyards’ Seems Modeled

After Blizzard’s Battle.Net

avedog Entertainment has announced the launch of a free online
C gaming service called Boneyards. The service, apparently modeled

after Blizzard's successful Battle.Net, will let gamers chat and
compete in Cavedog games such as TOTAL ANNIHILATION. After an initial
beta test in November, the service should be live by the end of '98.

Boneyards will offer a ladder and ranking system, company-sponsored
tournaments and custom user profiles, The service will also report scores
automatically to a host of Internet gaming services,

In addition to TA, Boneyards will alsa let users play a new game called
GALACTIC WARS, based on the TOTAL ANNIHILATION universe. In GALACTIC
WARS, players join one of two warring forces fighting for control of 50-
70 interconnected worlds across a galactic map. After selecting a planet,
players fight TA-style battles with one or more human opponents from
the enemy force.
Daily tallies will
measure each
side's progress
towards their goal
of taking over
their opponent's
home world.

Future Cavedog
and GT games will
also support the
new service, the

¢ i
i N \

company reports, These include TOTAL ANNIHILATION: KINGDOMS (this
month'’s cover story), AMEN: THE AWAKENING, ELYSIUM and GOQOD & EVIL.
In addition, Cavedog indicates it has no plans to discontinue online, mul-
tiplayer TA on other online services.

Owners of TOTAL ANNIHILATION can download the Boneyards front-end
for free from www.cavedog.com. —Ken Brown

Playing Lately

CGW Survey Here's what you're blawing the maost time on,
Last Month Months on Chart

« StarCraft (Cendant Software)

. Might and Magic Vi (300)

. Quake Il (id Software/Activision)

. Unreal (GT Interactive)

Final Fantasy VIl (Eides/SquareSoft)

. Diablo (Blizzard/Cendant)

Age of Empires (Ensemble/Microsoft)

Heroes II, Price of Loyalty (3D00/New World)

Mech Commander (MicroProse)

. Battlezone (Activision) -

Bated an a monthly survey maifod to CGW subscribers.
This differs from the readers’ overall “quality ranking”® in the Top 100

SpmNpREwWNS

-

PC Data Best-sellers
Average Price

520
515

Last Month

« Deer Hunter Il 3-D (GT Interactive)
. Deer Hunter (GT Interactive) 2
. Need For Speed 3 (Electronic Arts) s38
. Barble Nall Designer (Mattel) - 519
. Madden NFL 99 (Electronic Arts) - a1
Tom Clancy's Ralnbow Six {(Red Storm Ent.) - 542
. Cabela's Big Game Hunter (Activision) 6 . 519
. StarCraft (Cendant Software) 1 S41
Rocky Mountain Trophy Hunter (GT Interactive) 5 517
. Dinblo (Cendant Software) 3 523
The top-selling PC games as of October, calculated by PC Data (Reston, VAL,

SOE NGO RWN -

COMPUTER GAMING WORLD = JANUARY 1999 A




YOUR BEST SOURCE FOR THE HOTTEST GAMES IN DEVELOPMENT
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SHOCK THE FLUNKY
All it takes is a little
lightning blast to
get a car squatter
out of his vehicle.
Then, one well-
placed shotgun blast
and the car is yours.

e

Redline

On Foot or Behind the Wheel, Cruise Red Asphalt in a Bumper-to-Bumper Blaster

by Bob Lindstrom
umper-smashing colli-
sions, gear-grinding
maneuvers, fiery acc-
dents, and crazed drivers
with murder in their
eyes—nothing matches
the sheer exhilaration of
a Los Angeles freeway
commute. For those of you who
don't get that daily blast of life-
threatening road rage, Accolade’s
upcoming car combat game,
REDLINE, will give you a white-
knuckled chance to get behind the
wheel and to smash, careen, col-
lide, and crush. And it won't raise
your insurance rates.
REDLINE travels that red ribbon
of high-impact highway previously

Redline

GENRE: Action

RELEASE DATE: 01 99
DEVELOPER: Beyond Games
PUBLISHER: Accolade

driven by such games as CAR
WARS, TWISTED METAL, and
CARMAGEDDON, What REDLINE adds
to the action are breathtaking, 3D-
accelerated, go-anywhere environ-
ments. And, instead of being locked
behind the wheel, REDLINE requires
you to put shoe to pavement at
strategic moments to wreak
destruction on foot a la QUAKE II.

If You Can't Shoot
‘Em, Smash '‘Em

Gamers will face yet another
apocalyptic future in REDLINE.
Gangs of racing vandals, including
the Red Sixers, Templars, and
Lepers threaten society. Your objec-
tive is to get into a “good” gang
and run the bad guys into the mud
thraugh a series of missions, each
with specific goals.

Every car is equipped with
weaponry (side and/or front firing
depending on the vehicle) for tak-
ing on enemy cars and on-foot
snipers—not to mention unex-
pected ordnance and traps. You

A COMPUTER GAMING WORLD + JANUARY 1999
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tear around the huge levels sailing
over obstacles and pulling boot-
legger turns while evading or fac-
ing off with nasties in their mur-
der machines. If you don't happen
to like the weapons in your jalopy,
hop out, fire a special lightning
weapon at another guy's street
rod, shoot the owner when he
staggers out, and then steal his
car. Brutality and felony—how can
you beat that?

2 ; £
HOOD ORNAMENT He's big, he's nasty, he's got a gun—he’s
going to make an awful mess on your windshield.

Judging from the four missions
that | got to preview, REDLINE is
going to be a graphic wonder. The
epic scale of the environments
makes this game the Titanic of
car combat, These are spaces so
large they dwarf a mere four-car
accident. The gameworld is rich
with expansive stretches, eye-
boggling heights, endlessly twist-
ing city streets, and exotically
sculpted interiors.

www.computergaming.com



If You Can't Smash ‘Em,
Shoot ‘Em

Sure, you can cruise the countryside
smearing enemies across the blacktop and
doing impromptu body work with a grenade
gun. But if you want to complete a mission
in REDLINE, you'll have to park the car, lock
and load, and hoof it. Besides, it's easier to
line up a Templar with your gun barrel than
with your license plate.

When on foot, REDLINE becomes another
first-person shooter. Still, the ability to wan-
der the grandiose proportions of an indoor
stadium or climb the towering walls of a
military installa-
tion makes this
a shooter of
epic scale. There
aren't too many
games in which
you stop to
enjoy the view,
but | found
myself doing
just that while

serial port connections, multiplayer
REDLINE includes special deathmatch set-
tings that minimize the strategy of soli-
taire missions and permit groups of bad
drivers to wreak maximum havoc as
quickly as possible. Once you and your
hell-driving colleagues have joined in
cyberspace, you can form teams for coop-
erative destruction against another team
of human opponents.

High Octane in the Tank

All of this splattering joy comes at a
price. Accolade currently recommends at
least a Pentium 200
with 3D acceleration
(although the game
will run without a
graphics accelerator).
While the version |
looked at wasn't opti-
mized for speed, three
of the four missions
moved along effec-
tively with a Pentium
150 and a Voodoo?

making my way
to the tallest
reaches of a
Red Sixer
encampment.
Familiar
design conven-
tions popped up
in the pre-alpha
| played. Health,
weapons, and
ammo are
tucked around
the countryside;
interior settings
hold puzzles
that involve
finding special
rooms, throwing

BREAKING AND ENTERING Infiltrating
huge fortified encampments will thrust
you right into the midst of the enemy—
if you're clever enough to get inside.

— T ¢ |

CLIMB EVERY MOUNTAIN This towering
mountain is typical of REDLINE's enor-
mous environments. But don't worry,
you won't have to climb up there...
you'll have to drive up there,

accelerator in low-
detail mode—the only
mode available in this
preview program.
Frankly, | found myself
wondering if the low
detail was an accurate
description of the set-
ting. It's hard to imag-
ine how much better
REDLINE could look,
After reviewing half

a dozen real-time strat-

egy games and plod-
ding through the most
recent first-person
shooter, it's easy for
your lypically blood-

switches, or
destroying equipment. Nothing much new
there. One nifty effect is a stunning "screen
shake.” When you trigger a massive explo-
sion, the entire screen rattles wildly while
you simultaneously lose your footing or
bounce around behind the wheel of your
car. It adds a whole new level of immersion
and challenge to a shooter.

If You Can't—
Oh, Just Blast Everybody

The robust single-player missions would
make a satisfying enough experience, but
REDLINE also features a multiplayer mode.
Compatible with IPX, TCP/IP, and direct

www.computergaming.com

drenched and bored
software reviewer to become blasé,
Although the pre-alpha | had was far from
optimized and far from finished, REDLINE
jump-started my enthusiasm for the possi-
bilities in action sims. When it's released,
REDLINE looks like one game I'll be playing
for sheer enjoyment. (977

Bob Lindstrom hates to admit it, but he's
been playing computer games since the pre-
Jurassic days of SPACE WARS and PONG.
Despite his love of fast action, however, he
has never intentionally crushed a pedestrian
against a wall while driving around the
streets of Los Angeles.

Rub Your
Bumper and
Pat Your Hood

f you think the headlong driving of REDLINE
I adds up to just another arcade game, you'll

be thinking out of the other side of your
head once you get behind the wheel. The
futuristic settings may be pure imagination,
but the vehicles boast their own realism that
drives REDLINE out of no-brainer land and into
fantasy sim territory. Even though the physical
models for each car were still being adjusted in
our preview version, these weapon-clad babies
took a deft hand to successfully navigate
through twisting streets and straight into
armed enemies.

The design team has wisely made compro-
mises toward the cause of fun. In the preview,
REDLINE's vehicles could take considerahly
more damage than your used Yugo, for
instance. But there’s none of the indestructible
spin rolls and survivable 10-story drops as in
the pure arcade racing of CARMAGEDDON, for
example. REDLINE takes itself more seriously—
without taking itself too seriously.

The upshot is that there is a lot to do behind
the wheel. First, you abviously have to steer
that car and tweak its speed—a tricky business
in the frequently close quarters of a REDLINE
environment. To make those tight maneuvers,
one finger has to dive at the Space Bar to yank
the parking brake and execute a spinning
“bootlegger” turn. When you recover from the
tumn, you'll want to nail that sniper on your
tail, so you stab the firing key with a second
finger. Oops, you haven't got the best weapon,
so a third finger flies out to the Change
Weapon key. If you want to line up the shot
with an aerial view, that's another key; if you
want to strafe, that's another key; and if you
want to slow down, that's another key. Finally,
if you want to glance around your vehide or
fire weaponry up and down, you'll need to
have one hand on the mouse to smoothly alter
your POV or direct your aiming reticule, which
leaves you with only five fingers to speed type
your way to survival.

In short, whether playing with a mouse, key-
board, or joystick, | quickly found myself run-
ning out of fingers. Short of buying an odd-
looking and probably very expensive pros-
thesis, it will take some time to master just the
driving phase of REDLINE. Hopefully, the inter-
face will be streamlined prior to release.
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Camera. 31 ol

Lelcome to the Here and Mow,
Where the enemy is scum. Buk human scum.
Hs Fast, sly and lethal as you.
Lhere stealth is as important as firepower.
LWhere you can actually Inok the enemy in the eye.
Hnd wakch him look back.
Forget Hell. This is the real undernuorid,

* Real-wuorid counter-terrorist missions
* 8 Unique player characters in single plauer mocde
* 20 unigue player characters in multi-player deathrmatch mode
* Ouer vug weapons and Power-ups
* Ground-breaking photo-realistic graphics with the
all news AnyChannel 30 engine

For a free demo, visit www.vigilance.com
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Hired Guns

Get a Whole New Perspective on 5quad~based Combat—*irst Person

by Robert Coffey

hat can a first-
person shooter do
to distinguish
itself these days?
On the visual
front, virtually
every title has
jaw-dropping 3D
graphics. Deathmatches, capture-
the-flag, and fortress-type varia-
tions are part and parcel of the
multiplayer options in most
shooters. Shotguns, rocket launch-
ers, and some big-ass guns—
what game doesn't have those?
After a certain point, it all starts
to look and play the same. But
HIRED GUNS, slated for a spring
1999 release, might just provide
the breath of fresh air that the
shooter genre is looking for.

Team Player

While HIRED GUNS' futuristic,
evil corporation back-story isn't
going to win any awards for origi-
nality, the game breaks from the
shooter ranks with its focus on
squad-level combat. Gamers will
directly control the actions of a
four-man squad of mercenaries
out to topple a trio of—here it
romes- -avil corporations. Samers

an olay a5 any of *he

“uhile giving order ¢

HIRED GUNS' unique approdcis
is immediately apparent in the
main game screen. A full third of
the monitor is filled with the
active character's perspective.
Along the bottom of the screen
are three smaller windows, each
reflecting the current view of the
other team members. In the
upper-right portion of the screen,

fhm oo

Hired Guns.

GENRE: Action

RELEASE DATE: Q2 '99
DEVELOPER: Devil's Thumb Entertainment
PUBLISHER: Psygnosis

you'll find a game interface that
allows you to control your team. If
you prefer to have a full-screen
view of the active character, it's
just a toggle key away.

Available orders include: Patrol,
Hide, Snipe, and Cover. Your forces
can also be instructed to go into
“Fury" mode, during which they
will just run randomly around a
level, firing at any enemy they
come across. Further determining
the behavior of your “squaddies”
is an Al adjuster that will color
their threat responses based on
three oriorities: health orders, and
Ahiprtivac sat pany pambare b
ety s healthy and Theyli
retieal aftei wkiing & ertain
degree of damage. Mercenaries
with a high order priority will
walk into certain death if you
order them to do so. Those mercs
that have been given a high
objective priority will focus their
actions on fulfilling mission goals.

The game interface will also
allow you set group formations

for your squad of mercs, includ-

ing Diamond, Tight, and Line

configurations. Additionally, a

rally button will instruct your

private army to make every
effort to reach the active char-
acter's location.

A COMPUTER GAMING WORLD * JANUARY 1999
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DARKNESS ON THE EDGE

| OF TOWN While the
active mercenary gazes
at a garishly lit city, the
other team members
have infiltrated their
objectives and await
further orders.

All Together Now

Coordinating your team's
actions and fully using its unique
ahilities will be a key to success in
HIRED GUNS. As an example of
team play, you may face a situa-
tion in which an enemy sniper is
preventing you from entering a
building. You'll have to instruct
one member to attack the sniper
with suppression fire so that other
members may enter the building.
But which member do you use in
these situations? If you need to
access a computer inside the
huilding, you'll want ta make sure
thi: syhorg gets in so it can inter
tace with the computer system. If
you expect incapacitating dark-
ness, you'll want the mercenary
with infrared vision inside the
building instead of occupying the
sniper. This emphasis on using the
full team should be the rule rather
than the exception since the
design team is promising to build
what they call "tactically engag-
ing levels.”

Powering all this is the ubiqui-
tous UNREAL engine, so you can
expect smooth gameplay with
glittering graphics—provided
you've got the hardware. The early
build | saw was striking, with the
action in each window sporting

MOON SHOT With the UNREAL
engine driving the game, you
can expect lots of stunning
graphics like these.

richly saturated color and smooth-
as-milk frame-rates. But don't
expect the gameworld to look
that good for long—Devil's
Thumb is making a concerted
effort to fill the environments with
highly destructible objects.

Destroying those objects should
be a snap, given that you'll have a
projected 17 weapons at your dis-
posal. Of the weapons | saw, the
most impressive was the sniper
rifle. This rifle features an incre-
mental zoom for targeting ene-
mies at different distances and
will take out most bad guys with
a single, skull-shattering shot.

Due to be on store shelves by
mid-year, HIRED GUNS could bring
a level of strategy and coordina-
tion heretofore lacking in first-
person shooters. ({927
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Eidos Interactive is a trademark of Eidos plc. © 1998 Eidos. Braveheart TM & @ 1999 Paramount Pictures and zoth Century Fox Corporation. All Rights Reserved.

Some Fight for Freedom With Petitions and Pleas.

Braveheart's™ real-time 3D strateqy engine offers unparalleled combat realism with hundreds of controllable on-screen warriors.
g P




Based on the award-winning motion picture starring Mel Gibson.

Go get a taste of clan war at e I D o S
[} N T E R A =] T 1 v E

www.eidosinteractive.com
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~ What it LEGOS" came with the option
— to mount LASERS and GRUISE MISSLES?

Q8 O 9

IN WARZONE 2100,
you won't choose from pre-made
units like in typical strategy
games. You'll build them from
scratch, resulting in over 2,000
different vehicle designs.* So, if
you want an action-laden, blast-
of-a-game that requires your
own intelligence (as much as that
of the artificial variety) then grab
some blocks and start building

your meal ticket to the future.

* Nearly 2000 more than any other steateqy g
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THE CREATORS OF SYSTEM

Sneak through the darkness on 12 treacherous missions.

\ . i &
Use stealth, (,umcing and UMQue weaponry_?go Sfjﬁrﬁve na
sinister world where shadows are your only é"y.,_ B

LTust 1S NOL an OPLION, and confrontation results in death!
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ETUDIOS

For More Info, Check Out
www.lglass.com www.3dfx.com WitWe € ldOSJ.n'b er&ct 1lvVe.COom



SHOCK™ AND ULTIMA" UNDERWORLD"

("'(I_h-'ef b]ales a nE'W U'a]] 4 = Computer Games Strategy Plus

“Thief may very well deﬁne d new Standard

for interaction and immersion.”” - PC Gamer

““The atmosphere and gameplay
make this one stand alone.”

= Computer Gaming World

—— - Stealthy Gameplay
e . bri ings a new dimension to

. I2HugeM|5510ns - firse | person action.

with multlplc environments.

Advanced Enemies

can scc hear, speak and
sound alarms.
.. - -

Your Asenal Includes:
black_fm*k, swordp fire arrows,
o WATCT ATTOWS, TOpC,

T arrows and more!

THE DARK PROJECT
cIDOS

I N T E AR A & T ¥ Vv E

Soltware. 1L Sradaen 1951 4 Tt Indrvact ook of [idos, PLC, Thied: e Dark Project i3 4 i Software, 1T @4 Lockag Glas Staden,
Spien Shach, Ttis, and M-tr-ﬁvnmlmuiamnmmunmlmhmmwmm:mu; www.eldosinteractive.com
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if you're gonna get the mest
acciaimed epic rPG

ever created for the PC, you'd

better hurry Because
Final Fantasy VIl is still in hlgh deman:l. And there’s

ne better seasen te play geod guy and save the worid.

0, 816

SQUARESOFT

©19497, 1998 Square Co,, Lid, Final an:aay ‘And. SquaroSoft b ragis !u*l Mrademarks of Square Co.. Lid. All Rights Reserved, EIDDS and EIDODS Interaclive are trademarks of EIBOS, Plc. © 1998 EIDO
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— Next Generation

Abseiuteiy Stunnmg" .

e ST storyteliing
ever found in an RPG"
— Computer Gaming World

Now for the PC.

“a unique and

o P 3

'  fascinating experience
i ~ you can't get frem any cther game’
31' il — Computer Games Strategy Plus

“Beauhfuigraphlcs huge i 2
compeliiing stery, &

unique gameplay” 90% rating

: — PC Gamer
PO | |
WWW. eldosmteréctwe com 4"#.-’ L
Get the demo!
1

9
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THE PRESS IS RAVING

e DIRTY

“With Commandos, Pyro is injecting -
new-life blood into the real-time strategy genre
with a game that will have players

on the edge of their seats.”

-Imagine Games Network

"Commandos is a

great game!”

-Gamecenter

"Slick, Different,
and Innovative”

»
-Computer Gaming World '

p e
originel game .

of tactics, planning,

' 2 k‘ E 2
s genuinely 12 1! s

- N % 2
and precision.” f M: A\
-Gamespot - e y
Commandos: Behind Enemy Lines and Eidos Interactive are irademarks of Eidos Ple. 1998 Eidos. All rights reserved
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Early Intelligence
onthe New \Wave

gy Games

grip of mediocrity
been plagued by a host of m .
Al, useless features for the sake of having featt.n'res, and a :tll'ég"ree
of pretension on the order of calling yourself The Artist Formerly
Known as Ginger Spice.

Thankfully, it seems as though the coming year will feature

‘games less concerned with following trends than with setting

them. Sure, every game and its sequel is hopping aboard the 3D
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THE NEW WAVE OF STRATEGY GAMES

Total Annihilation:
Kingdoms

Cavedoq's Fantasy Free-for-All Offers Tag-Team Excitement

the good kingdoms escalate warfare with gunpowder while the evil
kingdoms up the ante with sorcery.

In multiplayer terms, it's easy to imagine double crosses and
stabs in the back. The global wrestling ring comes to life in a four-

by Johnny L. Wilson

5 a preadolescent, | had a fascination for “professional
wrestling.” | may use the term advisedly, but the performers

were paid and some wrestling occasionally
took place. | wasn't all that enthusiastic about
the one-on-one matches, but | could get really
excited over the tag-team matches. Tag-team
matches, for those of you who had more
refined tastes than the young Johnny Wilson,
were those in which a wrestler in trouble could
touch the hand of his partner outside the ring
and change places with him. This would, of
course, shift the balance of the
match by bringing fresh blood
into the ring to take the place of the
beleaguered grappler.

The atmosphere was further charged by the fact
that one of the two-man teams was always the
“good guys,” the play-by-the-rules guys; the other
team was the "bad guys,” the cheat-if-you-can
guys. It was melodrama. It was adrenaline-pumping excitement to
an impressionable 10-year old. It worked.

TOTAL ANNIHILATION: KINGDOMS is a fantasy tag-team match on a
global scale. It's melodrama. It's excitement. It works. Like some
classic tag-team grudge match, TA: KINGDOMS features two good
kingdoms (Aramon and Veruna, representing the powers of Earth
and Water respectively)
against two evil kingdoms
(Taros and Zhon, represent-
ing Fire and Air). The
wrestling ring comprises an
entire world called Darien,
where ambient magic called
“mana" powers everything.
The kingdom of Aramon
resembles a magical version
of the Roman Empire—
benevolent imperialists—
while Veruna is more cos-
mopolitan (think Venice
during Marco Polo’s era).
Taros seems a near-demonic
depiction of totalitarianism
(complete with landscapes
from hell), while Zhon has all
the chaos of a sorcerous

Genre: Real-time Strategy
Release Date: Q2 '99
Developer: Cavedog
Entertainment

Publisher: GT Interactive
www.gtinteractive.com

WRESTLING RING The tag-
team match between the four
siblings in TA: Kingdoms takes
place on the world Darien.

player struggle for domination. In single-player

CREATURE FEATURES The

sorcery-wielding tag team of
Zhon and Taros often summon
monstrous creatures like this
giant arachnid and dragon to do
their nefarious bidding.

terms, the game features one continuous story
from beginning to end, but you'll have to
change sides (as the gamer, not as a character
within the story) from time to time in order to
experience the entire story. Designer Clayton

Kauzlaric likes to think of
the story as a novelized
perspective. When you
shift sides your view-
point changes, complete
with differences in inter-
face art and music, as
well as different units,
spells, and powers at
your disposal. Since the
mage-kings (the com-
mander units) of the four
kingdoms are the off-
spring of the same
immortal mage-emperor,
the storyline in TA:
KINGDOMS adds the

Third World nation set on a
primitive continent, All four
civilizations use magic, but

A COMPUTER GAMING WORLD = JANUARY 1999
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STERN WARRING The ancient
ships and war galleys look
impressive. The Greek Fire and
broadsides look great, but
don’t you wish you could run
along the side of those galleys
and shear off their oars?

www.computergaming com

spice of sibling rivalry to the
standard good guys versus
bad guys conflict.

In This Corner...

The combatants in TA:
KINGDOMS differ greatly from
the contenders in TOTAL
ANNIHILATION. Whereas the
original incarnations of TA
allowed for the rapid addi-
tion of new units, constantly
expanding the size of army
orders of battle, TA: KING-
DOMS will ship with about
160 different units and the
downloadable units will not
be released as often. TA:
KINGDOMS displays charac-
ters and vehicles in a larger
format than did its predeces-
sor, a nod to gamers who
complained that it was
difficult to discern physical
differences between many of
the units in TA,

The games differ also in
how they treat those units.
TA treated units like expend-
able minions; TA: KINGDOMS
will use a new experience
point system to actually
reward gamers who
conserve their units. For
example, your swordsmen

THE NEW WAVE OF STRATEGY GAMES

begin fairly weak, but if you manage to keep them alive long
enough, they can reach parity with high-level units. Units can
improve in movement rate, armor class, weapon strength, mana
ability, and building speed, among other factors.
TA: KINGDOMS will also feature a limited number of some
units (certain heroes and dragons) that, once lost, cannot be
rebuilt. These characters or unique units will be introduced via
narrative twists and should have the potential to shift the
balance of play. Another intriguing balance shifter in TA:
KINGDOMS is the appearance of deities. Any time a player
builds a temple dedicated to a particular deity, there is a ran-
dom chance that the god will take form as an avatar and
participate in battles. Of course, such an incarnation may well
presage a counterbalancing appearance by a rival deity.
The game differentiates the four kingdoms not only in terms
of units but also in terms of build cycles. In addition, the king-
dom of Zhon has units with the capacity to self-replicate. They
won't be able to engage in battle as they clone themselves, but the
self-spawning capacity provides an awesome power, nonetheless.
Other units will have built-in immunities to certain forms of attack
(particularly the undead creatures who can be harmed only by magical
attacks). Unlike the amazing disappearing dead of TA, corpses in TA:
KINGDOMS will remain persistent for a time during the battle (the exact
duration of this persistence has not yet been determined). As long as
the corpses remain, high-level priests from Aramon and Veruna can
resurrect the units. High-level sorcerers from Taros or Zhon, however,
can reanimate the units into zombies or skeletons.

The naval units for TA: KINGDOMS are particularly impressive. War
galleys, men-of-war, and fire ships abound, complete with animated
oars, flowing pennants, turning rudders, and billowing sails. Partisans of
ancient naval warfare will be disappointed that the game doesn't allow
ramming or shearing (when a lighter, faster ship runs alongside the hull
of & heavier, slower ship, breaking off its oars to reduce its speed and
maneuverability prior to ramming it). The naval warfare is closer to that
of the Byzantine Era, when projectile weapons and Greek Fire were
becoming the order of the day, and rams had a tendency to break after
one use. More important, all ships in the game have a variable trans-
port capacity, adding to logistic flexibility and the art of maneuver.

One other unit that enhances the play in TA: KINGDOMS is the
Mage Healer, The Mage will have a healing radius and will automati-
cally begin to restore hit points to damaged units within that radius.
Of course, the opposition will have its corresponding tag-team part-
ner: certain advanced undead units that will be able to sap strength
from any unit entering their vampiric radius.

here, serve as summoning circles for the units you'll conjure
to comprise your armies.
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2200 AD. What's lell of civilization has landed on a mysterious alien planel. And it’s
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Tipping the Scales At...

In TA, you had to extract metal and collect energy. In TA: KINGDOMS,
you have an abstract economy based upon mana (the ambient magical
enerqy, which represents the limited
resource in the game) and the
attendant drains on that energy
pool in terms of units of time and
units of labor. Every unit in the
game either builds or consumes
mana. You don't have to mine or
process this energy, just use it.

The sacred sites rank as one of
the game's most valuable assets,
Gamers will have to find the sites
within the gameworld, but finding
them makes a significant amount of
mana become available to your
kingdom. You can use mana to sum-
mon creatures or heroes, construct
additional buildings, or prepare mas-
sive armies for an all-out offensive.

According to the design team, the
shift in approach to resources was
based on the feeling that the econo-
my in TA didn't work. “When you're
just getting started,” says Kauzlaric,
“the TA economy makes sense and
seems to work, but 20 minutes into
the game, resources cease to mat-
ter.” The mana-based zero-sum
economy means that there will
always be trade-offs in the game,
but you won't have to micromanage
mining and ecology operations in
order to keep funding your troops.

Within a given radius of influ-
ence, each unit capable of con-
struction can build certain units.
Gamers won't be overwhelmed by
irrelevant build menus on which
half of the units are "grayed out” A i
as inapplicable to the current situ- b i
ation. The build menu (buttons on
the left-hand side of the screen)
displays only those units or build-
ings eligible for construction within
a given situation. Once you choose
a unit or a building and its location, you see a ghost image of what's
being built in that spot. You can also stop construction (or summon-
ing) at any point in time.

The construction capability in TA: KINGDOMS is particularly important
in one regard. In TA, gamers were susceptible to early rush attacks. TA:
KINGDOMS allows you to quickly build fortifications to thwart early
aggressors. Stone walls will hold off an assault of archers or swords-
men, forcing your opponent to build up ballistae, cannon, catapults,
siege engines, and/or trebuchets prior to making an assault. One
caution, though: It's possible to build fortifications such that you
virtually pen yourself in.

A major difference in Al will quickly become evident when gamers
first boot up TA: KINGDOMS. While TA used a mathematically correct

trebuchets in the game.

A COMPUTER GAMING WORLD » JANUARY 1999

COME TO THE CANNONADE Whether in
the midst of sieges or open-field war-
fare, you'll appreciate the firepower
offered by the ballistae, cannon, and

line-of-sight that factored in terrain effects, TA: KINGDOMS has
expanded that to make the line-of-sight changes in terrain and eleva-
tion more perceptible and satisfying. Ironically, the actual calculations
are less realistic, but the resultant pathfinding, peeling back
of fog-of-war, and missile range seem mare realistic as you
play. When you fire catapults off a cliff or order archers to
shoot down a slope, you now sense more readily that
you're getting increased line-of-sight and range. You didn’t
always feel that in TA. Sometimes, perception is reality.

Another difference is that the state-based Al will
respond according to the unit's need. If the unit is being
defeated, the Al is smart enough to retreat. If the unit is
supposed to
attack, it will keep
exploring until it
finds something
to attack. If the
unit is supposed
to patrol, it will
patrol (via gamer-
designated way-
points) until it
finds something
to attack. Instead
of being scripted
only to respond, the Al-controlled units will react according
to where they are in the game. In one playing of the game,
we watched a jungle orc from the Zhon army traverse the
entire map and kill every enemy he encountered without
any instructions from us. The program took it and ran.

wl Vst l‘L i ey \
DESERT STRIKE Evil hordes
assault a desert town in TA:
KINGDOMS.

Wearing the White Trunks...

Some gamers will never be happy with the prebuilt
scenarios in a game. Fortunately, TA: KINGDOMS provides
a map and mission editor that will enable you to build
your own maps for both single-player and multiplayer
action. The best news is that the mission editor uses a
scripting language that allows for random events, timed
events, and custom victory conditions for both single-
player and multiplayer encounters. For example, you could
script an epiphany from a hostile or friendly deity or even
a full-scale invasion by an Al kingdom for a certain point
in a multiplayer battle.

More important, TA: KINGDOMS will be fully functional
with Boneyards, Cavedog Entertainment's new online
gaming service. Boneyards will provide not only matching
services for TA: KINGDOMS foes, but alsa a persistent envi-
ronment (something like a competition ladder, but with more fiction)
in which those battles will make sense in the larger scheme of things.
As of press time, Boneyards was being tested with such a system for
TA, called GALACTIC WARS.

For me, as that 10-year-old wrestling fan years ago, the hest part of
any tag-team match occurred when all four combatants jumped into
the ring and chaos reigned. The hapless referee would try in vain to
break up the melee, and you knew that the bad guys would get in
some cheap shots while he wasn't looking. TOTAL ANNIHILATION:
KINGDOMS looks as though it will offer lots of entertaining, impressive
chaos and plenty of opportunities for those of you who enjoy playing
the bad guys (you know who you are) to get in some cheap shots. In
short, "Let's get ready to rumble!” ({07
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Close Combat Il

Third Time's a Charm

by Terry Coleman

istorians constantly argue over which battle of the

Revolutionary War was the most significant, or whether Lee
could have won at Gettysburg on the second day if he'd pressed
harder, or whatnot. When it comes to the eastern front of World War
I, however, most of the arguments focus on minutiae because the
big themes of the conflict are pretty much free of debate. When the
Germans launched Operation Barbarossa, they set in molion the sin-
gle largest land conflict in history. Over the course of four years, tens
of millions were captured, wounded, or killed. The very names of the
battles still resonate, even more than a half-century later: the des-
perate defense of Moscow; the bitter, protracted siege of Leningrad;
the turning point at Stalingrad; the largest tank battle in history at
Prokorovka; the liberation of Warsaw; and the sacking of Berlin.

Most of the great hoardgames and computer wargames of the
past three decades cover this monumental conflict from either an
overall strategic or a middle-ground operational
Genre: Real-time WWII viewpoint. CLOSE COMBAT IIl, true to its name, gets
Release Date: Q1 '99 its hands dirty at the grunt level. Even more than A
T LTI AN GINTECENTEY  BRIDGE TOO FAR, CLOSE COMBAT Il succeeds at por-
Publisher: Microsoft traying the chaos of the battlefield. But it never gets
www.microsoft.com/ unmanageable and is always engrossing.

Part of this is due to the situation: Almost every
kind of WWII battle you can imagine was fought on the eastern
front. Still, it's a tribute to the design that a system started as pri-
marily an infantry-oriented simulation now easily handles the vast
number of tanks, half-tracks, artillery units, and other military hard-
ware that took center stage for much of 194145,

The Al doesn't simply maneuver these war machines competently,
it also uses them adeptly to exploit its terrain advantages, especially
in building-to-building fighting—at least in the scenarios that have
been finished at this point. If you thought that enemy firepower was
deadly in A BRIDGE TOO FAR, you'll be running for cover here almost

CONCENTRIC COMMAND The multicolored circles not only
contrast sharply with the barren battlefield, they also
show the command radius for each commander and his
subordinates.

A COMPUTER GAMING WORLD « JANUARY 1999

from the time you boot the program. The Germans have tanks
galore and a well-developed command structure to go with a core
of veteran troops. The Soviets caunter with heavier tanks, lots of
antitank guns, and the dreaded human wave tactic. The first time

Last Dance at the Volga

Viewed from farthest zoom-out, th: ﬁghtm n the .factones at‘
Stalingrad resembles nothing so much as a paper wargame,
with the unit icons appearing like cardboard counters.
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At medium view, you get a better idea of how desperate the

Soviet situation is. Note the gray German tank to the left of
the screen, closing to support the 88mm antitank guns.

In extreme close-up, you get an idea of how aggressive the
German Al is; though | might have waited for more units, the
Germans have racked up quite a body count. Keep in mind
that staying in this view too long invites disaster since you
miss the big picture.

www.compulergaming.com




you sacrifice dozens
of Soviet soldiers to
take an objective,
you'll reel from the
slaughter. Eventually,
though, you realize
that this was the
mindset that Soviet
commanders—and
soldiers—actually
had during the war.
My hat is off to the
designers for not shy-
ing away from this unpleasant truth.

All the Amenities
CLOSE COMBAT Ill comprises more than 20 battles and a dozen

campaigns, covering everything from small engagements to the

entire war in the east. Despite the game’s incredible scope, there

i.‘I

5

{&16] Buildings in CLOSE COMBAT IIl vary
greatly in size, shape, and materials, which
makes a huge difference to troops trying to
use them for cover.

£27] CLOSE COMBAT |1l handles gullies and
other depressions better than its predeces-

sors—and certalnly much better than the typ-

ical RTS game.
{8a:3¢] Pacing is tough to execute in any

game, but here the units’ mavement rate over

dirt roads, paved roads, and even rail lines
seems to be just right.

4 This German half-track has gotten too
far ahead of its support for its own good,

computergaming.com

'ROCKETS AWAY! A
Wurframmen rocket artillery in action.

THE NEW WAVE OF STRATEGY GAMES

iew of

It's about to be roasted by...

{51 ...this T-34 flamethrower tank. While
flamethrowers are a bit expensive for you to
requisition, the design team seems to be
obsessed with them.

'8 A medium German tank in camouflage.
Given its present location, this vehicle might
have been better [eft in the woods offscreen.
21 While its fixed gun can be a problem at
times, this German tank destroyer is perfectly
poised to nail the Soviet tank ahead.

‘8" A Sherman tank, glven to the Soviets via
lend-lease from the U.S., has the sense to
wait for a good shot: The tank's commander

- o & ]
- ot /¢ ‘\f‘.‘—. A
¢ ARG
RED SQUARE IN WINTER The art style is anything but dull, as

in this Moscow scene, which could easily have sprung from a
surrealistic painting.

knows he'll probably get only one.

9. These infantry are armed mostly
with rifles and submachine guns. If a
German tank ventures too near, how-
ever, those soldiers who pass a morale
check can assault the armor up close.
10 Since both sides fielded powerful
antitank guns, those units almost
always get targeted early in CLOSE
COMBAT 1.

11 By leaving the strategic window
active you can see the overall battle at
a glance without having to zoom in and
out frequently.
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Atomic for Power,
Turbines for Speed
(With apologies to Adam West)

Svme wargame des:gners-—-ﬂonn Koger, for one—create games from

all periods of history. Keith Zabalaoul and his crew at Atomic Games

have stuck to simulating the battles of WWII, but they have a lot
more range than they get credit for. Besides, | know Zabafaow is still
dymg todoa Starshlp Troupers game.,. i e

The V FOR VICTORY series was ahead of its time in many ways, combin-
ing the familiarity of boardgame conventions with better functionality
and a generally easier learning curve. Sure, the games were turn-
" based, but for operational-level games, it's yet to be
proven that real-time action is better. These were
some of the first SVGA games, not just for strategy/war
games, but for any genre. The best of these was UTAH
BEACH (released by 360 Pacific in 1993), a marvelous,
tense look at D-Day that holds up a half-dozen years
later. It's still available on CD in THE COMPLETE WARGAME
COLLECTION from 5SS Later games in the series added
technical innovations, but as games they were handi-
capped by their settings.

After the demise of 360 Pacific, Atomic entered into a
relationship with Avalon Hill. The two companies had
somewhat different ways of approaching game design,
but the tensions worked positively in OPERATION
CRUSADER, easily the best PC game set entirely in North
Africa. At this point, Atomic’s Al did a much better job
attacking than defending. Since the best “mobile defense”
in Crusader was to counterattack, the computer opponent
acquitted itself pretty well—making this worth buying if

'lpp ... you can find it. Maybe Hasbro will consider reprinting
1 gimn this as part of an "AH computer classics” collection.

T e |

3%

The creative tension between Avalon Hill and Atomic
became outright dissonance in STALINGRAD, not at all
based on the old AH boardgame. The operational-level
scenarios worked fine, but the late addition of a 400-
meter-per-hex scale for some parts of the fighting within
= the city simply didn"t work. As a contest between two
human generals, however, this is still a good game.

CLOSE COMBAT, Atomic’s first game for Microsoft inspires

respect more than pleasure. It often feels as though the
game were running under its own steam—the last thing
you want in this kind of game since hard-core wargamers

A

A $  are notorious for heing control freaks.
'}

=8 This time Atomic got it right and truly captured the flavor
" of small-level W1l combat. The psychological profiles are
more fleshed-out in CLOSE COMBAT: A BRIDGE TOO
FARthan in the original, and the game works better on
every level—particularly for multiplayer action. If you
don't already have this in your collection, you're missing
areal treat (but it's not too late to drop a hint for
Christmas). With the success of this game and the upcom-
ing seque), it's doubtful we'll ever see the Atomic folks
" going back to turn-based games—which is a real shame
since they've shown they can do both.

COMPUTER GAMING WORLD = JANUARY 1999

are things the design doesn’t yet allow for. You
don't see—as occasionally happened in real
life—units being outfitted for summer campaigns
but having to fight in the snow. Because the bat-
tles are short and sweet (a boon for multiplayer
action), you don't deal with trying to paradrop
supplies into the surrounded German Sixth Army
at Stalingrad. But these are quibbles, and there
are plenty of other games if you want to be
Guderian or Zhukov.

If, however, you want to be a small-unit
commander moving up through the ranks of the
German or Soviet army, there's no better place
to be—at least on the PC. CLOSE COMBAT Il

INVASION OF THE ANTS CLOSE COMBAT lll
does a wonderful job of showing the
Soviet's human-wave tactic in action: It
can be especially effective when employed
with camouflaged troops in the snow.

RUSSIAN TREASURE The currency of CLOSE
COMBAT lll is measured in requisition
points. The higher you rank, the more you
can spend on units and the more elite units
you gain access to.

doesn't require a Pentium 11 400 or the hottest
3D accelerator on the market. What it does
require is a cool head, a love of challenges,

and a desire to immerse yourself in the

grittiest land campaign in history. I've been
critical of many real-time wargames in the past
few years because the "real” was too often
missing. CLOSE COMBAT Il is as close to looking
down a gun barrel as most of us want or are

likely to get, (L920
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Homeworld

This Sci-Fi Strateqy Game Pushes the Boundaries of 3D Space

Genre: Real-time Sci-fi
Release Date: Q1 '99
Developer: Relic

Entertainment

Publisher: Sierra Studios

by Robert Coffey

id you ever want to jump out of your Excalibur star fighter in
D a WING COMMANDER game and start calling the shots instead
of just taking them? Did you ever wonder just who was drawing
up the mission plans in TIE FIGHTER? Did you ever think to your-
self, “I can come up with a better strategy than this" in DESCENT:
FREESPACE? Well, you Commander Adama wanna-be, HOMEWORLD
may be the answer to your prayers—serving up heaps of epic
space combat in which you create and command huge fleets of
space vessels instead of just pilot them. As leader of an entire
civilization fleeing from adversaries who have driven you from
your adopted home, you'll traverse space in a desperate race to
find the legendary planet of your origin: your homeworld.

Battlestar Fantastica
The first thing you'll notice about HOMEWORLD are the graphics.
Visually, the game should be stunning. Using virtu-
ally every 3D trick in the book, the design team has
created a vibrant, living world in the cold expanses
of deep space. The universe brims with richly
detailed space ships, fields of bobbing asteroids,
and beautiful, shifting nebulae.

www.sierrastudios.com

THE BIG PICTURE In addition to showing the positions of
all your units, the sensor display will let you move ships
and check on how much of a given sector you've explored.

SHOOTING STARS HOMEWORLD's free-moving camera
allows for some breathtaking perspectives of battle, Here,
a wing of scout ships moves in to finish off the enemy.
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Adding to the game's
graphic appeal is its
zoom feature. Pull out for
a wide view and you'll
be able to take in every
ship in the sector—zipping fighters trailing ion streams, gently spin-
ning research stations, enemy bombers peppering the hull of your
massive mothership with exploding plasma bombs. Zoom in tight
and you can ride right behind a wing of attacking fighters, all the
hetter to ogle the glowing engines and brilliant explosions. Beautiful
and dramatic, the action in HOMEWORLD could run the risk of work-
ing against its playability since gamers may neglect their strategic
duties to marvel at the splendor of the gameworld.

But odds are that won't happen since HOMEWORLD seems
poised to give gamers some of the most innovative strategy gam-
ing in a long time. Just the addition of a truly three-dimensional
world promises to open up all sorts of new strategic challenges.
You'll be able to flank enemies from above and below as well as
from the sides, but surrounding a key enemy target should prove
more daunting given that those targets will have more avenues
for escape than in a traditional game.

Viewing your position from various angles will be vital to your
success, 50 HOMEWORLD utilizes a camera with a full 360 degrees
of freedom. This lets you whip from a view high above your moth-
ership to just below it in a heartbeat. Should you need to check on
scout ships far from your primary position, you'll be able to call up
the strategic map of that sector and click on those units to be
instantly transported to their position.

» ONLINE

Look
previe,

uttver HOMEWORLD

t www.gamequides.com

Getting There From Here

Directing the actions of units in a true 3D environment presents
a slew of challenges not present in other games. Given that your
monitor is a two-dimensional device, you can't select a unit and
actually click on a point in space: How does the unit know where
on that plane you want it to go? Should it move straight ahead or
five miles deeper? To its credit, the design team at Relic is doing a
good job developing an interface that doesn't get in the way of
enjoyment yet allows gamers to control their forces with precision.

As in most real-time strategy titles, units in HOMEWORLD can
be gathered into groups by simply clicking and dragging a box
around them. Groups can be of an unlimited number and can be
assigned to hot-keys. For the tricky business of moving units,
you'll simply press the M key, which calls up a graphic overlay of
a large dish representing the horizontal plane the selected units
currently occupy. Clicking anywhere on that dish sends those
units to that point. To send them to a place either above or below
that point on the plane, you'll have to press another key. This will
allow you to move your cursor off the original plane and triangu-
late a destination for your units. In print it sounds clumsy, but in
practice it's quick and effective.

In fact, a great deal of the interface relies on using the key-
board. Gamers who have never used hot-keys for actions in games
such as STARCRAFT will probably have some adjusting to do. Keys
are used not only to direct movement, but also to call up the

www.computergaming.com
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RESEARCH MANAGER research station will be responsible for all scientific advancement.

wrem wrraes Research may be slow at first, but you can increase your speed by

| N building additional station modules. As the research structure

grows, so will your research speed. Alternately, you may research
more than one technology by assigning different research tasks to
separate station modules. New technologies will enable you to
create new ships, develop better weapons, and access even more
technologies.

Paised for an early 1999 release, HOMEWORLD has the potential
to be a breakthrough title among real-time strategy games. By fully
utilizing 3D technology it will add a whole new dimension to the

genre. (4977

SCIENTIFIC METHOD Multiple research modules will let you
investigate several technologies at once or accelerate
inquiry into just one.

strategic map, to set unit posture for guarding and the like, and to
select formations.

Form and Function
Formations promise to be as integral to gameplay in HOMEWORLD
as they are in MYTH. You should be able to send squadrons of
Interceptors in wedge formation to penetrate and scatter an enemy's
forces before you follow up with a solid line of heavy Carvettes to
pound the enemy into oblivion. Formations operate intelligently as
well, If you tell a group of Defenders to go into a sphere formation
with your mothership, the Defenders will arrange themselves around ' ;. THEBIG PICTURE, PART Il
the mothership rather than trying to force the enormous mothership & Whether rendering shifting neb-
into being part of the sphere. - ulae or hrilli'ant explosions,
Deep space noticeably lacks terrain, so you won't be able to count HOMEWORLD's 3D-accelerated
on mountain ranges and the like to provide defense for your forces. E:::::;?;:E JAmea
Instead, defense will hinge largely on your deployment of units. y
You'll need to place your more
valuable and vulnerable scanners,
research stations, and mothership
in the center of a growing fleet,
Lighter, quicker craft—like
Interceptors and Bombers—will
need to patrol the edges of your
“base” to extinguish or severely
wound attacking forces. Defenders
will be particularly handy. While
they're almost useless as a mobile,
attacking force, they are
formidable when they stick to
quarding your assets. And there
will be some environmental phe-
nomena you can exploit for
defense: You can charge gas
clouds, for example, to create
impassable electrical fields—or to
give a devastating shock to enemy
harvesting vessels.
Research in the game will be
accomplished via modular il S
research stations. Unlike in other DRAWING A LINE IN SPACE The strategic use of formations will play a big part in deciding the
games in which specific buildings outcome of battles in HOMEWORLD. Here, a squad of Interceptors lines up by its mothership
research specific technologies, the [l Rk b1 10
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Introducing Microsoft’
Combat Flight Simulator,

With the same stunningly realistic flying
experience Flight Simulator is known for,
only this time it's the 1940°s and there’s
a war on. Join the Allied or Axis forces,
choose your fighter, and fly missions in the
Battle of Britain and the Battle over Europe.
But don't expect a sight-seeing trip.
Sure, the Eiffel Tower, Royal Albert Hall
and other historically accurate landmarks
are there in heart-stopping 3-D graphics.
Unfortunately, with black smoke pouring
through the shattered cockpit of your
P-47D you won't see much.
And if that isn’t thrilling enough, bring
in thousands of planes from the Internet and
engage in deadly dogfights over scenery
imported from Microsoft Flight Simulator.
That's not all. Combat Flight Simulator also
supports multiplayer and force feedback
technology. So when you pull G's attacking
the enemy, and the engine of your Spitfire
cuts out, you'll know just how it feels.
After all, nothing beats the feeling of
flying a historic WWII fighter. Except, of
course, filling it full of lead and watching it
plummet pitifully to the ground. Collect your
orders and find out how Microsoft Flight
Simulator owners can get a $10 rebate at

www.microsoft.com/games/combatfs
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Fleet Command

Jane’s Tests the Real-time Waters With This Naval Warfare Game

Genre: Real-time Strategy
Release Date: Q1 '99
Developer: Sonalysts

by Denny Atkin

obady knows weaponry like Jane's Information Group, the

book and magazine publisher that has documented weapons
of mass destruction for most of this century. Jane's Combat
Simulations—a cooperative venture between Electronic Arts and
the original Jane's—has built a similar reputation for accurately
portraying weapons systems with titles like LONGBOW, F-15, and
688(I) HUNTER/KILLER. Now that Jane's Combat Simulations has
risen to prominence in the simulations market, it is tuming its
sights to strategy gaming with FLEET COMMAND, a real-time naval
warfare strategy game.

FLEET COMMAND is an interesting hybrid: Although the game
features a command interface that's no harder to use than your
typical COMMAND & CONQUER clone, the battles aren't simplified
and abstracted as they are in most real-time strategy games. You'll
watch your attacks play out in a 3D window that seems ripped
from a flight simulation. You'll see the influence of
the group’s simulation experience in how the bat-
tles play out as well—all the weapons systems for
each vehicle are individually simulated.

Publisher: Jane's Combat

Simulations

www.janes.ea.com

Not Sub-standard

This simulation influence isn't surprising when
you realize that FLEET COMMAND's developer is
Sonalysts, which has been creating tactical and weapons-platform
simulations for the Navy for a number of years. Jane's 688(1)
HUNTER/KILLER, a nuclear attack submarine sim, marked Sonalysts'
entry into the consumer simulation market. The developer had
planned to follow that product with a detailed Aegis missile cruis-
er sim. As that sim evolved, the designers realized that, since they
had to simulate an entire carrier battle group anyway, they had
the workings of an interesting tactical strategy game.

The weapons roster in FLEET COMMAND includes the major
naval and navalfaerial weapons systems for 19 countries, With the
inclusion of ocean maps for the entire planet, there's literally a
world of possibilities for potential missions. Whether you want to
play out a melee between American and Russian carrier groups,
restage the battle for the Falkland Islands, simulate a Middle East
hostage rescue, or create a hypothetical regional conflict between
India and Pakistan, the appropriate maps and tools are here.

The game equips each force with a fairly complete lineup of
current-technology ships and aircraft. The United States, for
instance, features carriers, missile cruisers, destroyers, Marine
assault craft, nuclear attack subs, and a wide variety of other
ships. On the aviation side, the U.S, has F-14 Tomcats, F/A-18
Hornets, EA-6B Prowlers, $-3 and ES-3 Vikings, E-3 Hawkeyes, and
a variety of helicopters. Other vehicles are available when appro-
priate: If you have a Marine assault ship in your force mix, you'll
also have AV-88 Harriers and AH-1 SuperCabras. And land bases
will give you access to P-3 Orion antisubmarine warfare aircraft.

You don‘t need to be a military buff or a wargamer to be able
to command these forces. Telling one unit to attack another is as
simple as clicking the unit, then clicking the target. If the target

A COMPUTER GAMING WORLD « JANUARY 1999

CLEAN AND SIMPLE You give commands to your forces by
clicking on a simple tactical map; a detailed 3D window
displays the selected unit.

- &l
N Al

FOUL WEATHER FIGHTING The game features dramatic
weather effects; to improve your view you can swap the
tactical and 3D windows.

C Mission | B View  Add Dptioss

= Crente Dynamle Group

5]

6004 N/ 00131 E
Depth: 348 1t

TYPE UNKNOWN If a ship or aircraft hasn't been identified,
it shows up as a simple, generic polygonal view.

www. computergaming.com




LAUNCH BREAK Smoke and missile
trails highlight the launching of a
surface-to-surface missile that's about
to send an enemy cruiser to Davy

Jones' locker.

NING A nuclear attack sub-
marine slides under the ice. When you
have subs at your disposal, you'll be
able to give them orders only when
they come to communications depth.

ICON SEE YOU If you prefer, you can
replace the NATO unit symbols with
ship and plane icons.
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unit is in weapons range, your unit will fire; if
not, your unit will move into range and then
apen fire. Of course, you can also manually
select weapons systems, choosing, for
instance, among AIM-120 AMRAAM, AIM-9
Sidewinder, and the 20mm cannon when you
send an F/A-18 against an air target. With a
Ticonderoga class cruiser, you'll find available
guns; cannons; SAMs; torpedoes; and
Harpoon, TLAM, and TASM missiles.

To get the most out of your forces, you'll
want to understand the strengths of each
unit and weapon. This is where the Jane's
connection comes in. Basic information on a
unit’s status and capabilities appears when
you select it If you need more data, just
press the appropriate key and you can get
full performance information and descrip-
tions from Jane's Fighting Ships, Jane’s All
the World's Aircraft, and other publications
put out by the company.

The game will have scalable realism. For
instance, with the difficulty settings dialed up,
it will take a specific amount of time to ready
aircraft and helicopters for launch. Putting a
plane on Alert 5 status will let you launch it
within 5 minutes of game time, but it takes
25 minutes to prepare a plane for Alert 5.
Gamers looking for a more immediate experi-
ence will be able to set the game so that it
takes 30 seconds, not 30 minutes, between
selecting a hangared plane and launching it.
Of course, even if you're playing with full
realism, you'll be able to accelerate time
when there's no action.

Looks That Kill

FLEET COMMAND's tactical map control
interface is austere. You have a choice of NATO
unit symbols or simple unit icons, displayed on
a topographical map of the combat theater.
But the game is far

from plain. A 3D win-
dow in the bottom-
center of the screen
shows a detailec
view of the selected
unit, And | mean
detailed: FLEET
COMMAND features
texture-mapped 3D
terrain, moving seas,
and highly detailed
3D vehicles. When
you fire a weapaon, it
shoots from the
appropriate location

CUSTOM COMBAT The editor in FLEET COMMAND includes a  [ERSIVR St g

number of handy shortcuts, including one that creates an
entire carrier battle group with two clicks.

www.compu ter Baming.com

complete with semi-
transparent smoke

trails; and vehicles display damage when they
get hit. You can swap the 3D window into the
top half of the screen (normally occupied by
the tactical map) if you want a close-up look at
the destruction you cause. The game will sup-
port Glide, Direct3D, and OpenGL 3D cards.

The 3D interface doesn't give you an unreal-
istic advantage when it comes to identifying
the enemy. If you've detected a unit but
haven't sent in a recon flight ta identify it, the
unit appears in the 3D window as a generic
ship or aircraft shape. This anonymity is impor-
tant because many missions will require you to
make an 1D before firing on the enemy. And
beware—that plane coming at your carrier
battle group may well be a civilian Airbus.

Scripted, but Not Predictable
FLEET COMMAND will include three mis-
sion types: training, single mission, and cam-

paign. At this point in development, while
the campaigns are actually single missions,
they're very long-running ones in which
you'll have to achieve multiple goals before
winning the battle.

Although the missions are prescripted, the
game should still offer long-term playability.
FLEET COMMAND includes a very sophisti-
cated, yet easy-to-use mission editor, which
should help spawn numerous add-on
missions on the Internet. Even the built-in
missions are good for multiple replays since
the editor supports multiple levels of random-
ness. You can set a number of types of ships
and aircraft in a task force and set percent-
age chances—not only for which ones will
appear, but also for where they'll appear.
When you replay, therefare, you may find
yourself facing a dramatically different force
mix approaching from a different area of the
map. This system offers the creative control of
scripted missions, while giving players the
unpredictability of a dynamic campaign.

In multiplayer mode, up to nine sides can be
present, and there are intriguing opportunities
for teamwork. For instance, you might set up
one player to handle an aircraft carrier and its
planes, while another player handles the other
ships in the same battle group.

Jane’s is concerned that gamers realize
FLEET COMMAND is a strat game, not a sim.
But the title has the potential to have very
wide appeal. Strategy gamers looking for a
more in-depth experience than the typical
click-fest will find it appealing. The systems
modeling is so deep that the game will
likely appeal to the wargaming crowd, and
sim fans can look at it as a “third-person”
naval sim. However it's classified, it's a breath
of fresh air in a me-too market. (7.7
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Civilization:
Call to Power

Can Activision Remake CIVILIZATION in its Own Image?

Genre: Turn-based Historical
Release Date: Q2 '99
Developer: Activision
Publisher: Activision
www.activision.com

by Terry Coleman

n 1997, Avalon Hill, motivated by a need for cash flow and a

desire to strike a blow at MicroProse—which it had long consid-
ered to have ripped off one of its most prized franchises—licensed
the computer rights for ADVANCED CIVILIZATION to Activision. Since
5ID MEIER'S CIVILIZATION Il was one of the few MicroProse titles
making a ton of money over the past three years, the MicroProse
folks in Alameda protected their investment by suing for copyright
infringement. MicroProse delivered its legal masterstroke by pur-
chasing Hartland Trefoil's boardgame company, the original
designers of the Civilization boardgame, effectively ending any
claim Avalon Hill had to the title. When the litigious smoke settled,
Avalon Hill had lost all rights to ADVANCED CIVILIZATION, including
the boardgame rights (which it had held in North America for 17
years), The more than $400,000 settlement that Avalon Hill had to
pay in legal fees
hastened the end
of the company.

Activision came
out of the suit
ahead, as it gained
the rights to publish
CIVILIZATION: CALL
T0 POWER and at

least one add-on
SEXTANT AT MY SIDE Some 0{ the pmduct_ As one fm-.
tech advances will be quite familiar mer AH employee
to Civ Il players—if a bit gussied up, said, "Can you

as with Oceanfaring here. imagr]ine Activision

A COMPUTER CAMING WORLD = JANUARY 1959

NO ONE KNOWS WHO THEY WERE
But your rivals will know where you
come from if you build Stonehenge.

going to MicroProse before all of this and asking for rights to pub-
lish a CIVILIZATION competitor to Meier's game? They'd have
laughed [Activision CEQ] Bobby Kotick out of the state.”

The irony of all this is that MicroProse and Avalon Hill are now
both owned by Hasbro, so something might eventually happen with
ADVANCED CIVILIZATION. In the meantime, however, we have CALLTO
POWER, and it's a good thing that the legal posturing is over,
because Activision's CIVILIZATION is so obviously based on Meier's
game that any lawyer would be muttering “look-and-feel lawsuit”
in his or her sleep.

Just imagine the three-quarter perspective of SID MEIER'S CIV Il in
16-bit color, with bigger sprites & la AGE OF EMPIRES, and you have
a good idea of the game's layout. The varying time scale, with tums
representing fewer and fewer years as you enter the modern era, is
left virtually unchanged. Even now, the pacing and the flow of the
game is CIv-like, so the design team has nailed at least one aspect
of its intended audience.

Wonder of Wonders

Several things have changed from CIV 11, however. The Great
Library is now reduced to essentially a Civilopedia, and a lot of your
other favorite Wonders of the World are either footnotes or missing
altogether. The good news is that the new Wonders of the World are
interesting, and there are a lot more of them proportionally later in
history—which is when a typical CIVILIZATION Il game tends to slow
down a bit. The Global E-Bank network, for example, serves much
the same function as Adam Smith's Trading Company in CIV II,
except that it increases your funds in the 21st century.

The most controversial of the new Wonders will undoubtedly be
the Emancipation Proclamation. You see, CALL TO POWER is the first

www.coimpulergaming.com




Welcome to the Microsoft er” Freestyle Pro joystick: Now you can throw yourself into the action.
Literally. Every on-screen movement is controlled with your own movement. It's called motion-
sensing technology. Accurate and highly responsive, not to mention works with your favorite
games. It's programmable buttons and super slick design fits your hand like a glove. Freestyle Pro
Which is handy when you're throwing yourself from one side of the room to the other.
MICROSOFT

Microsoft Motocross Madness™ comes free with ' -E ’ypEK
the Freestyle Pro. DEWY I

€ 1548 All rights reserved. Microsolt, Molocross Madness, SideWindar aro olther registered trademarks or tmdomarks ol
Microsoll Corporation In the Unitod States andfor othar countrins.

Want more? Visit microsoft.com/SideWinder



Deception! Terrorist action has seriously injured Gowron. As a member of the Klingon Honor Guard,

you must take revenge. And you must be swift and merciless. With 10 ¢risly weapons in your arsenal,
revenge will be yours. Powered by the Unreal” engine, you've never seen the Klingon world like this.
This violent. This bloody. Today is a ¢ood day to die.
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game in a long time to deal with
the emotionally charged insti-
tution of slavery throughout
history. While some
gamers may find the
idea repugnant, slavery
hardly seems out of
place in a game in
which every civiliza-
tion can blithely go
around nuking one
another. In CALLTO
POWER, using slave
labor is cheaper than
using your own popu-
lace, but the temptation
to do so lessens with
M & more enlightened forms of
77 government. The
Emancipation Proclamation
effectively ends slavery as an institu-
tion, not only gaining victory (and moral)
points for your side, but also likely wreck-
ing the economy of your enemies. It's a
bold stand, and whether it will work with
CIv fans remains to be seen. Still, you
U b have to admire Activision's guts in not
HARRIET TUBMAN'S taking the politically correct route (just
21 ULID T Sl think how often SS units have been con-
PRSI LU ITR  veniently left out of WWII games). In any
LCLLL R DL case, CALL TO POWER lets you toggle off

LESERLEIOALCIC Sl <lavery, just as you can any other major
coler paluting and item in the design.

the final computer-
generated art.

Let's Get Religion!

The freshest things in CALL TO POWER aren'‘t so much the new units—
Leviathan Heavy Tanks, for instance, are just a variation on units found
in every sci-fi strategy game from COMMAND AND CONQUER to TOTAL
ANNIHILATION—as the new government types. Most of these take their
inspiration from some unpleasant aspect of history generally ignored by
games. My favorites are the Ecotopians, a bizarre group that seems to
idolize the "Free Love" period of the 1960s but is prone to outbursts of
extreme violence—sort of “Greenpeace meets Islamic Jihad,"” according
to lead designer William Westwater. In addition to normal tactics, these
ecoterrorists can set off an LSD-like bomb in an enemy city—which
tends to render the city somewhat ineffective, whether or not it goes
into revolt immediately. The Ecotopians even have their own anti-
Wonder, a Genesis device that remakes all life on the planet in a new
image (though without, as yet, the cool special effects from Star Trek:
Wrath of Khan).

Religion also rears its head, with clerics that are similar to the priests
from AGE OF EMPIRES. In addition to simply converting enemies to your
side, clerics can drain an enemy city of gold, entice its population to

Living in the Real World

he design team for CALL TO POWER comprises some of the

biggest CIVILIZATION freaks I've ever met. Like me, they
would be eternally happy playing the main campaign of what
project director Cecilia Barajas called “the most replayable
game ever made.” Problem is, CALL TO POWER goes further
through history than even Civ ll—from 4000 B.C. to A.D. 3000.
Not everyone these days has the time or the patience for a 40-
hour game—especially for multiplay. Activision plans a
hattle.net-type server, ActivLink, to host CALL TO POWER
Internet games (whether this service will be live by the time
the game ships was unclear at press time). The game should
support LAN and direct modem linkup as well.

One thing the design team is still hedging is exactly how
turns will work in multiplayer format. One possibility is to do
everything in simultaneous turns, as in WARLORDS lIl. But CALL
70 POWER pushes around more information per turn than
WARLORDS ever dreamed of, with high-res graphics to boot.
Regardless, Activision intends to have a number of scenarios
playable in an hour: an ambitious goal, and an obvious attempt
to appeal to the AGE OF EMPIRES crowd. Let's hope it works.

revolt, and other nasty things, all in the name of organized religion. By
the way, the advanced unit of the cleric in CALLTO POWER is the televan-
gelist, every bit as creepy as that sounds (unless | have one, of course).

War and Peace

Since Activision doesn’t have access to the source code for CIV II, it
may be hard for the company to match that design’s sophisticated
diplomacy system. But the designers have implemented a fairly detailed
menu-driven interface to let you trade land or goods for cash or mili-
tary units. We imagine they'll continue to play-balance this system and
integrate it into the economic model right up until the game ships.

Combat, on the other hand, is already well fleshed out. Unlike CIV I,
CALL TO POWER gives you advantages for attacking or defending with a
stack of units, including combined arms modifiers—like those in
WARLORDS IlI, but not as detailed or realistic as in THE OPERATIONAL
ART OF WAR. As you go further into the future, you get more high-tech
units, such as a futuristic U2-style spy plane, which may be based on
the rumored Aurora of the U.S. Air Force. In general, there seems to be
greater emphasis on recon units that help to lift the fog-of-war. In
another departure from classic CIV, units can utilize a more active
defensive posture, and some units even have—gasp!—ranged combat.

Will all of these changes from classic CIV lore work? It's hard to say,
though I'll freely admit | had a good time with the beta. The play bal-
ance is the thing here, since many of your tried-and-true CIV strategies
will need tweaking if you are to survive in this New World order. I'm
still a hit skeptical of the game not ending until A.D. 3000, because it
smacks of a cheap attempt to end-run SID MEIER'S ALPHA CENTAURI.
My main concern, however, is that Activision, with its recent track
record for shipping incomplete products, takes the time to finish this
promising game. Then we can spend more time arguing the merits of
Ecotopian versus Fundamentalist governments and less time down-
loading patches. (X7

UNCONVENTIONAL
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WARFARE

% 4y 3 The Ecoterrorist, the Slaver, the Combat Engineer, and
the Infector (who specializes in biological warfare)

show how much the units differ from those of CIV II.
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Civilization Il Multiplayer Gold Edltlon

Mining for More Gaming Treasure

ou have to feel a little sympathy for the folks at MicroProse.

Here they are, with a new version of one of the greatest games
of all time, wondering exactly how far they can stretch the design.
Do too much that's unfamiliar, and you risk alienating the more
than 1 million fans of SID MEIER'S CIVILIZATION II. Add too little
that's new, and you have what one CGW editor called “a multiplay-
er patch for a two-year-old game.”

Since they do plan to charge money, it's nice that CIv Il
MULTIPLAYER GOLD will at least be comprised fully of 32-bit code: so
long, WinG. It also supports TCP/IP, IPX, LAN, and even play-by-email,
complete with standard and simultaneous turns, with an optional
timer for each gamer.

Our experience when playing multiplayer was that some of the sce-
narios worked rather well, but it's hard to finish a full campaign
game. To be fair, CIV Il works much better with four to six people than

Sid Meier’'s Alpha Centauri
It's World Building at its Best as You Settle the Final Front/er

ver wonder what happened to the colonists who left Earth at the
Eend of CIV 117 ALPHA CENTAURI gives

you the chance to find out. In the game a
group of U.N. colonists crash-land on a
mysterious planet, and seven factions
splinter off from the group—each seeking
to settle the planet according to its own
principles and ethos. With factions includ-
ing God-fearing fundamentalists, radical
militarists, planet-hugging conservation-
ists, and money-loving capitalists, there should be a splinter group to
appeal to every type of strategy gamer.

An enormous tech tree lies at the heart of ALPHA CENTAURI,
Researchable technologies are based on plausible science, not the
more fanciful stuff of something like, oh, Lost in Space. Research will
yield a host of new options affecting your sociological structure, your

MOO Il ever did, and
while it isn’t as smooth
as AGE OF EMPIRES, you
have by far mare diplo-
macy. You can't simply
rush into the middle of
the map and start
bashing away.

Even for solo players, this might be a good buy because you get
classic CIV Il (which now runs faster), plus a
number of additional scenarios. Since Hasbro
seems to be giving the team plenty of time
to work out the kinks, this game should
avoid the problems associated with 1995's
CIVNET. —Terry Coleman

Genre: Turn-based Histarical
Release Date: Q4 '98
Developer/ Publisher:
Hasbro/MicroProse
WWWw.microprose.com

ability to exploit the planet, the
units you can build,
and other factors.
The unit-building
feature is particu-
larly noteworthy: As you discover new technologies, you'll
be able to customize the units you wish to produce.
Choosing from various chassis, weapons, armor, energy
sources, and special items, you can create exactly the sort
of machine you want, Gamers will have to juggle their unit
creation wish list between what they want a
unit to have and what those features will cost.
Multiplayer games should be fascinating as
each side churns out custom units that their
opponents have never imagined, let alone
seen. —Robert Coffey

ok for more S Mé Alria
( ‘:'r'T-' at www.gameguides.com

Genre: Turn-based Sci-Fi
Release Date: Q2 ‘99
Developer: Firaxis

Publisher: Electronic Arts
www.ea.com

Civilization II: Test of Time
Will CIv Be in the Muck Without Meier?

K, you already have one CIv Il title in production—CIV I

MULTIPLAYER—s0 of course you add another. Huh? What's more
confusing is that no one at MicroProse seems to know where this
product is going.
It's evidently
going to have a
lot of scenarios
and a full cam-
paign based on
the Midgard

FANTASTIC
WORLDS. Then
again,

www.computergaming.com

world from CIv Il

MicroProse hinted that it might develop Alpha Centauri scenarios:
It's not nice to take shots at Sid Meier (or his next game) just
because he's gone, folks.
Aside from the attempts to add a little 3D and some animation to
the three-quarter CIV 1| perspective, little else seems new here.
MicroProse can't even guarantee that TEST OF TIME will support
multiplay. Part of the problem is that the management has insisted
that every product in the CIV Il line be backward compatible. With that
kind of thinking, it's no wonder we have this Genre: Turn-based Historical
muddle instead of a potential CIV IIl. The only Release Date: Q2 '99
rgason not to give up on this product is that Developer: MicroProse
Mick Uhl, who gave us the excellent Publisher: Hasbro/MicroProse |
CONFLICTS IN CIVILIZATION add-on, heads the :
project. We wish him luck. —Terry Coleman SIWHIETORI9SEE 1R

COMPUTER GAMING WORLD » JANUARY 1999 ﬁ




o e

"THE MOST ADVANCED TECHNOLOGY WE'VE EVER SEEN IN A PC GJ{MIN.&"

PHENOMENAL PHYSICS-BASED GAME PLAY: IF IT CAN HAPPEN IN REAL LIFE, IT CAN HAPPEN HERE.



L

YOU ARE ALONE, WASHED ASHORE ON INGEN'S REMOTE RESEARCH ISLAND,
SITE B, IN THE AFTERMATH OF THE LOST WORLD EXPEDITION. BEFORE
YOU LIES A DENSE, TROPICAL JUNGLE FILLED WITH PREHISTORIC
CARNIVORES THAT ARE VERY MUCH ALIVE. YOUR ONLY CHANCE OF
SURVIVAL IS TO USE YOUR WITS TO BATTLE THE RELENTLESS WILD

LIFE WITH ANYTHING YOU CAN GET YOUR HANDS ON.

TRESPASSER Lo

THE EVOLUTION OF IST PERSON 3-D GAMING.
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blow off arms, legs,
and even heads!
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Imperialism IlI:
Age of Exploration

Holy Bismarck, Batman! It's More Expansionist Than the Original!

by Robert Coffey and Terry Coleman

amers who desire grand strategy gaming face a tough decision
G this year: Figure out which of the tangled mass of CIVILIZATION
titles is most worthy of attention and play it, or forgo the confusion
and just play IMPERIALISM I, In this instance, the simpler chaice may
turn out to be the better one.

Brave New World
For those unfamiliar with the title, the original IMPERIALISM
offered the usual mix of expansion, exploration, and exploitation
typical of the genre, with the added fun of being loosely set in the
period that spanned from the beginnings of the Industrial
Revolution to the ascension
Genre: Turn-based Historical [#s: Teddy Roosevelt and
Release Date: Q2 '99 Otto von Bismarck. While
Developer: Frog City IMPERIALISM Il retains its

game’s time frame—from the 16th to the 19th century—everything
except the Old World portion of the map is hidden until you, acting
as ruler of one of the Old World nations, discover and explore the
New World. Certainly, this use of fog-of-war is a lot more realistic—
especially in a psychological sense—than the “Is there a tree
beyand the next pixel, because | forgot to bring the map from the
orbiting starship?” so common in recent tactical strategy games.
Besides, Columbus thought he found Cathay, not a new continent;
you should experience the same potential confusion and sense of
wonder when playing the game.

This, hawever, brings up one of the few flaws in IMPERIALISM I
The Far East is conveniently ignored, even more so than in many
western civilization—centered histories (no wonder Nehru felt com-
pelled to write History of
the World from a different
perspective). You don't
worry about trading with

Publisher: 55 predecessor’s classic style
wwwi.ssionline.com of gameplay, the designers
of the game have intro-
duced so many additions, changes, and
modifications that in many ways it's more
of a new game than a sequel.

When you start IMPERIALISM II, one of
the most basic changes immediately
becomes apparent—or should that be un-
apparent, since fully half of the randomly
generated map is now shrouded in black.

from scratch every game gives you the right countries in
some unfamiliar spots. Note that the designers plan to
include purely historical scenarios, but even then the New
World will be random. *

ﬁ COMPUTER GAMING WORLD = JANUARY 1933

China or trying to muscle
in on Venice's spice trade
through Arabia; they sim-
ply don't exist. Maybe
they'll magically reappear
in IMPERIALISM 11I?

Military and

Civilian Strikes
In any case, once the

New World is discovered,

(G HRCRI IR Re fo s (S PARCHMENT PLUS The tutorials are hoth more colorful you'll be able to colonize,
ration and discovery appropriate to the and more informative than in the original IMPERIALISM.

exploit, and conquer what-
ever you find there. But be
forewarned that you're going to face stiffer competition here than in
the first IMPERIALISM.

This higher challenge will come courtesy of a much tougher com-
puter opponent. Rival, computer-controlled countries will recognize
threats and ally to defeat you. While the Al in IMPERIALISM fell apart
in the later stages of the game, this new version promises to fight
you to the end. And not
just through direct attacks,
either. The Al will disrupt
your tracle routes, thus
wrecking your economy,
starving your citizens, and-
costing you the game,
You'll need all your cun-
ning to win, because
smallpox occurs in the
New World (to Terry
Coleman's great lament)
only as a “rare” random

OFF TO UNIVERSITY

much more developed than in
the original IMPERIALISM, for
both civilian and military units.

www.computergaming. cam




HERE COME THE
* FLOODS Random
events add a much
needed touch of
uncertainty to
IMPERIALISM 11,

event. You'll
have to wipe
out and other-
wise abuse that
native population
through hard work—
Cortez would have
been proud.

You'll also need a technological
edge. Frog City is making a concerted effort to revamp the tech tree for
this game. Even its kindest critics were forced to admit that
IMPERIALISM'’s tech tree left a lot to be desired, especially for
veterans of MASTER OF ORION and CIVILIZATION II. Whereas the
original had all countries progressing at more or less the same
speed, IMPERIALISM Il will let you outpace your adversaries, The
advantages to this should be apparent the first time your steel-
sided steamships sink an armada of wooden ones. A handy
menu will let you pick research priorities and then suggest
technologies to research in order to meet your goals,

About the only thing we miss here that we enjoy in similar
games like CIVILIZATION Il is the sense of technolagical brain-
storms. There seems to be only one research path in
IMPERIALISM I to each discovery. So, there's no reason—in
the long run, anyway—not to research everything, some-
thing that never really happens in real life, where the Tom
Edisons and Nikola Teslas of the world make intuitive leaps
and let someone else worry about going back and filling in
the gaps. Aside from any concerns of perceived “realism,”
this can be a huge gameplay issue—although IMPERIALISM

THE NEW WAVE OF STRATEGY GAMES | .

few extra tons of the crystalline sweet stuff, everybody's fried crab-
apple pie suffers, workers revolt, and now you may be the one
falling behind in the economic race.

All of these factors require that you keep a critical eye on not only
your trade routes, but also the changing political landscape—the
dynamics of which are the best part of IMPERIALISM II's design., If
you go isolationist, as the United States did early in this century, you
risk losing the game, as well as missing out on all the fun,

Giving Orders

None of the additional depth and new and delightful ways to
screw one’s neighbor in IMPERIALISM Il would help much if the game
weren't also easier to play than the original. On that front, we've
seen evidence that the game is moving toward a more streamlined,
user-friendly interface that will make managing your budding empire
less cumbersome. In particular, the number of screens you have to
deal with is being reduced—so that you don't have to click on the

Il mostly makes up for this by allowing you to develop a spy
network and lift research nuggets from your enemies (and

TRADE WARS The trading model—whlch was always the hest part oi
IMPERIALISM—Iets you build an economic empire from sugar, ore, manu-
factured goods, trees, and small furry creatures, among other delights.

your friends). Of course if you get caught playing Mata Hari,
you risk losing Most Favored Nation status with your crucial
trading partner, and you might even precipitate a huge war that
costs everybody money.

Finally, it's harder to crack the formula that keeps your nation of
workers happy and productive, since there are just too many outside
factars that you can't predict. Say, for example, that you're building
your mercantile empire around being the largest producer of crab

apples in the world, Suddenly, one
of your trading partners
enters a war with a
country that hap-
pens to be your
main source of
sugar. Unless
you've had the
foresight to
stockpile a

WIGGED OUT Our

spy is about to he
permanently

removed from play.

factory, then the worker, then back to the main interface—and those
that remain are being better organized for functionality (for instance,
all the Diplomatic options are now on one screen).

Right-clicking on menu items will give you more detailed infor-
mation on those items, and most of the menu buttons will have
hot text for instant, capsule explanations. One visual treat from
the first game, the turn-by-turn newspaper that announced game
developments, is gone, having been replaced by a succinct sum-
mary box. While we'll miss the kitschy stories and the period
flavor the newspaper provided, we agree with the design team
that the fiction often obscured the real game info from the
gamer. Finally, a helpful tutorial will ease newbies into the game
and should also be useful for introducing IMPERIALISM veterans
to the new gameplay.

What few quibbles we had with the original seem to have been
answered in this well-thought-out sequel. IMPERIALISM Il looks
more challenging, easier to play (especially multiplayer), and more
replayable than any of its "conquer the world"” competitors that
are likely to release this year. We're ready, and we promise a steam
train in every town and a flintlock musket in every house. So you
better trade with us. Or else, [X97
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Microsoft

As the front-line commander, all eyes are on you. Ask your
soldiers to do something silly and you can expect a mutiny.
But with every battle you win, their morale gets better,

Bringing a whole new meaning to survival of the fittest.

How far are you willing to go to keep your men alive? There are
no rule books. No how-to guides. You've got to use your head,
improvise, and change your tactics at a moment's notice. Are
you up for the challenge?

7\

T i

As the war drags on, the technology gets better. You can choose

,}

between rocket artillery, off-map artillery, flamethrowers and
80 different vehicles, to name just a few. Not to mention over
300 squad types and 60 different kinds of soldiers.

1941 to 1945. Four grueling years of war. Four dramatically different
seasons. From mind-numbingly cold winters to impossible-to-budge
muddy springs. Every weather change comes with a new set of
problems. You won't make it if you aren't prepared.

Take your troops from the open field tundra to Berlin. Maps are
bigger and based on actual aerial photographs with amazingly
accurate elevation detail. The maps may be historic, but the
outcome of the war is unwritten. Will history repeat itself?

Day one. You're a low-ranking commander. But keep your

troops from fleeing or getting killed and you'll soon find
yourself advancing in rank and commanding more units. www.microsoft.com/games/closecombat
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Populous: The Beginning

Aspiring Deities Never Had It So Good

by Robert Coffey

The more we see of this game, the more we can't wait to get
our hands on it. Richly imagined visuals, innovative gameplay,

and an oddly charming personality utterly unlike any other game

are certain to set POPULOUS: THE BEGINNING (POP: TB) apart

from the “me-too” games flooding the real-time market. The

best news is that by the time you read this, POP; TB should be

hitting store shelves,

Spreading the
Good Word

A prequel to POPULOUS | &I,
the original god games, POP: TB
takes place prior to your deifica-
tion. As a shaman with a yen to
become the all-powerful master of
time, space, and dimension, you
must become the sole monotheis-
tic focal point for 26 different
planets in order to achieve your
goal. Sure, you can attract and
convert followers, but who wants
to take the time to do that when
you can summon Angels of Death,
call forth lightning strikes, or raise
up enormous, devastating volca-
noes to get rid of pesky nonbelievers?

The game's developer, Bullfrog, is strongly empha-
sizing the use of magic in POP: TB's gameplay.
Although gamers will build structures and raise
armies, it's the strategic use of spells that will decide
the outcome of most scenarios. This is particularly evi-
dent on one planet where you have no followers or
villages and must conquer
three rival shamans and
their villages with nothing
more than your magic.

Fortunately, the spells
you'll have at your disposal
are more than up to the
task. In addition to those
already mentioned, you'll
have a hurricane spell, an
erosion spell that proves
cataclysmic for coastal
settlements, a land bridge
spell perfect for reaching
islands, and more. Aside from their more obvious uses on offense,
spells will figure largely in strategic maneuvers. For instance,
because the gamewarlds are rendered in true 3D, you can use the
erosion spell to carve passes through mountain ranges that are
blocking your forces. Similarly, the land bridge spell will raise an
impassable wall between two peaks.

BEACHFRONT PROPERTY 'I'he‘ planets
in POPULOUS: THE BEGINNING run the
gamut from dark and foreboding to

blanketed in snow to this world's
scarlet sea and sky.

WWWLCOT l'li]l.lil! rgaming.com

NATURE'S FURY The volcano spell is easily one of the most
dramatic in the game, raising a lava-spewing mound that
is certain to destray small villages like this.

' villagers run screaming

The design team has focused on variety and entertainment
when it comes to creating the missions. As a result, expect POP; TB
to happily stray from the real-time strategy path. Fog-of-war exists
on just a few planets and only as the result of a rival shaman try-
ing to ahscure your vision. This makes sense—as a demigod, you
should be able to see a whale planet. One-shot spells exist on
many of the planets and are generally the key to victory. Success
on one of the later worlds will hinge on casting the single-shot
Armageddon spell, summoning all
shamans and their units to a
gladiator-style pit. The last one
standing wins.

The use of terrain in POP: TB will
be just as important as the use of
spells, Higher elevation will extend
your shaman’s spell range, so
you'll want

to get your Genre: Real-time Fantasy
alter ego on Release Date: Q4 '98
top of the Developer: Bullfrog
highest Publisher: Electronic Arts
elevation www.ea.com

4 whenever

possible. Put
your shaman in a tower on top of
a hill and you can cover an enor-
mous amaunt of real estate.

God's Country

POP: TB promises to look and
play like no other real-time
strategy game. Its 3D graphics are
more than a nod to a trendy buz-
zwaord; they actually affect game-
play. On the most basic level a 3D
world totally alters the multi-
player game. Think about it—
most multiplayer maps start
gamers out in different corners of
a big, square grid, leaving them
vulnerable to attack on just two
sides. But with POP: TB's truly
global worlds, players are essentially exposed on all fronts.

If the beta is any indication, the game should be visually stun-
ning, with whimsical, almost Dr. Seuss-ian buildings; dramatic
spell effects; and worlds awash in brilliantly hued skies and gen-
tly lapping crimson oceans. The lively animations of your follow-
ers are especially entertaining, whether they're stomping terrain
flat before building, chopping wood, spinning helplessly in a hurri-
cane, or desperately running away from a flood of lava.

Since the earlier POPULOUS games are considered classics by
most gamers, POPULOUS: THE BEGINNING will have a lot to live up
to. Odds are it will. For strategists starved for something fresh, POP:
TB may well be manna from heaven, (L7

TWISTER AND SHOUT
From a safe distance, a
shaman calmly watches

from the hurricane she
has summoned.
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Whoa, check it out!
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Shadow Company

Is This the Real-time Squad Game We've Been Waiting For?

by Robert Coffey

his could be the game COMMANDOS should have been. That

game disappointed many gamers by promising real-time,
squad-based combat but delivering action that was more of an
elaborate puzzle than anything involving tactics or strategy. If
SHADOW COMPANY follows up on the promise evident in the pre-
alpha version we saw, it could satisfy gamers who are hungry to
lead small squads in realistic, combat-intensive operations.

Soldiers of Fortune

The premise behind the game sounds like a Chuck Norris movie:
You and your small band of mercenaries, recruited by a less than
ethical corporation, are left behind in hostile territory after a pri-
vate war goes sour. Vowing revenge on the traitors who hired you,
your team fights its way back to civilization.

Visually, SHADOW COMPANY is striking, even at this early stage
of the game's design. The gameworld is realistically detailed, with
units, objects, and vehicles all rendered in 3D. Yep, you're going to
need hardware to run this
one. As in an increasing
number of games, you
view the gameworld via a
SWooping, panning cam-
era & la MYTH. A smooth
zoom function lets you
pull out for a bird's-eye
view of a mission site or
move in tight to facilitate
detailed movement of
your troops.

The game will be bro-
ken up into campaigns,
and missions will feature

cal mission may have you [RLINAERRTINGET T IAET B
first take out a small base
in order to obtain heavier
weapons, then shut down
an airstrip, and conclude
by having your team wipe
out the bases of two war-
lords. These are fairly
hefty mission goals, espe-
cially when you consider
that you've got only a
three-person team. Often
outmanned and under-
armed, you'll need to

maneuver your band of GOOD NEWS, BAD NEWS The good news is the dried-out with smart player characters and
riverbed let this mercenary sneak up on the bad guys. The bad enemies alike, SHADOW COMPANY
news is the terrorist has the advantage of higher ground in the ;

hired guns deftly, using
cover, stealth, and brute

force appropriately. Sessing fiefione

wvww. computergaming com

THE BIG PICTURE Zooming the game camera out as far as possi- [REEUCRPRVTHERENH (NS
LIRS IS ble gives you a quick picture of the lay of the land and helps along with several reserves, and

Tools of
the Trade

Fortunately, there
should be lots of items
at your disposal to
help ensure success. Weapons will include rifles, explosives, and
grenade launchers; and you'll also have access to scuba gear, flak
jackets, wire cutters, binoculars, and starlight goggles. For trans-
portation, you'll be able to make use of boats, tanks, snowmobiles,
and helicopters.

Missions will take place in a variety of environments. Expect to
take on bad guys in deserts, on tropical islands, in savannas, and
on frozen tundra. These locales are more than window dressing;
they will come alive with dynamic, physics-based weather effects
including rain, wind that affects bullet trajectory, and snow in
which you'll leave footprints.

It's hoped that the characters in SHADOW Genre: Real-time Modern Era
CompaNY will be more than the glorified Release Date: Q2 "99
puzzle pieces that populated COMMANDOS. Developer: Sinister Games

ZIRLCICE  Publisher: Interactive Magic

LRV www.imagicgames.com |
encouraging.

Sinister

Games is promising individually
scripted Al for each character,
ensuring that each responds differ-
ently in a given situation. While the
pre-alpha | played obviously hadn't
implemented most of the Al, | was
happy to see team members inde-
pendently return enemy fire when
they were shot at—you won't see
that in COMMANDOS. The game will

ONLINE

¥ Look for more on Shadow Compary

at www.gameguides.com

each unit will have his or her own
skills and abilities, though all will
have the ability to crawl, run,
climb, and patrol.

While mission design and Al
are vital parts of any strategy
game, they are going to be abso-
lutely crucial in SHADOW
COMPANY. Unfortunately, the
extremely early preview build |
played showed only the very
beginnings of these elements. If
Sinister Games can create varied,
challenging scenarios peopled

could be one of the sleeper hits
of the coming year. ({97
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AN EXPLOSIVE
HOLIDAY VALUE!

DESCENT: FREESPACE" available now at a NEW LOW PRICE!

"Fans of the space shooter genre will have  "This is one mighty fine space combat sim."
a field day with DESCENT: FREESPACE."

- CNET Gamecenter
- PC Gamer
"It simply looks fantastic with a fast "FREESPACE's fantastic effects, excellent
frame-rate, beautiful ship designs and gameplay, and well-designed interfaces
special-effects galore." could make it a serious contender for
"
- Online Game Review the space-combat crown.
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Age of Empires li

Your Adversaries Get a Lot Brighter in the Dark Ages

OUTSIDE THE CASTLE The artwork shows the same
meticulous quality as in the first AGE OF EMPIRES, but
the building scale has increased.

by Ken Brown

he racket you hear next to the Central Expressway in Dallas,

Texas, is the sound of AGE OF EMPIRES I being nailed together,
The work crews at Ensemble are building battering rams, cannon
galleys, unit formations, and castles to prepare for a late spring
assault. Here's the latest on what to expect,
straight from Lead Designer Mark Terrano.

Age of Enlightenment

The game's basic premise and interface
remain the same. You'll pick 1 of 13 civiliza-
tions and lead it through four ages to build
a wonder or to soak the Earth with the
blood of your enemies. A new option—
Regicide—offers a different victory condi-
tion by letting you play capture the flag with |88
a royal. g

All of the pathfinding and unit Al is being
rewritten. Units will be smart enough to find
their way to any accessible location, Terrano
says. Units will also stay together if you group them, so defensive
units can escort trade goods or relics, All units will have equal
pathfinding, so the computer player won't have the upper hand.

- el b & <
JAPANESE VILLAGE Male and female villagers tend a farm,
blacksmith shop, stable, and mill.

www.computergaming.com

TROUBLE BREWING Paladins and swords-
men square off in a clearing.

THE NEW WAVE OF STRATEGY GAMES

Improving the first game’s weak Al has been a top priority for
the design team at Ensemble, Villagers will automatically yield to
those dropping off resources, and they'll get out of the way of
advancing troops. Military units will look smarter and fight better,
according to Terrano. They can be told to guard a unit or a building,
and you can set differing levels of aggressiveness for those units. In
aggressive mode, your units will attack and pursue anything they
see, In defensive mode they will engage attackers and then return
to their positions. In addition, units will take advantage of targets
of opportunity. Paladins, for example, will ride to the range of their
line-of-sight to spear a villager.

Computer opponents should play smarter as well. In AGE OF
EMPIRES, computer players had a preset strategy in each game. In
AGE |1, opponents will react to what's going on in the game. If they
see an opportunity to build a wonder, they'll do it; if they realize
they need to tear down your wonder, they'll
try to do that, too. Even better, they'll make or
break alliances based on their purposes. "Our
goal is to make the experience much closer to
playing a human player,” Terrano says.

Formations will add a new dimension to
AGE II, but the design team is still working on
implementing them. In most cases, the Al will
select a default formation based on unit
types. These will usually consist of columns
and lines, with archers automatically taking
position behind swordsmen or pikemen,
You can also form a phalanx or wedge, or
you can form a box around a unit such as a
trade cart or priest. The team is experiment-
ing with custom formation options, as well.

Instead of artifacts, AGE Il will feature
relics. Relics confer special benefits on their
owners, such as inspiring soldiers on the
battlefield or generating gold in churches.
Terrano envisions relics offering a +2 attack
for those units in possession of them.

Genre: Real-time Strategy
Release Date: Q2 '99
Developer: Ensemble Studios

Publisher: Microsoft
www.microsoft.com

Siege the Day

Castles should play a pivotal role in the new game. The castle is a
large military facility that will enable you to build the special
“superunit” unique to each culture, Castle assaulls require siege
weapons such as battering rams, trebuchets, mangonels (similar to a
stone thrower), and bombard cannon. Unfortunately, the game cur-
rently won't let you put archers on the walls, but you will be able to
garrison troops in towers.

Finally, look for high jinks on the high seas. You'll have new war-
‘ship types that shoot cannon, blast Greek Fire, or ram other ships.
New boarding ships are like the priests of the sea: They can be
used to take over enemy ships. Since the new trade boats will hold
hundreds of units of goods, piracy will pay off

So, avast ye scalawags! Prepare to surrender your gold for the
coming of the new AGE. ({17
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Explore the depths of Adantis. There lies the answer to an

) b ancient prophecy and the key to the kingdom.
L : . e ; ‘ . . e,

Prepare to use sword, dagger, axe, and bare fists ro defend
the realm-and your life.

FIRE

© « 100’ of hours of gameplay
in exquisite 16-bit color

* Over 25 spectacular
spells and 70 unique
characters to face in multi-

) 7 player or solo challenges « CD surround sound and
I[””A ;ﬁ; fully orchestrated score in

* Over 100 exotic stereo
locations to explore with
Original music soundtrack album also available. many sub-quests * Available on PC & Mac

Free preview at www.QGS5.com. Orders 1.800.757.7707 Go to #077 @ computergaming.comintolink
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wrestling game ever! and NWO superstars moves, taunts, and rants
Ty more ﬁhan you can handle wz
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Shogun: Total War

Become the Biggest Warlord on the Block in 16th-Century Japan

by Alan Dykes

Athnusand years before Machiavelli established the rules for
dictatorship in 16th-century Italy, a Chinese military genius and
philosopher by the name of Sun Tzu established the rules of
generalship. His manuscript, The Art of War, brimmed with useful
tidbits like, “To fight and conquer in all your battles is not supreme
excellence; supreme excellence consists in breaking the enemy's
resistance without fighting.” | mention this venerable strategist

since these units move in columns, each with its own leader and
flag. But when battle is joined at close quarters, they eventually
split into melee groups just as real sword-and-spear troops would
do. Well-motivated troops, on the other hand, will stay together
when faced with a cavalry charge.

The tactical battle screens are graphically expansive and lavishly
picturesque, with a real heroic feel. There is complete control over
camera movement on all planes, granting you total visual control
of your armies at all angles. You can set you troops in squared,

because SHOGUN: TOTAL WAR, a I
game set in feudal Japan, uses
some of his principles in its overall
design and—believe it or not—its
artificial intelligence routines. So
you'll have to be careful: The
enemy has gone to school.

Throne of Blood

SHOGUN: TOTAL WAR, set in
Japan between the 15th and 17th
centuries, combines almost RISK-
style strategy and tactical real-time
warfare. Playing the part of a
Daimyo, or feudal warlord, who
controls a small part of one of
Japan’s three main

tant hilltop.

DEATH AT DAWN Cavalry and foot soldiers ready them-
selves for battle as the enemy’s banners peek over a dis-

islands, your ultimate
aim is to become
Shogun—absolute
warlord ruler of Japan.
The game is all about
diplomacy and espi-
onage as well as war,
allowing you to train
both diplomats and
ninjas. The diplomats
will soothe ruffled
neighbors and form
alliances, while ninjas
will infiltrate opposing
fiefdoms for the purposes of spying, sabotage, or assassination. You
can, of course, be defeated while trying to attain your goal, but in
accordance with the game’s style, your sons are your extra lives.

CLASH OF TITANS With armies num-
bering into the thousands, SHOGUN:
TotAL WAR will fill even the largest
of monitors with epic battles.

Shadow Warriors

While the strategic element is all about intrigue and alliance,
the tactical element gives you direct control over Japan's leg-
endary samurai warriars, along with some disgruntled, armed
peasants, Tactical battle scenes, at first glance, resemble those in
DARK OMEN or MYTH, but once | played the game the differences
became obvious. First and foremost, this has to be the most
expansive real-time battle scenario yet seen in a game. Creative
Assembly claims the game will let you move up to 3,000 units at
once, each with limited individual Al. This is a tad misleading

www.compulergaming.com

deep columns or stretch them in
long lines with ease. In fact, unit
formations can be a tactical toal:
Spread out some of your troops in
a long, thin line on top of a hill
and you may fool your enemy into
thinking you have more men there

than you

actually Genre: Hybrid Historical
have. This Release Date: Q2 '99
allows the Developer: Creative

rest of your Assemhly

troops to Publisher: Electronic Arts
gaian Www.ea.com
advantage.

One neat feature lets you cre-
ate an avenue in
a column of
men to allow
another
through. With
this feature, you
can send a col-
umn of archers

: | forward sup-
: - “| ported directly
N Lehind by hal-
RISK-Y STRATEGY In between the huge, berdiers, Then, if
real-time tactical battles, SHOGUN play- the enemy

ers will deploy troops, spies, and ninjas
via an interface that bears a striking
resemblance to a RISK board.

charges your
archers, you can
order the
archers to sepa-
rate a man apart and send your infantry through to form a barrier
of steel in front of them,

During this period in Japan the Portuguese and the Dutch began
to arrive and trade, They brought firearms and Christianity, not nec-
essarily in that order. While the Portuguese sold guns only to
Japanese converts, the Dutch sold to everyone, and some point dur-
ing the game, these outside forces will come into play. You'll then
have to decide whether to become a Christian Daimyo or to remain
faithful to Shintoism. Be ready to deal with the consequences of
your decision. Either way SHOGUN: TOTAL WAR is looking very tasty
indeed, and potential Toshiro Mifunes should look for it in the new
year. Hai! (47
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GRS NSNS IN L
A-G I L E R OB OT §
From bold and brutal to cautious and shy, these virally
infected robots use thelr brains as well as their bullets,
Robots attack and defend in teams, summon backup
help, retreat, hide and sometimes just sweep the floor,

F |

E N G I N
Descent3's all new Fusion Engine blasts you
seamlessly from inside to outside, Melding a
flight-sim engine with a room-based, structural
engine allows the action to race on at full
speed,with no interruptions, indoors...and out.

INTRODUCING DUAL— ENGINE
.

developed by
BY GAMERS. FOR he

Parallax ﬁ COMING SOON TO

Software SoftwareForPCs.com

Descent 3: © 1999 Ouirage E I Inc. All rights 1. Outrage, the Outragie logo and Fusion are trademarks of Outrage Entertainment, Inc. Descent, Interplary, the
ey < h Sl el v * =
o e




MERCILESS
WEAPONS
From the Flame
Thrower to the Black
Shark, show no mercy
asyou crush enemies,
set them on fire
and watch them suffer.

BEST MULTIPLAYER
0O uUT 0O F IS H S B O X
Descent3 arrives fully optimized for Internet play over
a modem. Remember the intuitive simplicity of
Descent 1 and 2 network play? Now it's THAT EASY
to battle hordes of Descent fanatics arou

N Sih

TRUE RADIOSITY AND R B ar A 5P
SPECULAR LICHTING POLYGONDTAC W R AE B #
Now you can lurk in the shadows and sneak up on COLLISTON DETECTION
your enemies. Specular and reflective surfaces allow for All objects have mass, velocity, moments of inertia, and
incredible special effects that portray Descent 3 in an all new light. other real-world properties. Blow off a robots arm and

watch it bounce off a wall and fall to the floor. Launch a
missile and see your enemies rocked back from the blast impact.

GAME TECHNOLOGY

Go to #067 @ www.computergaming.com/infolink

DESCENT3

TURN YOuUR WORLD INSIDE OUT

FOR MORE INFO, CALL 1 -BOO-INTERPLAY

Intesplay logo, Tantrum, the Tantrum logo, "By Gamers. For Gamers.” are traclemarkes of Interplity Productions. All other copyrights and trademarks are the property of their respedive owners.
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Download the demo at www.wargasm.net Lock-and-load: December 1998.

© 1988 Infog Entertai t, Inc./Digital Image Design, Ltd. Go to #115 @ www.computergaming.com/infolink
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_ LOCKNEED MARTIN _’_- FIGHTER SERIES

Combat Mission

A Fighting Phoenix Emerges From the
Ashes of Squad Leader

D esigner Charlie Moylan likes to be different, Because he loved the
Macintosh, he designed FLIGHT COMMANDER for that platform, even
though all his fellow designers told him you really couldn't make money
that way. As vastly improved graphics and processor capabilities led to a
new generation of high-end flight simulators for the PC, Moylan decided
he would rather make turn-based flight-combat games. After it became
apparent that he and Avalon Hill weren't seeing eye-to-eye on the specs
for COMPUTER SQUAD LEADER, Moylan removed any traces of copyrighted
Avalon material from his design and launched into COMBAT MISSION.

What he has achieved thus far is potentially the best tactical WWII game
we've seen. COMBAT MISSION is more playable than TIGERS ON THE PROWL
and more realistic than games like the upcoming SHADOW COMPANY, and
it sports a better interface than STEEL PANTHERS.

Zero to Sixty

COMBAT MISSION is not your typical turn-based varia-
tion on Panzerblitz or PANZER GENERAL. Each player Genre: Turn-Based WWII
issues orders—movement, suppression fire, retreat, and |19 PPN PR PRROP RIS
the like—to his units; once all orders are entered, they're
executed simultaneously for both sides during an action
phase that represents one minute of actual time.

The action phase idea isn't totally new. It has been
used before in boardgames in which each side secretly
plots moves. The advantage here is that the computer handles all of the
tedium, resolving initiative, morale, and casualties where necessary. What's
more, this is the first time we've seen this attempted in a WWII game on
the PC—a genre for which this approach is eminently suited.

As your soldiers move
around in the 3D terrain,
avoiding equally 3D
tanks and minefields,
you feel as if you are

Developer/ Publisher:
Big Time Software
www.bigtimesoftware.com

o R > .~

MULTIROLE FIGHTER,

RULES OF ENGAGENIENT:
SHOOT FIBST
SPEED IS LIFE

VWATGH YOUR SIN

 Anthentic Lockheed Martin approved flight motle!
and avionics

# Fast 30fx" suppord, upito 1024'% 788 with
Vooidoo2!™ [incredinle with SLIJ

= Fully Interactive’aD virtual cockyit

playing a table-

top game over
terrain that
you've sculpted
by hand—
except this is
better. The dam-
age model
tracks projectiles
even after they've missed the intended target: They could damage terrain,
take out civilians, even cause friendly fire casualties. Moreover, the game
seems to have no trouble handling tricky vertical (y-axis) lines of sight,
even when a unit is partially obscured by slopes or terrain.

We have no worries abaut the Al, since Moylan is one of the best in the
business at creating a tough computer opponent. The subject matter has
been done before, but this is such a different take on WWII combat that
even jaded old grognards at CGW are looking forward to this one. Now
excuse me while | go lube my '88. —Terry Colernan

= [yen 45 stand alone single-player/
cooperative missions

«_B* of freedom graphics system for
unrestricted views of the action

o Large-scale Internet play via NovaWorld™—
go head-1o-head with over 120 F-16 Multirole
Hpyhters, Mié-28 Fulcrums'™ and F-22 Raptors™

N I] HA I. u E I [:I TBS ™ — KON PLAONG DN aovrwsrdd cef lh'-‘ -

© 1930 Novalink:, k. Lockieed Martn, e Liciiend ieartn 5l a0d 1§ Molirelt Figier o sy
o 0 Lickiesd Warts Corveratim s iy el s coc o B, e, M e breiemar vt ety
of Beir resgectivet owaers. “Hi porchons of acy Kovalagie produet Rieligle pesarves D pight bn chogs B
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The most anticipated RPG of the year.

In the FORGOTTEN REALMS &, we've lived through foul pestilence, vicious battles, exorbitant tases,
and even the occasional dragon, But when HE showed up, things really started getting ugly.

Prepare to be immersed into 2 world of intrigue and mystery on a perilous quest to rescue a storied
land from impending war. Even your own soul is at stake as you and a party of adventurers become
entangled in a dangerous riddle of betrayed alliances, dark prophecics and murder.

Will you become the unlikely hero of the story, or merely another of its unfortunate casualties?
Before you answer, the big guy here might have something to say about it.

) Explore an immense, P

~* intricate game world - from : b. o v 1 d
" cloud-covered mountains & | ﬁ i A .o
rain drenched plains to dark T st

catacombs & abandoned temples- oo ); v
all meticulously rendered in lush, | _‘.‘ t Ut
16-bit SVGA graphics, > i ¥

2 r\ Invoke more than oo spells i AR o

\. - Freeze enemies with an icy ﬂ ‘
blast from a Cone of Cold, or - =

incinerate them with a scaring

stream of magical flame.

h f to the limit as you guide a
* party of up 1o six characters,
each with a personality that affects
gameplay. ¥
4 Don't let your stubborn
- fighter pummel the arrogant |+
- thief ~ you may need their - et
teamwork in your next battle. < I M, T

Q%;. Push your Jeadership skills

*4  Create your-character from <N 4 P

& six AD&D® races and 26 e e
different classes and subelasses, You controf every artribute, down to

skin and hair color, weapons, and armor - all accurately depicted on-screen.

Go to #1683 @ www.computergaming.com/infolink
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Fighting Steel

Polish Your Long Lance Torpedo

he lines between ship simulators and wargames always blur a bit, par-

ticularly because reflexes—at least in games—are not quite so impor-
tant at sea as they are up in the virtual clouds. We'll still claim FIGHTING
STEEL as a naval wargame, because it requires that you think in terms of
commanding task forces rather than captaining an individual vessel.

If you insist on reliving your bygone GREAT NAVAL BATTLES (GNB), there
is plenty of micromanagement available here. (Thankfully, you don't have
ta play SimShipFireman as you did in the too-combustible GNB3.) But the
good news is that FIGHTING STEEL de-emphasizes that level of manage-
ment. Rather than require you to run around and do everything from load-
ing torpedoes to identifying the radar contacts yourself, the game has you
concentrate on the giving of orders. To that end, the interface has been
modified since our last visit with the game (CGW #170), so that you can
more easily command your formation of ships.

Not every vessel will snap to as quickly as you'd like, however, and that
reveals a particularly nice design feature: Everything depends on crew
quality. Mediocre crews not only take longer to zero in on a designated
target, they also reload more slowly than crack crews,
and they tend to drift out of formation. So, especially Genre: Real-time Naval WWiI
during night battles, you can easily create the chaos of a [ PYFEPPN 1t PRRQP R
WWII naval battle in FIGHTING STEEL with no real
increase in complexity for the gamer.

The areas in and around the Pacific depicted in the
game so far appear almost too evocative of the gray
seas they represent—they're a far cry from the liquid
ripples of TOTAL ANNIRILATION: KINGDOMS, Nonetheless, the 3D ship mod-
els show promise, and it seems as if SSI will require a 3D card for this one.

Once the more than 100 ship classes are ready to go, they'll sail
through campaigns for both the Japanese and Allies during the years
194143, Before you complain about the time limitation, keep in mind
that it reflects a reality the Japanese faced: If they could not win by the

Developer: Divide By Zero
Publisher: 55|
www.ssionline.com

SHROUDED IN SECRECY
BEHIND THE
IRON CURTAIN

UNTIL NOW...

end of 1943, they were Right model tested by Yuri Prikhodko, Russian
simply going to be MiG-29 test pilot/cosmonatt
5':;::': ::’3;2 ﬁysthe Fast and furious 30" supported combat with
industrial war machine. Iﬂyh dsﬂnlﬂunmuraphlw (1024 x 768
Also, FIGHTING STEEL Wwith Voodoo2™)
focuses strictly on sur- Highly detalled interactive cockpit
foze ship combal—nq 8 different camera views for exceptional
", o \ subs and no aircraft situational
e ﬁ;, s > P | carrier's—anci that WO A Oss
= IR ' — = doesn't leave a whole Over 40 stand alone single-player/

lot to simulate after 1943. Given SSI's trumpeting of its integrated LIVING
BATTLEFIELD series, however, | wouldn't be surprised to see a carrier battle
or three in some future product.

Current plans are for FIGHTING STEEL to support IPX, TCP/IP, and
LAN—a very good thing, since this game is most likely to hit its stride
when played online. Most real-life naval battles were essentially over in
an hour or less. FIGHTING STEEL, like most games of this type, has a
default speed a bit faster than real life, and it's easily adjustable. You can
thus spend more time contemplating your stately maneuvers than
Admiral Halsey ever had, or you can navigate on the fly while trying to
sink your buddies over a lunch break. This game is taking almost as long
to finish as it took for MacArthur to return to the Philippines, but it looks
as if it will be worth it. —Terry Coleman

cooperative missions

Large-scale Internet play via NovaWorld ™—
go head-to-head with over 120 F-18 Multirole
Fighters™, MiG-29 Fulcrums and F-22 Raptors™

NOVALDGIC rms~ - vosumms o8 mvmites

0 1550 Bonlagke bx.
“ o of my Ml g protect. Rewal gl reservey e right i chage e s of ovice oy e
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Jeff Gordon is pushing NASCAR racing to the extreme — shattering records and winning races at as
electrifying pace. And now, he’s climbing into the drivers’ seat of another lifelong passion: gaming. Bu
as co-designer of Jeff Gordon XS Racing, he’s putting more into the game than just a name. Instead
Jeff is creating a unique and exciting racing experience unlike anything you've ever seen. An extrem
racing experience that takes you into the future of speed, and leaves all other racing games behind

ASC Games® is a registered trademark of American Softworks Corporatiol
oped by © 1998 American Softworks Corporation. Jetf Gordon® XS Racing™ s a

trademark of ASC Games®. © 1998 JG MotorSports Inc. Developed by Rea
T Sports. ® PepsiCo, Inc. 1998. FRITOS @ is a registered lrademark used by

™ Frito-Lay, Inc. ® 1995 PEG Limited Partnership and PEG 97 Limited

Partnership. Windows® 95 is a re?lstered trademark of Microsoft Corp.
The ratings icon is a trademark of the Interactive Digital Software
Assoclation. All rights reserved.
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Windows® 95
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www.jeffgordonxsracing.com lefi Gordon XS Racing Arrives March 1999
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Seven Kingdoms Ii

It's SEVEN KINGDOMS All Over Again—Only Really Different

by Robert Coffey

ith its refreshing de-emphasis on combat and its strong focus
Won economics, construction, espi-

onage, and diplomatic relations, SEVEN
KINGDOMS ranked as one of our favorite
games of the past year. While every other
cookie-cutter real-time strat game tried to
be WARCRAFT Il or AGE OF EMPIRES with
different costumes, SEVEN KINGDOMS
wasn't afraid to be different. Now, with
the ink still wet on a new five-year deal
with Interactive Magic, designer Trevor
Chan and Enlight Software are hard at
work on SEVEN KINGDOMS |I.

The More the Merrier LS : N
The ambition behind STORMY WEATHER Terrific weather effects includ-

VEN KINGDOMS Il i ing driving rain and brilliant bolts of lightning will
= H 2, help bring to life the world of SEVEN KINGDOMS IL
going to be hard to miss—

there's more of everything.
The developers have added
new civilizations—the
Carthaginian, Roman,
Celtic, and Indian—as well as new units,
including cavalry, archers, chariots, and
elephants. Gamers can also expect to see
civilization-specific units, such as ninjas for
the Japanese.

A role-playing element has also been
added in the form of heroes. These spe-
cial units will appear in the course of
play and can be carried over from one
campaign scenario to the next. Heroes
should be powerful assets to anyone's
army—able to greatly influence any
battle whether by innate skills or by
their ability to carry powerful artifacts.
Among heroes’ abilities, expect to see
spell-casting, increased offensive or
defensive prowess in combat, and lead-
ership bonuses.

This population explosion goes beyond
just those units available to the gamer.
The Fryhtans from the original SEVEN
KINGDOMS have returned, with 1015
entirely new Fryhtans tossed into the mix.
In fact, the Fryhtans have a far greater
role in SEVEN KINGDOMS Il than they did
in the first game. The new game begins
with the world overtaken by the monsters,
[t is up to the gamer to prevent the enslavement and subjugation
of mankind by toppling the Fryhtan rulers, often with the assistance
of computer-controlled humans. On the other hand, should you

‘!!‘ COMPUTER GAMING WORLD = JANUARY 1999

Genre: Real-time Fantasy
Release Date: Q2 '99
Developer: Enlight Software

Publisher: Interactive Magic
www.imagicgames.com

to cooperate, just send a squad of archers to make
your position clear—as this Persian troop is doing.

oY I e ﬁi ot 1
NICE TOWN YOU GOT HERE Just because SEVEN
KINGDOMS Il hasn't leapt upon the 3D band-
wagon, doesn’t mean it won't deliver rich,
impressive graphics.

GETTING A POINT ACROSS If your neighbors refuse

think the Fryhtans are horribly misunderstood, take solace—this
time around you'll be able to play as a Fryhtan commander.

Random Acts
of Violence

While the original game was
nonlinear, some gamers longed
for a campaign. Interactive Magic
has responded to those wishes,
but in a way that shouldn't alien-
ate fans of the first game's open-
ness. SEVEN KINGDOMS Il will ship
with a random campaign genera-
tor, which will link together sev-
eral scenarios, each with its own
objectives. This should ensure
that no two games of SEVEN
KINGDOMS 1l WILL play the same.
While this feature wasn't imple-
mented in the extremely early
pre-alpha | played, it's an intrigu-
ing concept and, if executed
properly, should give the game
heaps of replayability.

You may well need all that
replayability to fully explore all
the new research and espionage
options. In addition to all the
sciences from the original game,
gamers will now be able to
research farming, spying,
advanced military units, advanced
mining, advanced manufacturing,
and other subjects. Each nation-
ality will apparently also have its
own new research upgrade. There
should be advanced ax-throwers
for the Vikings, advanced Druid
magic for the Celts, advanced
chariots for the Egyptian—an
advanced something for everyone,

As large a part as spying
played in SEVEN KINGDOMS, you
can expect even more in this
sequel. Espionage techniques
must now be researched, with
spies having to undergo training
at their version of Mata Hari
University. Spies should be more
powerful units and will also be
able to camouflage themselves.

With all these changes, additions, and enhancements, look for
SEVEN KINGDOMS Il to be every bit as addictive and strategically
deep as its predecessor. (X907

www.compulergaming.com
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THIS GAME WILL KICK YOUR STRATEGY-LOVING BUTT

~"KILLER STRATEGY.
KILLER INTELLIGENCE!

WAWMELBOURNEHOUSE.COM/KKND

download the demo. prove us wrong

P v
<o P>
RATID
L KKND2 KROSSFIRE © 1998 Beam LTD. House is a of Beam LTD. All Aights Resarved L TON  Metbourne House
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Star Fleet Command
Star Fleet Battles Finally Makes It to a PC

early 20 years ago, an enterprising engineer licensed the Star Trek

Technical Manual as source data for a science-fiction tactical
starship combat boardgame he was developing. Word quickly got around
that Star Fleet Battles (SFB) was as close as you were likely to get to
being Captain Kirk—
or Captain Kang of the
Klingon Empire or a
secretive Romulan
commander. As time
went on, however, the
boardgame added so
many complex rules
that it nearly collapsed
under its own weight.
Luckily for Trekkers,
Interplay’s STAR FLEET COMMAND brings the classic SF8 to the PC, replac-
ing the often tedious impulse system of the boardgame with a thought-
fully paced real-time movement,

This is no space sim, Vulcan-boy: You maneuver your Genre: Real-Time Sci-fi
fleet of starships via mouse and hot-keys through a Release Date: Q2 '99
panoramic view very much like that of Star Trek: Wrath
of Khan. Those who wish to go phaser-happy may find
themselves on the short end of a photon torpedo,
because this is one game that actually models energy
use (you have to recharge weapons), critical hits,
damage control, and crew quality.

Since we last wrote about STAR FLEET (CGW #166), new races from the
boardgame—Lyrans and Hydrans, among others—have been added to
the official Star Trek
universe with
Paramount Pictures’
permission, which
means more starfaring
races and cool sci-fi
weaponry to play with.
Mare than 100 differ-
ent ship hulls of vari-
ous races are planned
for the game, so that
you can cruise near the K ;
Neutral Zone with a souped-up Romulan War Eagle, take on diplomatic
missions in an Enterprise-class Federation Heavy Cruiser, or hide in a
nearby nebula in your sporty new Orion Pirate Raider.

STAR FLEET now fully supports Direct3D, and it's possible that there will
be a software-only solution as well (after all, you'll want to make the
galaxy safe for Klingons even on your laptap), but Interplay isn't guaran-
teeing this yet. The Al is still being tweaked as we go to press, but the
multiplayer mode already works. Plans are to have SFB support up to
four gamers by LAN and IPX.

The only concern | currently have is how well the Dynaverse
(dynamic universe) campaign will turn out. It's certainly ambitious to
let gamers pursue their own careers in an open-ended game, and if
Quicksilver and Interplay can pull it off, we could have the Star Trek
computer combat game we've always wanted—even if we did have to
wait two decades. —Terry Coleman

Q-5SO0UND AND FRONT 180" SOUND

TECHNOLOGY TO SURROUND AND

EXPAND YOUR GAME.

Developer: Quicksilver
Publisher: Interplay
www.interplay.com

aluia

MULTIMEDIA SPEAKERS

WWW.AIWA.COM/MM 1-800-920-2673
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Dungeon Keeper 2
More Murder, Mayhem, and Evi—All the Things We Hold Sacred

Genre: Real-time Fantasy
Release Date: Q2 '99
Developer: Bullfrog

Publisher: Electronic Arts
www.ea.com

War of the Worlds
Mars Attacks and Earth Fights Back

Genre: Real-time Sci-fi
Release Date: Q4 '98

Developer: Rage
Publisher: GT Interactive
www.gtinteractive.com

eep down inside you know it. Admit
D it. You're tired of getting along, sick of
doing the right thing, disgusted at bending
over backwards in order not to rip the
delicate fabric of civilized society. But you
can help only so many little old ladies
across so many streets before you're
gripped with an urge to shove that
ungrateful hag smack into
the semi rumbling down the road. Damn it, after a
certain point you need to be evil.

Thank God for Bullfrog and DUNGEON KEEPER 2
(DK2). Casting the gamer in the role of a malevolent,
dungeon-building fiend, DK2 promises to provide a
more than adequate outlet for all those antisocial

e've been interested in WAR OF THE WORLDS ever since GT

first announced it. Based on H.G. Wells' science-fiction
classic, this title just might invade software stares in time for
the holidays. We sure hope so. Invading Martians, resourceful
Englishmen, steam-powered weapons, nonlinear gameplay—
what more could you want from a game?

Unfortunately, we haven't been able to see a build of the game for
about two months. This much we do know: Gamers
will be able to play as either side, British or Martian.
As you'd expect, each side will have a unique set of
units, Martian forces will use their advanced tech-
nology while the British will rely on late 19th-century
steam technology to power their units. While both
sides will have to gather and manage resources, this

tendencies. Bullfrog is wisely not tampering too much
with the original game, focusing their efforts instead on
enhancing and growing the title. Gamers will still con-
struct dungeons full of torture chambers, gold hoards, and
Horned Reapers, anly now they'll be able to toss brutal
Black Knights and Queens of the Nest into the mix, New
spells to combat the forces of good include a wall and
creature toppling Tremor spell, and a costly Turncoat spell
that will convert enemies and get them to stab their for-
mer compatriots in the back. Direct3D will allow for flashy lighting
and texture effects, while full support for LAN and Internet play will
let gamers battle other evil geniuses. Best of all, the designers
intend to post new levels, creatures, and spells on their Web site
after the game's release. Slated for release sometime this spring,
DK2 is sure to warm the blackest of hearts. —Robert Coffey

technological disparity will
dictate that each side pursue
different materials.

The game promises to
unfold across a strategic map
of the British Isles. Instead of
battling in a predetermined
sequence of scenarios, gamers
will marshal their forces, then
invade or reclaim sectors of
the map. This nonlinear, tug-of-war combat should lend a significant
amount of replayability to the game. Battles should be spirited affairs,
taking place hoth day and night and using a wide variety units,
including underwater and underground vehicles.

Like every game but MINESWEEPER, WAR OF THE WORLDS will sup-
port the latest 3D technology. Gamers with the right hardware can
look forward to full 3D-animated objects; dynamic particle effects for
fire, fog, and dramatic explosions; and realistic terrain that will reflect
battle damage. —Robert Coffey

Warhammer 40,000: Rites of War

Look Out, It's Warhammer General!

Genre: Turn-based Fantasy
Release Date: Q3 '99
Developer: Dreamforge

Publisher: S|

www.ssionline.com

lot of editors at CGW share a dark secret: We are Warhammer

fanatics. And while we wait not-so-patiently for WARHAMMER:
CHAOS GATE (see last issue's "Holiday Hot 100") to get our X-COM
tactical-combat fix, we've always wondered what would happen if
Warhammer went through some bizarre mating with PANZER
GENERAL (PG). Well, we finally have our wish—and the offspring is
doing nicely. Prestige (from PG) converts easily into Glory Points in
RITES OF WAR, and if your victories capture enough
headlines, you can build and customize your unit
types, weapons, and warrior skills.

The simple turn-based PG system seems to cap-
ture the flow of the Warhammer tabletop game—
without the gamer having to pore over endless
charts to see exactly what an Eldar using a Psyker

‘m COMPUTER GAMING WORLD ¢ JANUARY 1999

spell on a Tuesday
night will do to an
enemy wearing punk
shades.

The campaign
features more than
70 weapons (all
rendered and animated) and two dozen missions, as the Eldar bat-
tle the evil Tyranid throughout the explored galaxy, on planetary
terrain that covers the gamut from lush forests to ice-covered
lands. Multiplayer options include head-to-head and cooperative
play for up to four gamers via LAN, IPX, or TCP/IP. We're already
hooked, and the emperor hasn't even called on us to save the
galaxy...yet. —Terry Coleman

www.computergaming.com
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Metal Fatigue

by Denny Atkin

I t takes a lot to stand out in today's real-time strategy arena—
more than dropping in a few MECHWARRIOR-style giant
robots. The good news is that METAL FATIGUE is more than just
COMMAND & CONQUER with giant robots tossed in the mix. An
innovative three-level combat arena, a technology salvage sys-
tem, and a supposed “rush”-proof setup should set METAL
FATIGUE apart from the crowd.

Close Com-bots
METAL FATIGUE's anime-inspired story takes place in the ever-
popular 23rd century. The opening cinematic introduces three

robot, a struggle ensues for control of the robot's technology.

The brothers split, and each goes to work for a different wier view of the hattiefield.

technologies, and the
game's three forces will
be equipped with distinct
weaponry. The basic
equipment is similar—
each side has tanks and
other small vehicles, but
the powerhouse forces are
giant robots called
ComBots. While each side
has certain advantages,
there's a way to even

destroy, but

your unit to

V-

: ABOVE AND BELOW In addition to
things out. If you take the main battlefield, you'll be able
down an enemy robot to send units into subterranean
U CHUTIIRIRTTN caverns or onto cramped asteroids
can salvage its parts and floating above the planet.

vulnerable to, so you'll want to do your best
from capturing those technologies.

Third Floor: Toys, Hardware, an

sighting and range benefits.

A Little Strateqy, a Few Giant Robots, and a Touch of Anime. ..

brothers who encounter an alien robot. After they defeat the HEAD FOR THE HILLS Moving your ComBot units to higher
vantage points gives them better fire coverage and a

of the strategy in this game that
you can equip your ComBots with
weapons that are designed not to

you see a ComBot toting an
attractive weapon, you can tell

METAL FATIGUE's missions play out on a planetary terrain that's
3D in more ways than one. The primary planetary surface battlefield
features hills and valleys, and terrain elevation offers significant

Where METAL FATIGUE differs from similar games is its inclusion
WATCH YOUR STEP! Tanks can easily end up as so much of two more levels: orbital asteroids and a subterranean level. The
cannon fodder for giant robots, but they'll come in very asteroids make for very cramped battlegrounds, but the real chal-
handy when the war goes into caverns that are too lenge comes in the underground catacomb levels. The cramped
cramped for the big guys. environs keep you from taking your giant robots down below, so

www.computergaming.com COMPUTER GAMING WORLD » JANUARY 1999 A

CorpoNation that is use them on

attempting to gain control your own Genre: Real-time Sci-Fi

of technology on the ComBots. Release Date: Q2 ‘99

abandoned alien planet of In fact, Developer: Zono

Hedoth Prime. salvage Publisher: Psygnosis
Each CorpoNation has plays such a WWW.psygnosis

acquired various alien major part

rather to amputate. If

holster its long-range
missiles and move in
to attack with a
giant ax or buzz saw.
The animations on
close combat are
superb, much like a
miniature 3D fighting
game. Ironically, your
own weapons tech-
nologies are the ones
your units are most
to keep the enemy

d Asteroids
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this will be your chance to make use of the rest of your force mix
{which is otherwise pretty much cannon fodder for the ComBots).
Drill through to a cavern under your enemy, build an elevator shaft,
and you can bring your units right up into the center of an
enemy camp. But be warned—elevators are considered neutral
resources, and the enemy can just as easily take the elevator
down to attack your subterranean forces.

One interesting feature in the game—and one that should be
welcome to multiplayer veterans—is the "prebuild” mode at the
start of a mission. Each side will be able to set up a fully func-
tional base before the mission starts. Although you'll want to
expand these bases, they should have strong enough defenses to
fend off tank rush—type tactics once the game starts.

Happiness Is a Warm Gun

n the old Mission: Impossible series, agent Jim Phelps and crew
Icnrrected wrongs in the Latin American country of the week
with a few high-tech toys, some really limited scripts, and a lot of
latex disguises. In most of the action films of the ‘90s, on the
other hand, said country would be liberated by a small cadre of
improbably muscled, incredibly well-armed individuals who have
a propensity to torch the villages they save right along with the
bad guys. JAGGED ALLIANCE Il {JA2) comes as close as any com-
puter game we've seen to being a happy marriage of both the
cerebral and the action-oriented methods.

The intentionally corny storyline reveals
that your archenemy, defeated in the first
game, has returned—if these {bervillains
ever retired, we'd have a lot fewer sequels—
and only you have a chance to restore free-
dom to the tiny nation of Arulca. You begin
“on the Web," trying to recruit mercenaries
from agencies that just manage to stay one
step ahead of international law. As in the
original, each merc has a personality, and getting the right chem-
istry in your band of hopefuls is just as important as picking the
guy (or gal) with the best stealth or markmanship skill. Pick care-
fully, however: Some mercs come with a high price tag, and you
have to make money with each mission or your organization
won't stay solvent.

Genre: Hybrid Historical
Release Date: Q2 '99
Developer: Creative
Assembly

Publisher: Electronic Arts
www.ea.com

b ; . “‘ hih & BB N
EXCAVATE THIS! The turn-based tactical firefights are
fought over a wide variety of terrain, such as these
Mayan ruins.
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Missions will fall into three campaigns, one from the vantage
point of each brother. The game's Al is being developed by Mark
Baldwin of EMPIRE and PERFECT GENERAL fame. The computer-
controlled generals will feature a number of distinct personalities,
which Psygnosis hopes will help add replay value. The Neuropa
CorpoNation may feature an aggressive, militant leader in one
game, but the next time around you may face a general who
concentrates on hoarding resources and building up forces
before attacking.

Backed by impressive hardware 3D graphics and the talents of
a veteran Al programmer, METAL FATIGUE is an intriguing design.
And where else can you get your MECHWARRIOR and STARCRAFT
joneses satisfied in one sitting?

Jagged Alliance [i

MY A.LIM. IS TRUE The world of JAGGED ALLIANCE Il is now
high-tech, which means that you find your operatives on
secret Internet sites,

Combat in JAZ is even
more like that of
X-COM: UFO DEFENSE than
ever (a good thing), as it
goes from real-time strate-
gic to turn-based tactical
once an enemy is sighted.
Mercs can now run, climb,
and crawl—all moves fea-
turing plenty of animated
SVGA frames, a far cry
from the VGA of the original JAGGED ALLIANCE,

The role-playing aspects, one of the main enjoyments of JA, are
more fleshed out this time around. In addition to watching your
mercs improve their stats—or groaning when a merc you've nur-
tured for several missions goes down for the count—you have to
deal with the local populace, who may either betray you or help
you (provided that you remember to bring the letter from their
cousin in America).

From what we've seen so far, the campaign looks like it
could be better than that of the first game. And when you've
exhausted your solo replay options, you can outfit squads
and take them online to out-covert your mercenary-inclined
buddies. —Terry Coleman

NIGHT ON THE TOWN
Nighttime actions emphasize
stealth and offer a nice
change of pace.

WiW Computergaming, com
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...If the accusation IS Best Real Tlme Strategy Game of 1998,

umander is quilty as charged.”
-Sci-Fi Channel's Dominion

“Command Performance... 9.0”"
Dnn Crabh Chicagn Sun Times

" -PC Formal

“If you buy unly one real-time strategy game thls year

make sure it's this one.”
-www.combatsim.com
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5 ~"Ina year of excellem real tlme strategy games,

ﬂmmm,h ymander has muscled its way to the top.” -
“ : -Boston Globe

OMMANDER

™ B8 T:__.- n ‘r' "] |. g | -: /] -...
HWARRIOR®* GAME OF TACTICAL COMMAND

/]

Available for Windows 95/98. Visit your local retailer or call
1-800-695-GAME day or night (US and Canada).

Check out www.mechcommandern.com

for News, Tools, Links, Files, and New Maps.
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Braveheart
Kilts, Battle Axes, Evil Englishmen, but No Me/ G!bson

F ormerly known as TARTAN ARMY, BRAVEHEART has a brand
new movie license and some seriously ambitious design
plans. If the designers can pull it off, this might be the first
game with a movie license that actually doesn't suck.

front of charg-

ing English cav-
alry or to put a
protective circle

A lot of that promise lies in the fact that BRAVEHEART isn't of axemen
concerned with trying to re-create or rehash a movie—the around more
facus from the get-go has been on compelling gameplay. You vulnerable
play as a Scottish clan leader in units. Unit fac-
the Dark Ages. With the coun- ing will also
try's clans torn apart by rivalries play a partin

and everyone under the cruel
thumb of the English, your path
to victory lies one of three ways:
conquer all the clans, win over
enough allies to force a vote
and ascend to the throne, or
drive those stinking Englishmen
off your island.

The battle portions of the
game are reminiscent of MYTH,
with a swooping camera taking
in the carnage. The free-moving their growing number of clans,
perspective is even more expan- - - : set supply lines, conduct
sive than in MYTH, zooming out for a distant bird's-eye view or research, create and move armies, and juggle diplomatic

determining your success, with
units delivering considerably
more damage when attacking
their enemy's flank or rear.

As compelling as the battle
sequences will be, there is an
additional, larger scale level of
strategy to the game as well.
Operating from a map of
Scotland, aspiring William
Wallaces will have to manage

all the way in to the first-person view of your leader. The game relations. True to the time, the diplomacy model in the game
promises to render the fields of war in full 3D, and they should will encourage deceit and backstabbing, even to the extent

be stunning. Red Lemon is shooting to create battles with liter- that leaders can be bribed in the midst of a battle to

ally thousands of animated polygonal units, including swords- switch allegiances.

men, archers, ladder brigades for scaling walls, catapults, and Even with these features, there are two more things we hope
more, The mayhem should be even more remarkable with the to see: a save option for the epic multi-

planned weather effects—imagine all those men fighting in a player games; and the ability to fight in Genre: Real-time Historical
driving rain, slipping and falling in the mud, their war machines battle as your leader, not just see through Release Date: Q4 '99
mired in muck. his eyes. In any event, this is an ambitious Developer: Red Lemon
The use of formations should add a bit of order to this chaos. game with real promise. We hope Publisher: Eidos Interactive
Troops in BRAVEHEART can be ordered to form lines, wedges, cir- BRAVEHEART's reach won't exceed its grasp.  [ETTTR gy | [ T o 1]
cles, and more. This will allow you to set a wall of pikemen in —Robert Coffey

-
PO' nt Of AﬂaCk 2 the new version has been coded specifically for Windows 95/98.

HPS Refums t.O IZ.S MOdE’m ROOZ-S H.PS. claims that the p_enetration ca!culatic_nns :.:vill‘ be "the most

realistic ever portrayed in a combat simulation.” Given that the
f the few genuine independents left in the computer gaming algorithms take into account such minutiae as the air-drag coeffi-
O industry, no company has stayed more true to its roots than HPS cient of each projectile, penetrator hardness, explosive yield
Simulations, publisher of games so realistic and detailed that they can strength, slope of defending armor, and even the ogive angle of
make TalonSoft's BATTLEGROUND series seem abstract. POINT OF ATTACK the projectile’s
2 marks a welcome return to the type of modern-era wargame that nose cone, we're in
gave HPS its start, with the expected database of several thousand no hurry to argue.
weapons from the U.S,, Soviet, Chinese, French, British, German, and —Terry Coleman
North Korean arsenals, among others. o° : |80°
The scale seems appropriate, at 100 meters to a hex, with one- ol Genre: Turn-based Modern

St il Fromt Anmos bt Hame Wnspons Spites

minute turns. If you don't like the scale, you can adjust it. POINT o e gt e 1 0 o 0 et i Release Date: Q2 '99
OF ATTACK 2 will also include weapon and ammunition editors, so Fo i et sond |t e 8 13 oamn Ta mnst ies Developer/ Publisher:
you can create “what if” high-tech weapons, such as energy F'"_“] e L___g HPS Simulations
weapons. Everything, including the map and scenario editors, | scFachglen | www.HPSsims.com
should be easier to use than in the original POINT OF ATTACK since e e i) seotitn)| | Tim ] 'l
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December
The Beachhead at Tyr

’

« You're losing men. Can'you keep your composure? In
- Myth II: Soulblighter, panic is your greatest cnemy. It's up
to you to remain calm and focused during the frenzy of battle.
You devise the strategies. You make the crucial decisions.
Move forward with the mission and risk massive casvalties, or
i & retreat and live to fight another day? Time is running out.
o The wrong decision may cost you half your
men. No decision wih cost
you your entire army.
What's it going to be?

To order Myth II: Soulblighter
¥ call 1-800-295-0060 or visit our
website at www.bungic.com.
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Warzone 2100

Don't Just Build Your Forces, Design Them

The Genera
Extreme Co i

ith every real-time strategy title scrambling to find some way to

distinguish itself, WARZONE 2100 has left it to the player to
make the game unique. How? By letting gamers themselves custom
design their own com-
bat forces.

WARZONE 2100
doesn't veer too far
from the tried and true
in terms of core game-
play—gamers still
must explore, find
energy resources,
research technology,
and build units for
combat. But when it
comes to the units themselves, well, that's where things get different.

As gamers acquire technology, they can set out on various research
paths to upgrade and develop their forces. Using that
research, gamers will be able to construct their units Genre: Real-time Sci-Fi
through a three-step design interface. By choosing Release Date: Q1 '99
which type of turret, body type, and propulsion source
to use in a vehicle, gamers can build the units they
think will be best suited for the mission at hand. With

Developer: Pumpkin Studios
Publisher: Eidos Interactive
www.eidosinteractive.com

www.computergaming.com

about 400 options from which to choose, gamers will

have thousands of possibilities. Fortunately, since you'll

be able to delete any obsolete designs, you won't have to pick through
hundreds of options each time you build a unit,

While individual design characteris-
tics will greatly determine a unit's effec-
tiveness, experience will play a part as
well. Vehicles will carry over from one
mission to the next, gaining experience
that will make them perform more effi-
ciently. If you take care of your units,
you'll be able to put together a skilled,
deadly fighting force after just a handful of scenarios.

This persistent world quality spills over to other parts of WARZONE
2100. Instead of presenting the gamer with a new map for each mission,
the game expands the original map in range. Thus, your base must be
developed and protected through a series of missions. This doesn't mean
you'll be stuck with the same map throughout the game, however: There
will be 38 missions spread across 3 campaigns taking place in valleys,
mountains, and ravaged cities.

Not surprisingly, WARZONE 2100 has jumped aboard the 3D band-
wagon and will feature true 3D terrain and vehicles, Elevation will affect
combat effectiveness, with higher units having a decided advantage over
forces on lower ground. To keep track of units and battles, gamers will
use a free-moving camera that can pan in any direction and zoom. The
effect is similar to that of MYTH but is somewhat more intuitive.

With the custom unit design, multiplayer matches promise to be inter-
esting. Pumpkin Studios plans to support multiplayer games of up to
eight gamers over LAN or Internet and is also working on creating a
built-in ranking system.

All'in all, WARZONE 2100 is an ambitious product, Whether it can fulfill
its ambitions remains to be seen. —Robert Coffey
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You've been gaming ever since you got

weaned on Pong as a kid. Now you want a

stick that'll do it all: Programmable.
. Digital. Analog. Comfertable. Cool.
¢ Different. New.

: GenX 700 by QuickShot is all that and
4 more. This programmable stick comes
% complete with switches to move between
: digital and analog modes. for the HAT,
£ rudder, handle fire buttons and X & Y axes.
4 ‘Plus ‘a 3D rotational handle and a multi-
& view: HAT switch. This stick’s super-
2 ergonomic with a contoured BioThrottle™
% complete with extra firabuttons. And the
% GenX 700 is a really cool metallic purple
= color — sure to look perfect anywhere.

= Don't forget to check out our streamlined
= GenX 500 and 500L — the world's first
< joystick made for lefties!
: Punish yourself no more. Enter the
& generation of extreme control.

GET THIS STICK!
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Star Trelk: New Worlds

Star Trek Enters the Real-time Neutral Zone

f I'm sorely in need of a Mr. Spock fix, | need go no farther than ground units hover
my local pharmacy. There | can wander like a drugged Andorian, above the surface
blissfully picking up Star Trek paperback novels, Star Trek Band- and maneuver like
Aids, Star Trek vitamins, Star Trek videos (with more than a minute land-based star- S
of original footage never before seen on TV!), and my favorite— ships. All the races from the series have the toys you'd expect:
Star Trek toilet tissue. Given the franchise’s expansion into every Romulan Cloaking Tanks, Klingon Mabile Disruptor Batteries, and
universe imaginable in the past three decades, it's hardly a sur- Phaser Tanks for the Federation folks. (At press time it's not clear
prise to see a Trek spinoff in the real-time strategy gaming genre. to us whether you'll first have to try to talk your enemies to death
The folks at Interplay are being highly secretive before shooting them.)
Genre: Real-time Sci-Fi about STAR TREK: NEW WORLDS, but in between the Other touches include tricorder readings for your strategic map,
Release Date: Q2 ‘99 usual buzzwords such as "total interaction” and hydroponics facilities to build, and the ﬁl'(e.Whiie .STAR TREK: NEW
Developer: Binary Asylum "uniquely immersive,” ourThniign spies have dis- WF)E{LDS supports mul‘ttplayer action, we re‘guessmg that the .
Publisher: Interplay cgverer_j a few facts. The ?D envuunrnent} does look n‘ussmnlbased campaigns—full of ex.piora!mn, planetary exploita-
) nice, with colorful explosions. Even at this early tion, and bad blood—could make this the game that OUTPOST II
www.interplay.com stage, the combat strives for that Trek feel, as the should have been, with Trek flavor to boot. —Terry Coleman

minutes for someone else to move.
The simple mechanics encourage
fast play. The designers even plan to
have a blitz game in which the time
limit will be about three minutes per
turn: You'll have to prioritize your
moves because you just won't have

Fantasy War
Sony Goes Into Battle Online

hile it s turn-based, FANTASY WAR isn't

simply a rehash of WARLORDS IIl or
HERQES OF MIGHT & MAGIC Il. It's a charming time to do everything once many
online-only design crammed full of idiosyn- - forces are on the map. For those who
crasies. You can, for example, render one of your opponent’s leaders like to ponder all the strategic alternatives, however, there is an epic

"indisposed” for the turn, leaving you free to move an occupying game as well, which resembles a play-by-email game.

army into one of his minor allies’ territories. Combat is brisk, comprising three rounds: ranged attack, any
Genre: Turn-based Fantasy Play involves up to seven would-be conquerors issu-  attempts to flank the opponent, and final melee. Morale is a big part,
Release Date: Q4 '98 ing orders for troop movements, spell-casting, hero and armies may break and run before losing all their troops—a nice
Developer: Crossover recruitment, and the like. Once all orders are received,  change from the “fight to the last Orc” so prevalent in many recent
Technologies the game's server at Sony processes them simultane- strategy games. Economics play a big part in FANTASY WAR as well,
Publisher: Sony Interactive ously, assigning initiative randomly to keep things but it doesn't seem particularly complicated during play. Even in this
www.fantasywar.com hopping. In this way, gamers should be spared the early stage, this is one of the most promising online games we've

usual turn-hased tedium of having to wait several seen in awhile. —Terry Coleman

rest assured that
missions will be
designed so that
you can also win
without having to
personally guide
your forces.

Machines
Do-It-Yourself Warfare

fthe lousy pathfinding and
imprecise unit response of other
real-time games has just about As the sentient
driven you away from the genre, machines slug it
you may want to give MACHINES a look when it ships this spring. out across a series of planets in 30 hranch;ng missions, you will have
MACHINES lets you command your forces from both an isometric to seek out upgrades for your forces, Hardware upgrades for the 18
third-person perspective and a free-roaming, ground-level view, but basic machines should pump the unit total up to about 50; software
it will also let you jump into any of your units to steer  upgrades will increase your scanner range, improve your weapons'

Genre: Real-time Sci-Fi it, aim it, and fire it Perfect for missions requiring firing distance, and make your "unmanned” machines smarter by
Release Date: Q2 '99 precise maneuvering, this feature will let you guide improving their pathfinding. Night vision upgrades will be vital since
Developer: Charybdis u.ital |:|nits deep into enemy hases—doc_lgi!'lg defen- the_ game\f\rmkl will cycle th.rnugh day.and night. All of this 'u'f"i" be
Publisher: Acclaim sive fire—and actually enter enemy facilities to steal  delivered in, what else, glorious 3D, with hardware acceleration

or sabotage technology. Strategists who fear they required for the game’s 3D terrain, the fully polygonal units, and the

www.acclaimnation.com

lack the twitch reflexes necessary to pull this off can  dynamic lighting and environment effects. —Robert Coffey
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A s a rule, roller coaster games put me off my feed because
they tend to remind me of that horrid Disney wire-frame
game of a few years ago. Really, it was more like a CAD pro-
gram masquerading as a roller coaster game. Well, I'm happy
to report that my appetite is quite healthy after spending
time looping around in ROLLER COASTER TYCOON.

If the title reminds you of MicroProse’s TRANSPORT
TYCOON, it should: Both games are by designer Chris
Sawyer. The difference is that ROLLER COASTER TYCOON
never stops being fun. It's a lot like SIMCITY, in that you can
keep designing death-defying rides without paying attention
to the campaign game—which has a lot of depth—as you
research and develop new rides. Simultaneously, you try to
keep your customers happy and turn a profit. In fact, the

N ot only are Gary Grigsby and Keith Brors frantically trying to fin-
ish up the epic BATTLE OF BRITAIN for TalonSoft (see our "Holiday
Hot 100" in last month's issue), they are also underway on STEEL
PANTHERS IV. Could this be the title that returns the famed series to
the forefront of modern-era strategy games? From what we've seen,
the gameplay will be very tactical—to the point where you can con-
trol individual tanks. But we're a bit skeptical about SSI's claims that
on maximum zoom, one pixel on your screen will equal four inches of
real terrain. A new, more accessible interface and point-to-point
movement are welcome changes to the design, and the team insists
that "unit movement is more dependent upon battlefield conditions
than an artificial turn system.” Sounds a lot like the initiative-based
system used in ACHTUNG! SPITFIRE, which would be fine by us. In any
case, don't expect STEEL PANTHERS IV until late 1999,

What's Up With, AH, Hasbro?

Well, it looks as though the absorption of Avalon Hill by the
Boston Borg is turning out better than anyone had a right to hope.
Bill Levay, former head of computer game development for Avalon
Hill, has evidently accepted a posi-

Roller Coaster Tycoon
And Now for Something Completely Different

Long Ago and Far Away

Remakes, Secret Projects, and Rumors

THE NEW WAVE OF STRATEGY GAMES

game reminds
me a bit of the
old THEME PARK,
except that it's
better looking - :
and a lot easier to play—something the producer proved to
me by constructing a towering roller coaster in lese than 10
minutes, complete with squealing
teenagers and people staggering off the
ride, tossing their cookies,

We're always asking for something dif-
ferent, and ROLLER COASTER TYCOON
should definitely fit the bill—just bring
your own cotton candy. —Terry Coleman

Genre: Real-time Carnival
Release Date: Q2 '99
Developer: Chris Sawyer
Publisher: Hasbro/MicroProse
www.microprose.com

history: The Pacific version of OVER THE REICH is in limho, and Big
Time Software has turned to COMBAT MISSION (see page 127 n this
issue). GUADALCANAL is MIA as well, but designer Steve Magestro
has formed his own company, Rebel Interactive. While Magestro is
being somewhat sparse on details, theres a good likelihnod . given
his history, that he's working on a Pacific-theater WWII game You can
ask him yourself at www.reblactive.@aol.com. FREEDOM IN THF
GALAXY (which graybeards will remember as an ancient SPI board-
game), adapted for the PC by MicroProse veteran Jim Synofski looks
to be down for the count as well.

Other Titles on the Horizon

The acquisition of Virgin has left a lot of projects in the lurch there
as well. Strateqgy First, however, is still working on MAN OF WAR II
which sports much better 3D than the original Expect this sequel in
the spring of 1999. We can't be so sure ahout ROAD TO MOSCOW,
saved from purgatary by Interactive Magic The game certainly looks
better (and more playable) than it did more than a year ago, but
ROAD TO MOSCOW is such an ambitious project- -the entire Russian

tion with Hasbro for the express
purpose of determining which AH
games can be easily adapted to
the computer. Being a large public
company, Hasbro has no official
comment on which AH titles might
be first in the queue. However,
given the ohsession of several
Hasbro designers with DIPLOMACY
and HISTORY OF THE WORLD, don't
be surprised to see new and
improved PC versions of those titles in the next 18 months—maybe
sooner if Hasbro's AXIS & ALLIES is a hit (see our review on page 358).
On the other hand, it seems that all the AH computer projects that
were in development at the time of the Hasbro acquisition are now

L

HISTORY OF THE WORLD

www.computergaming.com

Front of WWII with detailed supply and Al. down to company
level—that it could be several months hefore small details
like play balance are ready for the marketniace

MALKARI, another |-Magic title, tries 1o be a tongue-in
cheek SEVEN KINGDOMS light, complete with Aztec priests
casting spells of doom on incredulous conquistadors. The big
question with this real-time New World game is whether the
graphics—at this point, looking very 1996- -can be brought
up to speed by the Eastern European develnper in time for
this game to compete.

The 55G folks are still busy with REACH FOR THE STARS for

Microsoft, now slated for the summer of 1999, But they've also

quietly bequn work on WARLORDS IV for The Leaming Company/
551/Red Orb/Whomever. It's likely that this next game in the classic
series will not be simultaneous turn-based, What's a stack of undead
Orcs to do?—Terry Coleman
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uch of game design seems a black art to gamers, whose involvement with the process
generally starts with picking up the finished game off the shelf and ends with waiting for
an inevitable series of patches. But what goes on behind the scenes? How do some teams
create STARCRAFTS, LONGBOW 2s, and BATTLEZONES, while others churn out NAMs,
DOMINIONSs, and SILENT THUNDERs?

As we started investigating the topic, we discovered that the process is dramatically different for each
genre. While story is design king in a role-playing game, it's realism that matters in simulations and
sports games. Because the process is so different for each style of game, we sent our editors on
separate investigations of five major genres. So join us now as we dive into the trenches and ask the
experts, “What makes a good game? And how do the bad ones happen?”
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nleash your creative power with

Worldcraft Pro, the professional
level-editing suite for today’s popular
first-person shooters. As the only editor
available for multiple titles—including
Half-Life, Quake I, Hexen Il, and other 3D
shooters—Worldcraft Pro offers greater
power and versatility than any other product

in its class. And, while it is a professional W&

tool—the very same used to create
Half-Life—it also contains a user-friendly interface and tutorials

that make it very accessible to the beginning designer.
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» The professional edition of the leading 3D level editor.
» No other level editor offers support for multiple titles.

» Worldcraft Pro’s simple yet powerful interface makes it the
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hosted by WON.net.

15 Worldcraft Pro

S The Pfessional Lo Ellbg s~ |7}
- 4

|

2l 1 . 3 | ‘ - N r AL
YWOITUGTail Pm

The Professional Lev |-Editing Suite

www.sierrastudios.com




Playing God

Go to #241 @ www.computergaming.com/infolink



eep down inside, it's
just ugly.

Creative con-
straints. Budget
constraints, Time
constraints, Technical
constraints. While fans may see
the business of making games as
exciting—even glamorous—
designers know that the actual

BUILDING THE PERFECT GAME * ACTION

MAKING

come from browsing used-car ads
or from a sudden flight of fancy.
For Alan Patmore of Surreal Soft-
ware, developers of the upcoming
DRAKAN, it came from a lifelong
fascination with fantasy fiction
and a strong desire to work on a
fantasy game. Flying through an
early demo using Surreal’s tech-
nology, Patmore suddenly

MAYHEM

The Blood, Sweat. and Tears of
Blood, Guns, and Speed

[by Ropoert Coffeyl

thought, “Wouldn't it be cool if
you could fly around as a dragon,
frying little warriors and eating
maidens?” From that point,
DRAKAN evolved first as a real-
time strategy game before coming
together as a shooter with a

process of building a thrill-a-
second action game is more con-
cerned with solving problems day
after day: What will make our
game unique? What engine will
best suit our needs? Do we need
to recode any part so it works
better for us? How do we
approach multiplayer? What are
our competitors doing and how do
we respond? Decisions, countless
thousands of them. It's a long,
tortuous path with stumbling
blocks every step of the way.
Even an absolute, bottom-of-
the-barrel game like NAM is
shaped by a seemingly endless
litany of decisions. Obviously, in
NAM's case they were the wrong
decisions, but they had to be
made nonetheless, Besides,
making the right decisions is no
guarantee for success—witness
BATTLEZONE, one of the best
games of 1998, but one of the
year's least impressive sellers.

A I S e - P L T

. What s Cd r?

What ...

Inspiration and
Perspiration

"My partner Sean and | were
sitting in an Italian restaurant
after deciding to use the MECH-
WARRIOR 2 technology for another
vehicle-based action game. | was
sitting there with an Auto Trader
magazine, looking through the "
listings since I'd decided to get e ' _ ]
myself a bitchin’ ‘70s Barracuda ' s ' .
as a reward for finishing
MECHWARRIOR 2 when it hit me
like a bolt out of the blue—Why
not?” Thus did Zack Norman come
up with the idea that became
INTERSTATE ‘76.

Before any work can be done
on a game, somebody has to have
an idea. Inspiration is a tricky i
thing to pin down and it comes to ' -
people in ways as varied as the

games that evolve from it. It can [Zack Norman and Skye Champion. Activision]
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maiden riding the dragon instead
of being eaten by it.

Often, other forms of pop cul-
ture can trigger ideas. KLINGON
HONOR GUARD was obviously born
from Star Trek, while SHOGO:
MOBILE ARMOR DIVISION emerged
from the designers’ desire to
explore the idea of “ROBOTECH
meets DOOM." That hybrid idea
for SHOGO seemed just too cool to
pass up, and when the designers
integrated their mutual love of
anime into the idea, things really
took off. The result is a shooter
with a unique look and feel.

Once the idea of a game is set,
the real work begins. For
Norman, writer and lead designer
for INTERSTATE ‘76 and director of
the upcoming INTERSTATE '82,
that means getting down not just

CHANGING HORSES MIDSTREAM Changing the guts of a game

INSPIRATIONAL
READING One
man's used-car ads
are another man's
muse. Skimming
the Auto Trader
led to the creation
of INTERSTATE ‘76
and its sequel,
INTERSTATE '82.

to brass tacks, but to the molecu-

lar composition of the brass in
those tacks. Norman begins the
exhaustive design process by
crystalizing the game idea into a
three-sentence kernel. After that,
even the most basic concepts
need to be defined. For
INTERSTATE ‘76, Norman asked
himself, “What is a car?” Finding
that too broad, he narrowed his
focus to the point that he felt it
necessary to write page after
page answering the question
“What is an object?"—that is,
What components make up a
car? Norman likens this process
to a Christmas tree: You start as
generally as you can, with the
trunk, then work your way up to
the branches, the needles, and
finally the ornaments.

L LEVEL "

by switching engines is no easy task. Originally employing the
QUAKE | engine, DAIKATANA made the switch to QUAKE II, and the
designers still needed to add lots of their own code, DAIKATANA
2 will make another engine switch, changing to UNREAL.

ACTION » BUILDING THE PERFECT GAME

For Gabe Newell, managing
director of Valve (makers of HALF-
LIFE), it comes down to having a
clear business plan to help you
make choices about your objec-
tives for gameplay, resource
constraints, market requirements,
and more. "You iterate on those a
bunch of times as you work
through the design spec, project
schedule, test plan, documentation
plan, and marketing materials,”
Newell says. “One important bat-
tle to fight is to keep people using
the specification process once
implementation is underway.
You're really tempted to revise
what you're going to do without

bothering to go back and update
the source documents. Madness
and inefficiency lie that way.”

Who's Driving This Thing?

In order to provide the speed,
graphics, and unrelenting action
that gamers demand, designers
need a game engine that can
deliver on all fronts. In the realm
of first-person shooters, two big
engines stand out: QUAKE Il and
UNREAL. While the creators of
these engines are understandably
biased in their opinions, it's inter-
esting to look at who else uses
each engine and why.

KLINGON HONOR GUARD uses
the UNREAL engine. Producer Alex
Delucia explains his choice this
way: “When we were looking at
game engines, the only engine
available was QUAKE, which didn't
have colored lighting and was
limited to 8-bit rendering. We saw
an early version of the UNREAL

engine and were very impressed
by its graphic capabilities. Those
issues and the financial aspects of
the agreements made the UNREAL
engine more attractive.” Still, the
KLINGON team had to add some of
its own code, particularly to
enhance the Al so that enemies
would take cover while reloading
and act as teammates.

Valve did much the same thing
with the QUAKE engine when
making HALF-LIFE, ending up with
a product in which more than 70
percent of the code was its own.
Changes like these can contribute
to game delays, as in the case of
lon Storm’s DAIKATANA. John

“The ONLY way
to maintain

perspective is to
look at it

through the
eyes of

first-time
users.”

[Andrew Goldman.
Pandemic Studios]

Romero says that even after
making the switch from the origi-
nal QUAKE to QUAKE Il in February
1998, the design team had to
reimplement many of the changes
it had already made ta the first
engine as well as add countless
new ones. At this point, says
Romero, “The engine is very differ-
ent from the original QUAKE 11
engine, except the network code
has minimal changes right now.”
It might be worth noting that lon
Storm has already committed to
switching to the UNREAL engine
for DAIKATANA 2.

The alternative to licensing an
engine is, of course, to develop
your own, as Monolith has done
with the LithTech engine used in
both SHOGO and BLOOD 2.
Monolith originally developed
LithTech as DirectEngine in con-
junction with Microsoft, but the
two companies had different ideas
on where the product needed to
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go and parted ways. Monolith
CEO Jason Hall explains his
company's decision to develop its
own engine this way: “In order to
deliver a compelling experience
with SHOGO, we needed the
speed of QUAKE |1, the beauty of
an UNREAL renderer, and some-
thing that had never been done
quite right before—an incredible
debris and particle system. All this
needed to be integrated into one
continuous, flexible, easy-to-use
system that could be expanded
upon for years to come.” Currently
being used by more than 7,000
developers, LithTech seems to be a
real contender in the engine wars.
Still, Romero doubts that any one
engine will ever dominate the
industry because new engines are
constantly on the way, with
aggressive license pricing and
more features. “Technology,” he
warns, “keeps marching on!”

Pest Control

Sloppy coding and buggy
products are the bane of any
gamer. Despite the assertions of a
few Usenet cranks, designers care
about their products and don't
want to put their names on a
buggy game. But according to
Andrew Goldman, president and
CEO of Pandemic Studios, the
team behind BATTLEZONE and the
upcoming BATTLEZONE 2, bugs are
basically inevitable and often stem

from trying to accommodate a
wide range of hardware, particu-
larly 3D cards. “Remember the
dark days of sound cards?" asks
Goldman. “There was always
some sort of conflict that would
mess with your life. Now it seems
we're in the dark period of 3D
cards. Every card supports differ-
ent features and is constantly get-
ting updated drivers.” If you own
a Voodoo Rush card, odds are
you're nodding in agreement right
about now.

To squash bugs before they get
in the box, designers subject their
games to stringent quality assur-
ance (QA) testing as well as beta
testing. Activision will have up to
100 testers during any given beta
cycle, with QA testing lasting in
excess of four months. At Valve, QA
starts at the beginning of a project
to catch bugs the moment they

COMPROMISING POSITION The Star Trek license brings instant
consumer recognition, but at a creative cost. While the KLINGON
HONOR GUARD designers could persuade Paramount to allow the
blood seen in this shot, the studio categorically ruled out gibs.
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“ You get enough
testers who

have a

knack for
going to the
most

unlikely

places in a

level. ”

[Brandon James.
id Software]

oceur, Valve uses its beta phase
principally to detect unexpected
configuration problems. Id
Software uses outside testers to
catch bugs that its rigorous, in-
house testing doesn’t catch.
Brandon James, an id level
designer explains, "Everybody out
there has a different and distinct
playing style. You get enough
[testers] who have a knack for
going to the most unlikely places in
a level and doing the most obscure
things and eventually you'll have
covered all the paths and areas
that an average player will follow.”

Across the board, designers
seem to take the input of their
testers seriously, implementing
suggestions and changes every
step of the way. Goldman
observes, “After spending two
years on a project you're no longer
able to see how new users will
react to the product, The only way
to maintain an appropriate per-
spective is to learn to look at it
through the eyes of your first-time
users.” Those users provide invalu-
able feedback. The input of
BATTLEZONE testers led to full-
world minimaps, the refinement of
the game's outstanding interface
(see the "Control Issues” sidebar),
and the deletion of a virtual cock-
pit. In the case of HALF-
LIFE, implemented sug-

estions from testers ran
the gamut from “Make
this Tadder more obvi-
ous” to “This monster
really sucks and needs
to be redesigned.”

When bugs do occur in a game,
every designer to a man wants to

o break away from the
Tpack of copycat action

games, a title needs to
find a way to capture

gamers’ attention. One thing
that makes a game stand

out is a strong, clear, concep-
tual identity. That's what
made INTERSTATE ‘76 such a
breath of fresh air: Its car

combat came packaged in a
highly stylized, funky, funny
1970s wrapper.

According to Zack
Norman, "Any game design
should be encapsulated in
one to three sentences.
Every design element should
be compared against that
ideal. INTERSTATE '76 was
'70s muscle cars with guns:
Mad Max meets Shaft.
INTERSTATE '82 is Mad Max
meets Miami Vice." Every
creative decision is then fil-
tered through the game's
concept summary with the
intention of creating a uni-
fied creative whole.

With this philosophy in
place, certain design choices
almost decide themselves.
The widely praised funk
soundtrack in INTERSTATE ‘76
was used because funk had
the energy appropriate for
an action game, even
though it wasn't the most
popular music of that time.
The same holds true for
INTERSTATE ‘82 and its New
Wave soundtrack. Featuring
elements of Madness-type
ska and B-52s-style surf
music, the soundtrack meets
the criteria set by the
game’s capsule concept.



fix them. Most designers follow the
procedure that Monolith used for
SHOGO: Immediately trying to fix
any problem and post a patch on
the company's Web site. But Zack
Norman sounds a cautionary note:
“The harsh realities of corporate
America don't necessarily mean we
can issue a patch. If a game has no
shelf life, if no one’s buying it, it's
hard to rationalize the time and
expense of releasing a patch.”

Hunting Licenses

To avoid a quick death on the
shelves a title must stand out, and
one way to accomplish that is to
license a known entity. The idea is
that the consumer will be more
inclined to buy something they're
familiar with and, hopefully,
already like. Alex Delucia, producer
of MicroProse's KLINGON HONOR
GUARD explains, “When you're try-

ing to sell a game to retailers and
you present them with Star Trek
and Game XYZ, it's easier to sell
the Star Trek game since the retail-
er knows what Star Trek is. Another
big benefit of having a licensed
product is cross-promotion.”

Licensing a knawn entity does
come with limitations, however.
Delucia again: "Obviously, you
have to deal with the specific char-
acters and back-story. Things like
the color of a character’s costume
or their actions and attitude are
very specific and, in most cases,
must be strictly followed. Plus, your
audience is intimately familiar with
the subject matter and any incon-
sistencies will be noticed.”
Considering the rabid nature of
some Star Trek fans, that's an
understatement.

Forced to work inside the frame-
work of the license, designers make

ACTION e BUILDING THE PERFECT GAME

concessions that would not be nec-
essary in an original title. In the
case of KLINGON HONOR GUARD,
MicroProse was forbidden to use
gibs and had to demonstrate the
need to show blood.

On the other hand, a license
might backfire on a game. In the
case of BATTLEZONE, the license
helped the design team focus on
some early aspects of development
and helped to get out initial word
about the title. But in the end—
between naming the game after an
18-year-old coin-op game and
putting dated vector-graphic
images on the box—Goldman feels
that the BATTLEZONE name just cre-
ated confusion that hurt sales.

Every Bloody

Picture Tells a Story
Increasingly, it seems, action

games will have to tell a story to

compete. Where a shooter could
previously get by with a few para-
graphs of generic text between
chunks of levels, gamers now
expect a more complete experi-
ence. And they're starting to get it.
Nowhere is this experience
delivered more compellingly than
in the soon-to-be-released HALF-
LIFE, which found its inspiration in
a Stephen King novella, The Mist.
While almost all of the original
concept has vanished from the
final product, the focus on story-
telling has not. Through scripted
scenes that occur around the play-
er, immersive action elements that
push the plot forward while serving
up a steady stream of fresh chal-
lenges, and an imaginative, almost
cinematic approach to every facet
of gameplay, HALF-LIFE makes its
story an integral part of the game
instead of the excuse for it.

fighting moves. The final model is the
one used in the game. The right height,
weight, and polygon count, she fits the
character personality and is much more
attractive than previous versions.

At top and left are the skins for
Rynn and her dragon companion,
Arokh. These skins use multiple high-
quality texture maps to get higher pixel
density than in other games, which
generally use single-texture maps to
create skins. The skins are then applied
to the models using Surreal’s propri-
etary texture-mapping tool and, voila, a
character is born.

ame characters don’t develop
G overnight. The sequence above

illustrates how the body style of
Rynn, the protagonist of DRAKAN,
evolved. The first model, with its very
low polygon count, was ideal for
testing, if not for gameplay. The second
Rynn served as the foundation for the
later versions. She has a slightly higher
polygon count but was a little too buff
and unfeminine. The third one is the an-
orexic Rynn. Surreal was aiming for a
lean athletic look, but found this version
too waifish. Her legs were also far too
long, which interfered with some of her
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In order to put the pieces
together, Valve dealt with countless
challenges. How do you make
animations small enough that the
gamer won't need 256MB of RAM
to run them? How do you tell a
story without taking control away
from the gamer? How do you
ensure that all the thousands of
little details support the story
you're telling? “The answer,” says
Gabe Newell, “is a mixture of up-
front design, careful choices on the
creative side to live within the
envelope of what was possible
from our engine...and a lot of
really late nights.” It's a daunting
task but if it's all done right, as it is
in HALF-LIFE, the results can be
incredible.

You Always Kill
the Ones You Love

Ever since DOOM, action titles
have all but been required to pro-
vide multiplayer options. Designing

for multiplayer action presents a
whole different set of problems.
Brandon James of id’s QUAKE Il
ARENA team explains, “Our biggest
hurdle is to keep the game chal-
lenging while trying to give players
an equal chance in the match.
Balancing out the experiences,
effects, pluses and minuses, as well
as introducing new weapons,
power-ups, and items is necessary
to keep a player’s interest high.”
With the QUAKE line moving
toward a solely multiplayer game,
the id team is focusing more on
fighting, survival, and the hunter/
hunted aspect of multiplayer gam-
ing than the combat-driven single-
player experience.

For QUAKE 1ll, id is breaking
down the DeathMatch experience
and levels into distinct styles. Some
arenas will accommadate larger
numbers of gamers while others
will suit more one-on-one combat.
According to id level designer Tim

Willits, " Flow, identifiable areas,
freedom of movement, giving or
not giving a player control of the
level, and multiple entrances and
exits to the main arteries or com-
bat areas—all these elements play
a role in creating a level that's fair
and balanced.”

While these challenges are com-
mon in designing multiplayer
games for first-person shooters,
other games face far different prob-
lems. In making the multiplayer
components for DRAKAN, Surreal
first had to deal with scale, and had
to scale hack the scope of its multi-
player levels in a nod to playability.
The second challenge was to figure
out how to enable DRAKAN's mix of
projectile-based air combat and
hand-to-hand ground combat.
Again, the smaller levels helped,
and the design team found that
creating maps for specific multi-
player variations further enhanced
multiplayer gameplay.

The Whole Enchilada

From the initial idea to the last
patch posted on the Internet,
designing action games is an
almost ceaseless process of recog-
nizing and defeating obstacles. In
a sense, the design
process isn't all that
different from playing a
shooter: See the prob-
lem, blow it away. Make
the right decisions and you can
wind up with a classic like QUAKE
or you can revolutionize the genre,
as with HALF-LIFE. Make the
wrong chaices, fail to balance
multiplayer, or design an interface
that requires a prehensile tongue
to use effectively, and you'll wind
up gibbed by the competition.

After playing MIGHT & MAGIC VI
for what feels like the past 15
years, Robert Coffey is looking
forward to playing a game where
he just shoots things.

T i ——

gameplay. A player needs to be

able to sit down in front of the
game and start to play without confusion.”
So says Andrew Goldman, president and
CEO of Pandemic Studios, the creators of
BATTLEZONE and the upcoming BATTLEZONE
2. Goldman knows how important the inter-
face is to overall design, and his games
prove it: The interface in BATTLEZONE was
easily one of the design highlights of the
past year. Seamless and intuitive, it let the
gamer immerse himself in gameplay with-
out wrestling with the controls. But BATTLE-
ZONE's interface wasn't always so slick.

i T he interface is everything in

Initially, the game featured a split inter-
face; you commanded from an overhead
view and then fought in first-person per-
spective. The designers soon learned that
it made BATTLEZONE feel like two different
games instead of the action/strategy
hybrid it was meant to be, and they set
out to fix it. The integration of the topo-
graphical map and the command menus
proved to be the key breakthrough. Still
more changes occurred over the course of
a year-long string of beta testing. As
Goldman explains, "As soon as you start to
make changes, everything goes out the
window. The only way you'll know if new

Permanent Irterface e
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interface ideas work is by putting players
in front of a working prototype.”
Working on BATTLEZONE's sequel has
charged the design team to make the
interface even friendlier looking and less
intimidating. They are focusing principally
on decreasing the amount of keyboard
gymnastics required to control units and
letting the mouse do more of the work.
The bottom line is simple: An interface
can make or break a game. If it's more of
an obstacle than a tool, that game had
better also be giving you back rubs and
cooking you gourmet meals every night if
the publisher hopes to make any profit.

MAKING TOOLS From preliminary sketch to early model to final product—the evolution of the BATTLEZONE interface.
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Tired of your old 28.8
modem slowing you
down? It's time to move
to 3Com U.S. Robotics®
56K standard modems
and PC Cards. They're
proven to connect on
average up to B80%
faster than 28.8 modems’
for truly high speed
downloading, streaming
video, and near CD-quality
audio. So visit your

nearest 3Com
retailer or find us at
www.3com.com/56k
for more information.
Because when it comes
to getting the most out of
the Internet, the modem

makes the difference.
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GRASH

light simulations are

arquably the most com-

plex of all computer

games to create. Where

the simple existence of

gravily or momentum
passes for “real physics” in some
game genres, flight-sim designers
face a demanding audience that
knows not only how real planes
fly, but also how real pilots fly
them. But designing a sim isn't
just about maximum realism. An
authentic World War Il sim might
have you flying 10-hour missions
and finishing a three-month career
with only three kills.

While there's a niche market
that would love that experience,
that's not the game most sim
players are looking for. And for
every sim fanatic who's looking
for the maximum in realism,
there's a newbie sim player that
game designers want to turn into
a fan. This gamer needs a plane
that's easy to get into without a
trip to the local airport for flying
lessons. So how do designers
balance these demands for play-
ability, accessibility, and realism?

Flight Planning

“| truly helieve that highly
realistic sims are the most difficult
of all games to build, from an
engineering standpoint (with the
possible exception of massively
multiplayer persistent state worlds
like ULTIMA ONLINE)," says Andy
Hollis, who is best known for his
Origin Skunkworks projects, the
award-winning JANE'S LONGBOW
series, and F-15. Hollis has been
creating sims since the days of the
Atari 800.

Hollis outlines the complexities:
"First, you have to build a com-
plete simulation of a real airplane.
Geez, the Defense Department
spends millions on this. And it bet-
ter be right, or the customers will
complain. Then, you have to build
a photorealistic graphics environ-
ment in which to fly the thing.
And it must work well up high
from a distance, and down low
and close. You just can’t play the
same kinds of tricks as you can in
a 3D shooter. Finally, you have to

ILLUSTRATIOM: Dan Fitzpatrick

L COMPUTER GAMING WORLD * JANUARY 1999

P TR e

s — i — e ————— . s .

Building a Flight Sim Shouldn't

Be So Tough: You're Just
Re-creating Reality. ..

[by Denny Atkin]

flight model,

make a compelling mission envi-
ronment in which to play the
game. Enemies that work together
to defeat you, unexpected sub-
tleties, and plausible reactions to
anything the player does. Basically
you have to build a commercial-
grade military simulator and a
great game all at once. Oh, and
did I mention the challenges of
Internet multiplayer gaming for a
realistic combat sim?"

It's enough to make a fledgling
sim designer decide that curing
the common cold might be easier.
Paul Grace, whose projects include
CHUCK YEAGER'S AIR COMBAT, the
U.S. NAVY FIGHTERS series, and
JANE'S WWII FIGHTERS, concurs.
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HIT BUBBLES This P-38 from FIGHTER
DUEL 2 shows the bounding sphere
system used to detect which part of
an aircraft is hit by bullets,

“I have to agree with Andy," Grace
says. "| don't think there is any more
demanding piece of entertainment soft-
ware engineering. The environment is
huge, the graphics are trending toward
photarealism, the frame-rates increase,
the gameplay is complex, the sound multi-
variate, the Al needs to be flexible enough
to handle the ebb and flow of combat.”

Not that that's necessarily a bad thing,
Grace adds, “| think that the demanding
nature of the software is why the category
is popular.”

Matt Shaw and Ted Jump are currently
working on FIGHTER DUEL 2, Infogrames'
latest entry in a series of World War I|
games that traces its history back to the
heyday of the Amiga. Jump's experience
mirrors that of Hollis and Grace.

“In our opinion, flight simulatars have
many more difficulties than just about any
other genre,” Jump says. "The program
has to represent everything from your
cockpit instrumentation two feet in front
of your eyes to a mountain range 40 miles
away and everything in between. A vast
database of terrain data consisting of
both height and texture maps must be
maintained and delivered quickly for
smooth flight.”

And just having the proper data doesn't
mean you're going to get it right, Jump
says. "Owing again to the distances that
are required to be manipulated, it is easily
possible to create software that causes
improper behavior or rendering simply
because of how floating-point data is
handled. Consider two gauges in the
instrument panel that may be only cen-
timeters apart. Depending on the compu-
tations required to manipulate them in
three-dimensional space, they may look
and render fine when you are near 'world

SIMULATIONS ¢ BUILDING THE PERFECT GAME

zero," but once you
get far away [from
your starting point]
they may ‘grow’ far-
ther apart or closer
together simply
owing to how com-
putations get pro-
cessed. In some
€ases you can
switch to a higher
precision data representation; in other
cases you may need to completely recode
how the computations are done to pre-
vent the problem.” In other words, dont
quit your day job to develop flight sims if
you struggled with high school algebra.

Preflight Check

Of course, the first step in building a
flight sim is choosing what you're going
to simulate, Recent release trends might
make the more conspiracy-minded think
that a virtual trilateral commission of
flight sim developers gets together and
has discussions along the lines of “Okay,
last year we all did F-22 simulations. This
time let's all do World War Il sims.” But in
fact, the process is a bit more scientific.

| asked Andy Hollis how Jane's chooses
which platform to simulate.

“We look at a number of factors,”
Hollis says. “How well-known is the sub-
ject aircraft? Clearly an F-15 is more well-
known than an F-4, and Longbows are
more well-known worldwide than any
other attack helicopter. In order to appeal
to a broad market of players, we want to
choose high-profile aircraft that everyone
agrees are sexy! Niche aircraft usually
lose out here.” So if you've been waiting
for that F-105 Thunderchief or Brewster
Buffalo sim, it's time to move on.

Next, Hollis says, developers ask how
interesting is the role of the aircraft?
Aircraft that are pure strikers or pure dog-
fighters provide less variety of experience
for the gamer. It's better to have lots of
interesting situations to play out.

"Has the aircraft been involved in (or
will it potentially be involved in) note-
worthy conflicts? For some historical sims,
this is the key question to ask, with the
sim being focused on multiple aircraft in
that conflict,” Hollis adds.

Another consideration when choosing
a subject is how much real information is
A PHANTOM APPEARS This sequence
shows how Origin Skunkwaorks turned
a line drawing into a 3D F-4 Phantom.
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available on the aircraft. Hollis
explains, "For 'study’ sims, we
need to have access to enough
real data on the plane to create
accurate flight models, complete
avionics suites, and interesting
realistic mission profiles. Related
to this is ready access to the air-
craft themselves and the pilots
that fly or flew them. Books and
pictures are great, but seeing and
touching the real thing, and hang-
ing out with the people who work
with them provides a much higher
sense of connection.”

The last thing that Jane's looks
at, Hollis says, is what the other
guys are creating. "What is the
competitive circumstance? This
one is the lowest priority, since we
usually don’t worry too much

DESIGNING FOR
MULTIPLAYER

nce you've flown a
Oflight sim against
other humans, it's

hard to go back to even the
best Al opponents. But
right now, designers must
consider that the vast
majority of flight sim pilots
are flying solo against the
Al. Of the number of pilots
who fly sims multiplayer,
Andy Hollis says, “I'd peg
that as less than 20 per-
cent. Of course, they all
have Internet access and
like to voice their prefer-
ences on the Usenet news-
groups.”

Still, that small percent-
age doesn‘t mean multi-
player is not a concern for
developers. Hollis explains,
“Multiplayer hasn’t been
fully exploited in combat
sims. The potential is huge,
but there are engineering
challenges to be overcome,
especially for the more
realistic and comprehensive
sims. Jane’s Combat.net has
been reasonably successful,
but we have much higger
plans for that.”

about what the competition is
doing, but it's not usually a good
idea to be building a product
based on a concept that has
already been beaten to death—
can you say 'F-227"

Hollis tendls to focus on “study”
sims, which simulate a single air-
craft in great detail. Jane’s other
development group, headed by
Paul Grace, focuses primarily on
“survey” sims, which simulate a
group of aircraft. I think there is
a hit of a difference when you are
building a survey product,” Grace
explains. "We search for the popu-
larity, the romance, the things that
seem fun about flight. We also try
to pick things of personal interest,
hence naval and strategy simula-
tions, or just some concepts that
we might think would work as a
simulation.”

Kit Planes i

Once the topic is chosen, it's
time to dive in and do the
research. How were these planes
flown, and more importantly, how
did these planes fly? Building
accurate flight models for sims is
an amazingly difficult task no
matter what the topic. But when
the planes that you're simulating
were last used in battle more
than 80 years ago, just pinning
down their basic performance can
be quite a challenge.

Jerome Kluth of Dynamix's RED
BARON 3D development team
said the team had to consult a
variety of sources to get a com-
plete set of data on the World
War | planes they were simulat-
ing. " Our initial source was our
staff historian, John Bruning, and
all of the historical literature on
the subject we could find, includ-
ing pilot diaries and autobiogra-
phies, as well as books on indi-
vidual aircraft.”

The team didn't stop after the
trips to the library, though. "To
help put the sometimes colarful
descriptions into a more objec-
tive form, we used contemporary
references, such as leff Ethell's
pilot reports on various replicas,
as well as information from
pilots of flying replicas,” Kluth
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OFF THE SHELF Sometimes developers can use off-the-shelf tools

fo e ey

in creating sims; KPT Bryce is being used to model land areas in
FIGHTER DUEL 2, while aircraft models are built in Lightwave 3D.

said. “Information such as top
speeds and climb rates was
available for most of the planes,
but things such as roll rate, turn
rate, and structural limitations
were mostly available only in a
comparative farm. Period films
and still photographs of aerial
combat gave us some measure of
objective data, and using the
comparisons as a guide, we start-
ed by adjusting the most maneu-
verable plane and proceeded
from there.”

Matt Shaw says the FIGHTER
DUEL 2 team had similar chal-
lenges with some WWII planes,
"Some aircraft are easy to get
flight data on (for example, there
are reams of data on the P-51).
Some are more difficult, and for
some, the flight data doesn't exist
in any form (the Japanese J7W1

Shinden, for example). To get data
for the physical models and flight
models in FIGHTER DUEL 2, we
start by utilizing the vast library
of technical data we've been
accurnulating for the last seven
years. That gives us flight perfor-
mance data as well as aircraft
flight idiosyncrasies. Published
reports on how well a particular
aircraft performs have to be eval-
uated, as they are often subjective
and false recollections years after
the fact. Furthermore, field modifi-
cations to aircraft were quite
common in WWII, sometimes dra-
matically changing the flight char-
acteristics of a particular aircraft
model. The addition of metal
ailerons to the Spitfire is a good
example of this."

Sometimes, Shaw says, you've
just got to hit the road. "We've



made many trips to National Air
and Space Museum Garber facility,
which is local to us, as well as the
Chino Planes of Fame Museum in
California, and museums such as
the Duxford Imperial War Museum
in England.”

Once a flight model is defined,
it's time to put it to the test. And
who better to test the planes’ per-
formance than the pilots who've
flown the real things? Bruce
Williams, the lead project planner
for Microsoft's COMBAT FLIGHT
SIMULATOR, explains some of the
flight testing that went into that
product. "We worked closely with
pilots from the Confederate Air

SURREALITY A view over the wing of a real aircraft compared to the same view

from Sierra’s PRO PiLOT 99,

art of the immersion of a
Pﬂight sim is a convincing

environment to fly in.
Witness JANE'S F-15, where top-
notch flight modeling and sys-
tems simulation are matched with
3Dfx-rendered mountains that
melt like a bad acid trip. Terrain
graphics have gotten dramatically
better since the advent of 3D
cards, but they still don’t come
close to the view out of a real
cockpit. So when will we get truly
photorealistic graphics?

SIMULATIONS e BUILDING THE PERFECT GAME

Force, WWII veterans, and other
experts to test and fine-tune the
flight models for the various air-
craft,” Williams says. "Using the
same process that we developed
for FLIGHT SIMULATOR, we took the
software to the pilots, had them
try it, and then refined the flight
characteristics through an iterative
process based on their feedback.”
With historical aircraft, it's still
possible to find pilots who had
lots of time at the controls of a
plane, but much more difficult to
find pilots who are actually cur-
rent in those aircraft. “Lad Doctor
of the Confederate Air Force was
very helpful in this process. He is

FLY's Richard Harvey says, ‘I
believe it's simply a matter of
hardware catching up. Our 3D
engines, designed and written by
our president, Mark Randel, can
already handle internal color
depths of 40 bits or more. Our
scenery system can handle sub-
1-meter data; and our models can
handle textures of any size. The
biggest problem is: Does the cus-
tomer have a video card that can
handle true color, with a sizeable
texture cache on-board, a z-buffer

would be required to cover the land areas of the earth, and how

I I ere’s a lable showing the numbers of pixels at various widths that

many COs or DVDs you'd need lo store thal dala;

pixel width (meters)

37.500
9.375
2344

586

146
37
9

gigapixels
150,000

CDs
238,085
5.524
14,881 1.042
3.720 260
930 65
233 16
58 4
15 1

DVDs
16,667
4,167

!Nofs One g!gap.‘xcl‘ {5 one billion pixels.}

one of the few people alive who is
relatively current in the Spitfire,
Bf-109, P-47, and P-51. He was
not a WWII pilot, but his being
very current and analytical was a
big benefit for us,” says Mike
Schroeter, flight model designer
for COMBAT FLIGHT SIM.

With modern planes, finding the
information is a bit easier, but it's
no less time-intensive. Jane's Andy
Hollis says that much of the infor-
mation for F-15 and Longbow
came from visits to active bases
and interviews with current pilots,
Civilian sims are perhaps the easi-
est to find a group of enthusiastic,
knowledgeable testers for.

frame large

enough for the

desired resolu-

tion; fast and

flexible storage,
= andenough
RAM and pro-
cessor to have a
hyperdetailed elevation' model and
a city full of rendered buildings?

“Today we have to carefully
offer detail that can scale into
future generations of hardware,
but still be enjoyable for the
installed base that exists,” Harvey
says. “With hardware speeds
accelerating at its current rate,
you'll see steady increases in
detail level, many times with min-
imal software modification.”

But even if you have the hard-
ware to display this detail, the
other problem is the sheer
amount of storage needed to
store photorealistic imagery of
large ‘areas. PRO PILOT's Adam
Szofran thinks it will be some
time before photorealistic imagery
is' possible. “We need faster
machines, more storage, and bet-
ter compression technology first.
Imagine that our goal was to
cover the whole world in photo-
realistic detail. There are about
150 million square kilometers of
land on the surface of the earth,
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Richard Harvey, the project
leader for Terminal Reality's FLY!,
says that most of the data for air-
craft performance in that sim
comes from the aircraft manufac-
turers and pilot training compa-
nies, but that the developers look
to actual pilots for much of the
testing. "Of course, one of the
best ways to check the data is by
having your sim looked at by
someone who has actually flown
the plane itself. We've been care-
ful to build our initial beta team
from a core of real pilots, each
with thousands of flight hours in
everything from single-prop planes
to military and commercial jets.

Szofran,
PRO PILOT]
re !

oto

rea hstlc
ﬁrra in)
appens

To cover the land area of the
earth with photorealistic textures
whose pixels are one meter wide
would require about 150 tera-
pixels (that's 150,000 gigapixels
or 150 trillion pixels!). If you
reduced the resolution of the tex-
tures to make them fit on a single
9GB DVD disc, your pixels would

be about 128 meters wide, which
wouldn't look very realistic.”
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BUILDING THE PERFECT GAME ¢ SIMULATIONS

[Andy Hollis, JANE'S A-10 WARTHOG]

We are using these testers to veri-
fy the performance, feel, and accu-
racy of not only our flight models,
but aircraft systems as well.”
Another consideration when
developing flight models is that
experienced flight-sim players may
have different expectations than
real pilots. Harvey says, "We'll be
adding sim-heavy testers later in
our cycle to give us feedback on

the ‘feel’ from a sim enthusiasts
standpoint, but we want to ensure
the simulation is sound and solid
before then."

Pilot Training

Once the planes are in place,
you need someone to fly them,
Unless you're getting in IFR prac-
tice for a real pilot's license, flying
around alone isn’t going to be
much fun. So it's up to the flight
sim developers to create convinc-
ing Al pilots to take the controls of
enemy and allied aircraft.

“ Itruly

believe that
highly realistic

SIMS are

__the most
difficult of all

I -

Mike McGrath, of the RED
BARON 3D development team,
says, “The Al is a fair part of the
"'magic’ of a simulation like RB3D.
It completes the immersion of the
simulation by adding other active
parties into the single-player
game—so along with the sensory
stimulation, like the visuals and
sounds, it lets your imagination
run away a little with the idea of

existing in the game's universe—
making it a more compelling and
interesting place to spend time.

“For an Al pilot," McGrath con-
tinues, "a great deal of effort must
he put into making the Al ‘believe-
able," in the immersive sense. In
addition to being an effective
combatant, it has to make mis-
takes, and it has to be vulnerable.
It doesn't have a joystick, or a
throttle, but it must behave as
though it does.”

Jeremy Stone talks about the
elements of COMBAT FLIGHT SiM's
Al that were designed to make it
feel "human" and alive. "Al pilots
actually operate their controls, and
the aircraft is run through a full
physics simulation based on the
control positions the Al pilots
choose. This is a hard problem and
very few products do it. The bene-
fit is very realistic aircraft behav-
ior. You'll also see humanlike
hehavior, such as minor course
corrections to stay on course and
drifting in formation.

"Al pilots have a realistic sight-
ing model," Stone adds. “There's a
definite advantage to trying to
sneak up on an opponent, particu-
larly in the heat of combat. Factors
such as target fixation are also
modeled—you'll have an easier
time shooting someone down if

INSTANT CANYON For PRO
PILOT, the Sierra team created
an elevation mesh of the entire
United States. The number of
polygons in just this small area
gives you an idea how much
data is required.

he is hot on the tail of his own
target and distracted. The Al pilots
also have a sophisticated target
selection model, which leads to
effects such as great-looking fur-
balls and bomber attack or escort
missions.”

Mission Critical

There are dozens of other fac-
tors that go into creating a flight
simulation: building a graphics
engine, mission creations, inter-
face design, and so on. Missions
are a critical aspect: Should they
be scripted, branching, or part of a
computer-generated dynamic cam-
paign? The COMBAT FLIGHT SIM
team chose scripted missions
because they wanted to re-create
historical missions, while the RED
BARON 3D team wanted to re-
create an unpredictable, dynamic
war. Look for details on mission
design in my column in next
month's CGW.

One thing that hecame evident
during the course of researching
this article is that it would be hard
to cover the development of a
flight sim in great detail in 200
pages, much less the limited space
of this feature. So look forward to
coverage of other parts of the
development process in upcoming
issues of CGW.

Denny Atkin has been writing
about computer games for 12
years, and yet he's significantly
younger than Johnny Wilson.
He’s currently fighting the Battle
of Britian in COMBAT FLIGHT

SIMULATOR.

3D REBUILD The long development curve of RED BARON Il saw 3D cards rise in prominence before
the sim’s release. Adding 3D support isn't as easy as some would think—Dynamix spent nearly a
year updating the sim to RED BARON 3D.
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_ "The simple_truth
is that obsessions
just aren’t funny,
and that obsessives
don't laugh.

—Author Nick Homby, from
the book Fever Pitch, explaining why, as a
hay, he had no sense of humor about his
soccer fanaticism.

hat makes some-
one a great sports
game developer?
A knowledge
and love of sports,
of course. A savvy
brain for computer game design.
And, maybe most important of all,
a serious case of masochism. Why?
Because of all the computer game
genres, with the possible exception
of simulations, sports puls you in
the unenviable position of trying to
please the world's toughest cus-
tomer: the know-it-all sports fan.

You think we're kidding? Spend
a morning listening to sports talk
radio. Call up and proclaim, “Brett
Favre is an overrated sissy in a
weak division." See what kind of
response you get. Sports, like poli-
tics and religion, engenders a gut-
level, intractable set of emotions,
opinions, biases, and thearies in
those who care—and woe be to
the person who messes with some-
one else’s sports reality.

So imagine being a game
developer. It's your job to create
an illusion of sports reality—say, a
football game—far hundreds of
thousands of football fans {and
gaming journalists), all of whom
think they understand the game
better than you do. You want your
game to be as realistic as possible,
but you also want it to be fun. You
want it to be the most compre-
hensive, definitive game ever on
the sport—but your company has
given you less than a year in
which to make it.

No wonder that the great major-
ity of sports games get mediocre-
to-bad reviews. No wonder that, if
you judge by Usenet posts, there's
never been a truly great sports
game ever. No wonder that compa-
ny after company thinks it's getting
into the sports gaming business,

Developing a Sports Game
Takes Brains, Passion—and a
Healthy Dose of Masochism

[by Jeff Green]

only to give up some time before
or after its first product is released.
Even Microsoft, with all its
resources, is having trouble getting
sports games developed right now.
How do sports developers cope
with it all? We caught up with

COMPUTER GAMING WORLD =« JANUARY 1933

some of the biggest names in
sports gaming, including the folks
behind MADDEN, NASCAR RACING,
and JACK NICKLAUS, to share with
us the joys and headaches of their
jobs, and spill some of the secrets
of game design.

A Never-Ending
Design Process

"It's déja vu all
over again.

—Yogi Berra

Designing any computer game is
hard work, but sports developers
have a unique set of problems. For
the most part, sports games aren’t
one-time products, but yearly ones
that are constantly in development,
and constantly being shoved out
the door to correspond with real-
life sporting seasons. Unlike a
game like PREY, for example, the
makers of foothall, basehall, bas-
ketball, and hockey games have
just one year to design, produce,
and hone their product. They can't
just finish it “when it's done.”

For Ric Neil, producer of EA
Sports’ MADDEN 99, the process is
thus simultaneously fast and
never-ending. "We never stop
working on the game,” says Neil.
"In reality, as soon as we finish
the current game we start working
on next year's version. Because
we have to get the product done
every year, we do not have the
luxury of starting from scratch.”

Think of the process, then, as
less like a straight line and more
like a circle—perhaps even a race
track—with the game constantly
spinning around, trying to stay
ahead of its competitors, checking
in regularly into the pit for updates,
technological improvements, bug
fixes, and, in some cases, wholesale
rewrites.

Mike Branham, director of Sierra
Sports NFL FOOTBALL PRO 99,
describes the process this way:
“We start each version with the
previous product’s design spec as
an alpha spec. Then input for
changes and new features get
kicked around and tossed in. Then
we do a time analysis on the new
spec with the changes and new
features. Some get killed, but for
the rest, we staff the project and
get to work.”

Working on an existing product
can be seen as both an advantage
(especially if the game is already a
good one) and a disadvantage,
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Cambridge SoundWorks” PCWorks™ FourPointSurround" features:

> Four compact satellite speakers and a powered subwoofer > Rear surround speakers
can be placed anywhere with the included tripod stands and wall mounting accessories
> In-line master volume control for all four satellite speakers and subwoofer > Delivers
discrete 4-channel surround audio with Microsoft® DirectSound®3D and Creative's
Environmental Audio eXtensions™ games

VAVVAV.YEN o

v.soundblaster.com/experience
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ge of the universe.

Buckle up and brace yourself for the visual ride of your life! 3D Blaster”

6 ¢ € ¢ /
Banshee explodes with rocket-fast 2D performance, startling 3D frame rates, o A S A g i o
and break-neck video acceleration with an absolutely out-of-this-world price. davaeded:r
lts screaming speed comes from the 128-bit f ’ ! ) ¢ : ¢ ) CR : f ) g
3Dfx Voodoo Banshee™ processor, which offers s & & d e E
Voodoo2"-like performance. A full 16MB of B DR
100MHz synchronous memory and a 250MHz PR EEE SIS

RAMDAC gives you ultra-high resolution and
T =—~z==-  millions of colors. With DirectX®, Glide® and TNE YN AN DDDD
3Dfx OpenGL® drivers, tuned for compatibility with the widest range of NN EEXYFIDDD
applications and games, this affordable, easy-to-install graphics acceleratorisa  (  (“After mercilessly ﬁoufmfg dm {
must for every PC. It's a gamer’s dream come true, that doesn't break the bank! ( 3(D mﬂsrﬂc Ihlfﬂlggfl .GAMER

i -l Lise.. : :fs Pt““fs’ we gan EDITORS [
Graphics Blaster® RIVATNT delivers blood-curdling performance. It's packed ¢ (happily andhear t;ﬂfy{ A

with workstation power whether you're a hard-core gamer or a hot-shot 3D ( tecodmmedd &€ ( .CHI]I[:E (

(TPt 1%

& 6 CREET PR LR,

designer. An ultra-wide, 128-bit memory
architecture and 16MB of high-performance
125MHz synchronous memory supported by
a TwiN-Texel, 32-bit color 2D/3D engine that
has all the toys: bump mapping, multiple

texturing, and even full-screen anti-aliasing.
When you need to work with incredible precision and play games with liquid-
smooth speed, Graphics Blaster” RIVA TNT is what you've been waiting for.

3D Blaster” Banshee features:

> Complete 2D/3D graphics solution based on the new Voodoo Banshee™ chipset
from 3Dfx Interactive® > Features a full 128-bit graphics engifie and Voodoo2" 3D
rendering technology > 16MB of SDRAM and 250MHz DAC deliver awe-inspiring
resolutions, rock-solid refresh rates, and stunning visual quality > Boosts your PC's
performance and provides compatibility with the widest range of applications and
games in a single, cost effective upgrade

Graphics Blaster” RIVA TNT features:
> World-class 2D/3D, and video acceleration using the RIVATNT processor from nVIDIA®

> Ultra-wide, high speed 128-bit memory architecture and TwiN-Texel 3D pipeline deliver (& ‘",.,'_‘_ ‘i ,;,l,‘"_J .9
mind-numbing speed in virtually any application > 16MB 125MHz synchronous memory (| &, A etkew g f\; L
and a powerful 250MHz DAC provide incredibly high resolutions and refresh rates for RRE N o K A

brilliant, vivid images > Perfect platform for the power-user, gamer or graphic designer * Our graphics‘line-up'utilizes ﬂle\hottest -

‘chipsets available!"- . -
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A heart-pounding cinematic experience is no longer restricted to the

big screen! Building on the award-winning success of Creative's PC-DVD"
products, PC-DVD"™ Encore 5X brings the
digital difference right to your home —
complete with Dxr"2 enhanced resolution
capabilities and Dolby® Digital audio for stunning
picture and sound that will absolutely knock
you off your feet! Then again, movie playback
is just the beginning. PC-DVD" also runs all

your cool CD’s. And it can access up to |7
gigabytes of information on a DVD-ROM. That's 25 times more than a CD-ROM!

To ensure the ultimate live experience, simply add Cambridge SoundWorks®
DeskTop Theater™ 5.1 speaker system.

BRI1IDGE,
Now you can experience truly explosive Q}

movie theater Dolby® Digital surround
sound with five independent speakers

SOUNDWORKS

L mmm(m

and a subwoofer without the high cost !il I
of a Dolby® Digital receiver. And like £
any great film, words hardly do justice [N
to the PC-DVD"™ Encore 5X and the
DeskTop Theater™ 5.1 speaker system.

PC-DVD" Encore 5x features:

> DVD player for your TV - The Dxr"2 board comes with high-quality S-video
and composite outputs to connect to your TV > DVD player for your PC - a
high-definition, resolution-enhanced DVD player on your PC monitor in a fully
resizable window > 3rd Generation DVD-ROM drive screaming at 5x DVD speed
> Dxr"2, DynamicXtended Resolution™ Technology, movie picture enhancer is
comparable or better than some expensive line-doublers

DeskTop Theater” 5.1

Cambridge SoundWorks” DeskTop Theater™ 5./ features:

> Delivers movie theater sound with Dolby® Digital 5.1 and Dolby Surround® audio
with PC-DVD"™ or consumer DVD players > Dolby® Digital decoder amplifier with
five discrete compact satellite speakers and subwoofer. No separate receiver required
> Creative Multi Speaker Surround™ upmixes stereo to 5.1-channel surround audio
> With Sound Blaster® Live!™, it delivers discrete 4-channel surround audio with
Microsoft” DirectSound™3D and supported Environmental Audio eXtensions™ games

www.soundblaster.com/experience/
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Me changing the way you think about your gear. We call it the Live! experience. It’s a totally different
way to interact with your PC. It’s a totally different way to stimulate your senses. You'll be able to transform

your ordinary PC into an extraordinary play center at an incredibly affordable price! Head on down to g
your local dealer and bring your PC to life TODAY! oo
v &8 & Y
S E 2 E
- o o o
Product Price = U 3 =
> Sound Blaster” Live!” $199* L AN B
> Sound Blaster” Live!” Value $997 L AR
> Sound Blaster” PCI128 $69” o i
GRAPHICS )
g > 3D Blaster” Banshee (AGP & PCl) $99" * ¢|0|o
. "-.."-JJ.:HE
= B o > Graphic Blaster” Riva TNT (AGP & PCl) |  $169” e o
Janshee |
’,_" e > 3D Blaster”Voodoo2 I12MB Call Now! 4
> PC-DVD" Encore 5x $249% ( B BN
> PC-DVD" Encore Dxr"2 $1997 * " BN R
> DeskTop Theater” 5.1 $299" ®|®
> PCWorks" FourPointSurround™ $99” ®
> SoundWorlks® $99 ¥ 4
> PCWorks"™ $497 wik @ Py

CREATIVE

WWW.SOUNDBLASTER.COM

* after $30 mall-in rebate  ** after $50 mail-in rebate

1998 Creative Technology Ltd. All other brands or product names listed are

*++ after $20 mail-in rebate

‘@ = best suited
@) = good choice

ks and are property o
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Inc. All rights
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SPORTS ¢ BUILDING THE PERFECT GAME
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AH, THAT'S MORE LIKE IT A work-in-
progress shot from FIFA 99, showing
players’ heads tilting up to watch a ball in

GETTING THERE Anoﬂ'ler test-bed shot
from FIFA 99, this one actually showing
some rendered players and a ball.

UNDER THE HOOD No, it's not a shot of
FIFA 82. Just a "test-bed” shot from the
designers of FIFA 99. Before that game

you're playing gets all gussied up, it looks

something like this underneath.

because, given the time constraints,
you're largely stuck with what you
have. The good thing, of course, is
that it gives you a base from which
to start, and it allows you to keep
refining your vision.

Mike Franco, the executive pro-
ducer of JACK NICKLAUS; GOLDEN

BEAR CHALLENGE (formerly pub-
lished by Accolade, now by
Activision), puts it like this:
"Whenever you finish a game,
there is always an 'I-wish-we-had-
time-to-put-X-in' lament. With a
franchise like JACK NICKLAUS GOLF,

those items are always the first to
go into the design for the next
product. Since we have a version
out there that computer golfers
are playing, we listen to what they
like and what they wish they had.”
Most designers seemed to
agree, however, that no matter

e learmed
ard way that a

dMe must,be

esl

developed with

‘multip

ned

and

layer

in mind **

[Vance Cook. PGA CHAMPIONSHIP GOLF]

how tight the schedule, it's crucial
to always keep a fresh perspeclive,
“It is important to start with a
blank page,” said Marc Aubanel,
producer of EA Sports' FIFA 99,
“because you carry the baggage of

flight.

a year's worth of development, We
start [each year] by taking a fresh
look at the gaming market in gen-
eral to look for trends and design
improvements in other genres.”

Franco agreed. "| actually think
the attitude toward a sequel is
between refining and starting from
scratch, We can't ignore existing
users, so we don't start from
scratch, However, simply refining
last year's product will never do in
a highly competitive environment
like computer golf."

But no matter how lofty your
goals, there is the grim reality of
the ticking clock, and the fact that
missing a few weeks off the
schedule probably means that
your game will never ship. This is
why the game the consumer ends
up with usually isn't quite as
ambitious, and doesn't have quite
as many features, as the product
first described in those glowing
sneak previews written six months
before the game's completion.

"There are a lot of people in the
process,” said Sierra's Branham.
“Development, art, marketing, PR,

and management. Various items in
the ‘wish list" are more or less
important to different groups, and
a lot of culling and adding happen
when these groups get together. In
the end, the time and schedule
analysis will lock the feature set.”

Ric Neil at EA perhaps put it
best: “The programmers and artists
get frustrated with us because we
always want more in the game
than they can do in a single year.
The wish list is a constantly chang-
ing document and it grows as
every version ships.”

The Big Dilemma:
Realism Versus Gameplay

y initial
Eestpons was to sue
efamation
o character, but

F] (ﬂ'l | reahzed that |
ad no character.”

—Charles Barkley

A 350-pound lineman running like
the wind for 80 yards. Greg
Ostertag doing a 360-degree

BODY IN MOTION Rendering human motion accurately and believably is one of the toughest jobs of the sports game designer. Here's a
shot from Sierra Sports’ PGA CHAMPIONSHIP GOLF, as the team works on the motion of a female golfer.
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GLUG GLUG Converting TROPHY BASS to a 3D engine has proved to

BUILDING THE PERFECT GAME ¢ SPORTS

be a tough task for Sierra Sports’ fishing group.

reverse jam through 4 defenders.
Orel Hershiser launching a grand
slam off Greg Maddux. Anyone
who's ever played any sports game
has experienced a moment, if not a
million moments, of total disbelief.
As you read this, there's a sports
gamer out there right now pound-
ing on his keyboard, screaming,
“Yeah, right!"

The most crucial design decision
in any sports game is just how
realistic to make the game. The big
rub—the one that often trips up
developers—is that the more real-
istic you say your game is and the
more real-life rules you say you're
going to incorporate, the harder
the fans are gonna treat your game
if it doesn't feel realistic (remember
Accolade’s disastrous LEGENDS
FOOTBALL?). If you opt for greater
fantasy, as did NFL BLITZ or an
arcade racer like NEED FOR SPEED,
gamers will cut you much more
slack, but you risk turning off the
more “serious” fans of the sport.

Somewhere between a hard-
core simulation and a pure arcade
game is where most sports devel-
opers try to place their products
these days. But finding that bal-
ance is a very tricky business.

"This is the hardest part of the
job,” said FIFA's Aubanel. “We are
constantly weighing gameplay con-
siderations against realism. We
have always biased FIFA playability
over realism. In fact, if you look at
most sports games, the scores are

unrealistically high and the physics
models are all accelerated.”

Most sports game producers
tend to agree with Aubanel that
there can actually be such a thing
as “too much realism.” As Steve
Letsom, director of Sierra Sports’
fishing games put it, “Imagine
yourself sitting at the computer
for hours on end, not being able
to catch a fish. That is like the real
world, and it sucks! | try to make
the user have fun, but be chal-
lenging at the same time. It's defi-
nitely a hard line to straddle.”

Straddling that line is where
most designers expend the bulk of
their conceptual energy—trying to
figure out where lo implement a
sport's rules to the letter, and

where Lo cul comners in order to
improve gameplay.

“Too much realism can cause
some problems,” said MADDEN's
Neil. “For example, in the NFL,
there are usually about one-and-a-
half to three minutes in between
plays as the players get back to the
huddle, and back to action; it
would be kinda boring if we put
that in the game. We try to keep
the fun factor as high as possible
without losing too much realism.
That is one of the things that
makes MADDEN, MADDEN.”

Vance Cook, the designer of
Sierra Sports’ PGA CHAMPIONSHIP
GOLF 1999 EDITION, concurs: |
think there is such a point as 'too
much realism,’ but it is a long ways
down the line. Customers tend to
look for a product that mimics real-
ity. | think you take it too far when
you simulate all the bad, but realis-
tic, elements of a game, In golf, it
would be a mistake to make you
go find your ball."

Again, however, the problem is
that what one sports fan thinks is
important may not be what anoth-
er fan thinks—and this is what
leads to the smashed keyboards,
bad reviews, and harsh Usenet
posts. It's especially true of the
more hard-core sports games, As
Dave Matson, director of Papyrus’
NASCAR RACING 1999 EDITION
puts it: “For our fan base, realism is
gameplay to a very large extent.
Any time the gameplay on the

SIMON SAYS PUT YOUR HANDS DOWN You might not actually
stand this way while playing golf, but game designers need to
study every aspect of their characters’ physical structure and
movement, as this shot from Activision’s JACK NICKLAUS: GOLDEN
BEAR CHALLENGE shows.

COMPUTER CAMING WORLD * JANUARY 1999

DREAM
PRODUGTS

We asked each designer we
interviewed to describe to us
the "dream” version of their
produuct. Here are some of the
responses,

NASCAR RAGING

“Localized track condi-
tions and grip levels down
do the centimeter (or finer)
that are constantly changing
due to rubber buildup and
weather changes, and a full
field of 43 cars running a
dynamic Al based on the
same complex physics
model as the player.”

[Dave Matson, Prodluct Directar]

MADDEN NFL

"How about polygonal
collision modeling (elimi-
nate motion capture) so
every tackle and hit is dif-
ferent, or maybe a 3D-
glasses version, so when
you look left and right you
see what a player would
see. Or maybe an impact
suit, so when you get hit
hard, you feel it!

[Ric Neil, Producer]

FIFA

“In a perfect world our
gameplay logic would have
22 individual players ‘think-
ing’ strategically, and we
would have generated
motion. This way we could
control all aspects of the
movement of a player in
a seamless animated envi-
ronment.”

[Marc Aubanel, Producer]

TROPHY BASS

“ldeally, TROPHY BASS
would have the lake exactly
so that when you went to
the real lake, you'd recog-
nize it. We'd also like it to
have force-feedback fishing
poles for every player.”

[Steve Letsam, Producer]
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Set new speed records and rack up
S kill counts on the 12 fastest tracks on
“\ Earth and beyond.

Take y:mr p!ck I’mm 12 combat racing
/| machines tooled up and ready for mayhem!

Go high wmr Jumps and smn!s at
60 plus 3D-accelerated frames per

second, and land hard with force feed-
back-enhanced collisions and combat!

[ Race fully loaded for combat with
o

ver 10 futuristic weapons and shields.

www melbournehouse.com/dethkarz

Exclusively Distributed by GT Interactive
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CUT NO CORNERS Sports game designers are constantly trying to find the right balance between
realism and gameplay. The folks at Papyrus Design Group lean heavily on the side of realism in
games like GRAND PRIX LEGENDS, shown here.

screen seems different than what
they see on TV, users complain.”

The answer, then, is to match
the game's scope to the targeted
demographic. Go ahead and let the
cars bounce off the walls in NEED
FOR SPEED, but cut corners on
NASCAR and prepare for an
avalanche of flames. Matson again:
“By and large, the difficulty and
depth of the game is what gives it
tremendous legs. You'd be amazed
at how many NASCAR sim fanatics
will only race at full 100 percent
distances, which can be over four
hours long, without a break. But,
hey, that's what the real guys do
every week."

And for many sports gamers,
being the "real guy” is the only
acceptable way to play—regard-
less of the sport.

Perfecting the Product

Par is Whatever |
it is. I've got one
de that" s a par 23
yesterd a I
amn near, |rd|ed
the sucker.”

—Willie Nelson

Once the developers have their fea-
ture set down and have decided on
the proper focus, they have to
make the game, again with a host
of constraints conspiring against
them, especially the deadline.

This is where good, existing
products have the advantage. Marc
Aubanel says the pracess of pro-
ducing FIFA is much more stream-
lined now, with a few seasons
under the design team’s belt. "We

have approached the development
of the game with a more sophisti-
cated philosophy. We are getting
much better at reusing code that
should be reused. We leverage off
a lot of common code that works
on all three platforms [PC, N64,
and PlayStation]. This allows the
more than 70 people on FIFA to
focus and really become specialists
in their areas of responsibility.”
When a product makes a big
technological leap—like the big
switch from 2D to 3D that most
sports games have gone through
the past couple years—the pro-
cess can bog down, as Sierra
Sports' fishing group is discover-
ing this year. "TROPHY BASS 3D
and TROPHY MARLIN are longer
projects,” said Steve Letsom,
“because they are 3D and

THE PERFECT GAME

because the technology issues are
still very fragile and very new to
the fishing group. When we tweak
the engines, sometimes we break
things, and then we have to find
out what happened. It's a much
slower process.”

Licensing can be another thing
that bogs down the process.
Gamers are increasingly dissatis-
fied with a sports game that does
not include real player names, real
team logos, real schedules, and so
on. This licensing costs a lot of
money, and it also means that you
have to play by the licensee's
rules. Sports developers thus don't
just have their bosses and the fans
breathing down their necks; they
have a large governing body, like
the NFL or Major League Baseball,
hovering over their work and
making sure that they're getting
everything right.

“The NFL approves every version
of the game as we finish them,"
said Ric Neil. “They could deny us
approval if they want to.”

Licensees vary in their degree of
involvement, according to Mike
Branham at Sierra. “Some want to
be there from start to finish, with
approval and veto all along the
way. Others care only that the
licensed logo information is cor-
rectly displayed. The rest are some-
where in between.”

Multiplayer considerations, once
an afterthought, are now part of
the process from Day 1 with every

ANATOMY OF A QUARTERBACK Green Bay Packers quarterback Brett Favre goes through quite a transformation as the artists on
Sierra’s FOOTBALL PRO 99 piece him together.
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Four real world-class golf
courses have been stunningly
and accurately recreated for
desktop play! Along with
Pennsylvania's Latrobe
Country Club (now in
beautiful fall foliage),
Links LS ‘99 features the
birthplace of golf itself—
St Andrews Links Old

.......

New Courses!

(Clockwise from top) Entrada at Snow Course of Bo[my, chtland!
Canyon, St Andrews Links Old Course, : - S ; Also Arnold Palmer's Bay Hill Club
Latrobe Country Club, and Arnold Palmer's ;i Su_— : =2 e - & Lodge in Orlando, FL, and the

Bay Hill Club and Lodge. iy TR gorgeous red cliffs of Entrada at
Snow Canyon in Southern Utah.
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Reb
%itgcw Where Technology
Meets Tradition

Just send in this coupon with your original receipt for Links
LS '99 along with your name, full address and phone number.

CGW ¢

Send to: Access Software Inc.
4750 Wiley Post Way, Bldg. 1 Suite 200

Salt Lake City, Utah 84116 LA®
- ways to
One coupon per customer. OHer not valid with any other H |
promaotion. Good onlﬁ on FULL version of Links LS 1999 Edilion. sw"|g lt'
Allow 6-8 weeks for delivery. Expires Jan. 31, 1999 .
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CGW

Rebate From
SEACCESS

FOFIWARE INCORPORATED

Just send in this coupon with your original receipt for Links
LS '99 along with your name, full address and phone number.

Send to: Access Software Inc.
4750 Wiley Post Way, Bldg. 1 Suite 200
Salt Lake City, Utah 84116

One coupon per customer. Offer not valid with any other
promation. Good only on FULL version of Links LS 1999 Edition.
Allow 8-8 weeks for delivery. Expires Jan. 31, 1989

Internet play is now more exciting than ever
with new “Internet Spectators” and Real-  Two New Swing Options—
Time Voice Chat. Friends (or opponents) can ~ PowerStroke mouse swing and 3-Click mouse
watch you in action from across the internet swing options energize game play with new challenges
and contribute real-time advice or criticism. in addition to our original 2-click mouse swing.



Features!
New Tournament

Environment immerses
you in a tournament atmosphere
with galleries of thousands to cheer your
every every shot! Realistic details include crowds
of people with noises, press cameramen,
media vehicles, officials,
ropes,
grandstands,
leaderboards,
and camera
towers!

“Links LS....the greatest PC golf
experience possible. Why pick this one? For the avid golfer
in the family, Links LS will be an instant and unkickable

e addiction. " —PC Games
Y

New Links LS 1999 has
Here are a few: A new MOde Of

« St Andrews Links Old Course, Bay Hill Club & Lodge, : Play (MOP) Game

Latrobe C.C. and Entrada at Snow Canyon ' Desigl‘ler! Gives you the ability
* Now with 3 swing options to create your own games and swap them
* NEW Tournament Mode—play in front of live galleries . with your friends! Unlimited possibilities
* NEW 3D objects for more realistic play as you make up your own games! We've
* NEW real-time voice chat over the Internet even included over 30 new MOPs
* NEW mode of play (MOP) game designer ; to get you started in taking your game
« NEW specialty shots | ._ gz cnjoymenttoa higher level!
« NEW caddy book ' '

Links LS 1999 is compatible with over
25 expansion courses (sold seperately)
from Access Software

J StAndrews

ENTHADA 45 e e

Actual Screen Caplure

Is It Real Or Is i Links LS '99?
Compare the difference between
the screen capture and the actual
photo taken at the Bay Hill Club
and Lodge.
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YOUR WIRES ARE SHOWING I you don't get all the details right,
the sports fanatic will know. Even the stadiums themselves must
be accurately rendered. Here's a work-in-progress shot from

Sierra’s FOOTBALL PRO 99.

person we talked with—because
they have to be. Those who decide
to add it later usually pay a price.
"In products I've been involved
with in the past, multiplayer has
sometimes been added in after the
product is pretty much done,” said
Mike Branham. "We all learn from
our mistakes. The multiplayer
option is now something that is
designed in from the very start.”
Vance Cook agrees, "We
learned the hard way that a game
must be designed and developed
with multiplayer in mind,” Cook
said. "FPS: GOLF added multiplayer
capabilities much later in the
development pracess. It was more

work and less stable than PGA
CHAMPIONSHIP GOLF." The end
result of working with multiplayer
issues from the beginning, accord-
ing to Cook, is that “the develop-
ment is easier, the product is bet-
ter, and it is more stahle.”

Still, it's hard not to get the feel-
ing that, given everything else they
have to deal with, some developers
wish that multiplayer would just go
away. "Multiplayer games over the
Internet are dicey at best," said
Steve Letsom. “This has been the
largest problem for me over the
last few years. You have to design
a very fault-tolerant game, and be
able to recover from all sorts of

a FOB our
ase,

realism

js 9ameplay
to a very

large

extent. »»

[Dave Matson, NASCAR RACING 1999 EDITION]
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issues. Each game has been
improved, but we've got a long
way to go.”

Getting It Out the Door

"If you aren't fired
with ent us]!asm

you will be fired
with enthusiasm.”
—Vince Lombardi

You read all the previews. You
waited and waited. You plunked
down your money. You took the
game home—and within five min-
utes you found two horrendous
bugs. What's up with this? Did they
even look at the game before they
shipped it?

The answer, of course, is yes—
but as with everything else in
sports game development, the pro-
cess is fast and frenetic, and not
100 percent guaranteed. Different
companies start testing their
games at different times, but every-
one we talked to agreed that QA
(quality assurance) was critical to
their game’s ultimate success,

On FIFA, Aubanel said “we have
a test group of more than 30
testers. We test it from Day 1
when we start the design process.
QA takes a critical role throughout
development. We take beta
testers’ comments very seriously.”
TROPHY BASS had “around 100
beta testers,” according to Steve
Letsom, to make sure the game
works properly, but “the real rea-
son | like it is to verify it runs on
many different configurations.”

It all sounds great, but the harsh
reality is, it's an imperfect process.

"As we get close to final," said
Ric Neil, “a fix might break some-
thing that has been fine for a long
time, and since we are short on
time it is hard to test every facet of
the game.”

Mare Aubanel, the producer of
FIFA, has a more brutally fatalistic
response: “The demands put on
the development community to
make games that do things on the
platform that were never thought
possible cause a lot of engineering
difficulties. Since this is not the
control mechanism of a plane, no

lives are at stake—so we are
allowed a certain amount of free-
dom. On FIFA, we never feel that
we have shipped with bugs that
were serious and would impede
anyone's enjoyment of the game.”

Nevertheless, designers hate,
just as you do, when their games
ship with bugs, and everyone con-
cemed agreed that serious bugs
must be addressed with a patch on
the Internet now. Any bugs deemed
less important can always be fixed
in next year's version—a process
that, as you know, begins as soon
as the previous version goes out
the door.

End Game

“It's just a job.
rass grows, birds
fly, waves ound the

sand. | ]LIS
people up

—Muhammad Ali

Endurance, strength, conviction,
and a will to succeed against
impossible odds. These are the
qualities found in the best athletes,
and they're also the ones that dis-
tinguish the best sports game
designers. Every force is conspired
against them: their employers, their
budgets, their deadlines, their fans'
high expectations.

This is not to say that you
should feel guilty. This is not to say
that you have no right to complain
if that football game you just
hought is an unplayable piece of
crud. Go ahead and complain. Go
ahead and complain even if the
game is great. That's what being a
sports fan is all about. We all have
our opinions, and we all think
we're right. Those spending their
professional lives showing us their
versions of the sports we love,
well—they might just be the
biggest, loudest, craziest fans of
them all.

Jeff Green, pathetically, is a
Golden State Warriors fan. When
he’s not crying about that, he can
be found playing NEED FOR SPEED
I, MIGHT AND MAGIC VI, and AGE
OF EMPIRES.
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t the recent Milia

Conference in France,

game design legends

Peter Molyneaux and

Sid Meier—in

between bouts of
sampling French wine and cuisine
for research purposes—each
spoke at one of those you-had-to-
be-somebody-to-get-standing-
room-only-tickets keynotes.
Molyneaux began the festivities
by going on at length about the
trials and tribulations of crafting a
piece of interactive entertainment,
complete with lots of suffering for
your art and giving up years of
your life. When it was Meier's turn
to speak, he looked up and down
the row of dignitaries and

always the same: Is it turn-based or
real-time? This black-and-white
view totally ignores the fact that
there are multiple shades of each.
For instance, FANTASY GENERAL,
HEROES OF MIGHT AND MAGIC I,

‘| love the turn-
based tabletop

HARP

is
a much hetter
reat-time

game on the
computer than it
ever could have

beenas , .
turn-based.

[Carl Norman, currently
producing HARPOON 4]
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remarked, "I don't know what
business Peter's in, but I'm
perfectly happy to be designing
games for a living. It's a pretty
good life, and after you reach a
certain point they feed you
pretty well."

The irony, of course, is that both
men are right. When you consider
the number of strategy/war games
released each year—more in 1998
than the total number of games, of
all genres, released in 1993—you
have to go the extra mile, or
parsec, or real-time micrometer, to
have a chance at a hit. And gaming
legends are not excepted.

The Best of Both Worlds = /=7 @
When a strategy game comes ACIVILIZATION'S ¢ SI’d

out, the first question asked is
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STRATEGIG
MANEUVERS

Making a Strategy/War Game
That Isn't a CivClone & Conquer

[by Terry Coleman]

and WARLORDS Il are all, in a tech-
nical sense, turn-based fantasy
strategy games (and each was
rated five stars by CGW). Yet these
three games play quite differently
from each other; they require you
to master a variety of tactics to
succeed, and they offer much more
replayability than most of the real-
time strategy clones released in the
past 18 months.

On the flip side, the best of the
real-time strategy games have
pushed the envelope further in
terms of multiplay (the online and
network gaming explosion gener-
ated by COMMAND & CONQUER
and WARCRAFT) and technical

innovation (MYTH and TOTAL
ANNIHILATION's use of 3D terrain).

According to Greg Borrud,
director of Pandemic Studios and
designer of DARK REIGN I, the dif-
ference is all in how you design a
game: "Our goals are always to
make a game that you can pick
up and play, and DARK REIGN Il
will be relatively simple to under-
stand. As you play a game more
and more, we want to you
uncover the layers of complexity
that present themselves as you
become a better player.”

Rick Martinez, who has
designed turn-based strategy/war
games—PANZER GENERAL II,
among others—and real-time
combat simulations (PANZER
COMMANDER), thinks the whole
turn-based versus real-time game
debate is blown out of proportion.

“There are situations in which
realtime works well—for instance,
if you're trying to simulate WWII
squacl-level combat—but you
could make an argument that
games such as X-COM or CHAOS
GATE do just as good a job. What's
important is that your design
approach has the proper feel—

a living. It's
apretty good
life.”



historical, sci-fi, or whatever—for
re-creating the atmosphere you're
striving for, and that you don't get
distracted from that focus."

Even Meier has struggled with
the real-time/turn-based dilemma,
half-joking about how he "almost
ruined CIVILIZATION.” Meier had
come down with a terrible case of
gamelock playing Will Wright's
SIMCITY. “I wanted to design the
same thing, but with more compet-
itive gameplay,” Meier says.
“Eventually, | had this game where
you were managing multiple cities
in a real-time environment. It was
really interesting for a little while.
Then you'd get stuck in one city,
and by the time you got back to
the strategic level, you had no idea
where you were in the overall
game. Once | made the CIv design
turn-based, | was able to keep the
level of detail and the depth of
decision-making to where it was
challenging, but still manageable
enough to be fun.”

In trying to solve the problem of
designing real-time or turn-based
games, SSG's lan Trout (CARRIERS
AT WAR, WARLORDS IIl, REACH FOR
THE STARS, and others) offers a
solution—at least, one that seems
to work for a small developer: “We
don't like having all our eggs in
one basket. And so, now that
we're no longer self-publishing, we
tend to develop games for a num-
ber of publishers—all of which
have different criteria for judging a
game. As a result, even though we
do mainly strategy/war games, we
have enough variety in the styles
of games we design to keep our
publishers happy—and us interest-
ed. And if we're interested, our
customers will be."

Everything's
Under Control

In his classic work, The
Complete Wargames Handbook,
Jim Dunnigan—designer of more
than 100 board and computer
games—offers some sage advice:
"The key to designing a game is
thorough knowledge of all the
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GETTYSBURG is Sid Meier's idea of what a real-time strategy game should be, complete with great

multiplay and excellent tutorials.

design techniques used in the
past. The most common way of
getting that knowledge is study-
ing and playing a lot of games.”
While it's obvious from the num-
ber of strategy/war clones that
migrate quickly to the bargain
bins each year that a lot of "bor-
rowing" goes on, it's even more
apparent that too many designers
never get past reinventing the
wheel. You wonder, in fact, if they
ever leave their coding cube.

Almost every successful strate-
gy game designer | interviewed
kept referring to focus: the
importance of having a solid
game design concept before the
first line of code is written.
Watching Steve Barcia work with
his team at Simtex, for example,
was like revisiting boardgame
design sessions at Avalon Hill or
5Pl in years past. Engineers
hashed out algorithms on paper,
jotting down formulae on chalk-
boards, arguing over which would
work better with character design
or firepower modifiers or what-
not—while Barcia acted as
master of ceremonies for the
creative circus.

“For me, as a gamer, it has to be
challenging and addictive,” Barcia
says. "But as a programmer, | can
also step in and come up with an
algorithm to model whatever idea
we discuss, You have to avoid the
temptation to get so complicated
that the user doesn't know what's
going on. The gamer has to feel
he's in control of the situation.”

Or, as Dunnigan used to say in
his game-design seminars, “The
game must have the illusion
of movement—aof something
happening—even if the overall
situation remains relatively at
equilibrium.”

Game designers increasingly try
to give more bang for the buck
with mare scenarios, bigger and
better units, more editing tools, and
optional rules out the wazoo. Who
can forget Brian Reynolds' above-
the-call-of-duty support of CIv I,
crafting one new version of the
game after another, even after he
left MicroProse for Firaxis? And |
can't help mentioning one of my
favorites, TOTAL ANNIHILATION,
which brought the concept of free
downloadable add-on units and
maps almost to an art form,

Still, more is not always better.
PEOPLE'S GENERAL, for example, has

: “* What's
Important is
that your design
approach has the

feel,

and that you don't get

distracted
M |

[Rick Martinez. PANZER
GENERAL Il designer]
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Even though DARK REIGN was long in
the making, you can see here that the
art team had a good idea of where it
was going in terms of unit design.

a superior game system wrapped around mostly
mediocre scenarios, a handicap that all the edit-
ing functions in the world can't overcome.

Sometimes, according to Carl Norman,
putting the power in the gamer's hands can
spring from less-than-altruistic motives: “After
listening to gamers complain about different
options they'd like to have seen in this game or
that, we finally decided in STEEL PANTHERS Il to
let 'em toggle every damn thing. Of course,
some guys complained anyway, but you could
tell their heart wasn't in it."

Time Flies When You're Having Fun
Ask a game designer about the importance of
realism, especially in the context of this genre,

and you might expect to hear rhapsodizing
about technical brilliance, but everyone I talked
with focused on gameplay and on making the
game a fun and, it's hoped, replayable experi-
ence. One designer who preferred to remain
anonymous said, “Nothing annoys me more
than a game engine masquerading as a game,
There's nothing wrong with being an engineer
and developing a coal technical cancept, but
you have to be a gamer, too—ar else nobaody's
going to care about your game when the next
cool technotoy comes out.”

Sid Meier, the king of playability, is almost as
notorious as id Software for saying, “The game
will be done when it's done.” The really bizarre
thing is that Meier also claims to be able to
have a working prototype in just a few weeks,
Then he tweaks for more than a year. Go figure.

Other games come
about in a far different
way. “DARK REIGN had
one of the most bizarre
development cycles of Vq
any project | have been 05
on,” says Greg Borrud. :
"When we first started
working on the game,
our mandate was to cre-
ate a fun game and have
it out by Christmas, Josh
and | quickly assembled a
team of designers and we
set down to create an RTS
game. Because time was
not on our side, we worked
around the clock and designed the entire
game—including all the features, units, story,
and missions—in about two weeks, We also
started work on cut-scene movies and game
music. By the end of that period we took a step
back and started to get real excited about the
potential of the game. After about five weeks of

production, we showed our first public demo at
a press day that Activision held in Los Angeles.
The game was received incredibly well, and we
were able to get a few months’ extension to
make sure we could get all the cool things into
the game that we had designed in these first
few weeks. As the game got more recognition,
we could ask for more extensions. In the end,
the game took a year to make, but most of the
final design elements were hatched in those first
few frantic weeks of development.”

While wargames in particular have a small
crowd of fans who crave realism above all
else, most gamers | know are more interested
in historical feel. It's not terribly important
whether the Iron Brigade had 937 men or
1,007, so long as the unit plays like the Iron

In 1989, Ali Atabek (center) discusses game
design with a svelte pair: CGW founder
Russell Sipe and Johnny Wilson (right).

Brigade, and not like some generic American
Civil War unit.

"Gamers like to think they can be Napoleon,
s0 you let them,” says CAMPAIGNS OF
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[Greg Borrud, DARK REIGN]
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NAPOLEON designer David
Landrey. “The research must be
solid, of course. Never forget,
though, that the game must be
playable above all else. What
good does it do to have a game
that is praised for its realism but
collects dust on the shelf? Awards
are great, but | listen more to my
customers. From a technical
standpoint, I've always focused
on the operational-level game,
because it shows you things you
don't get from the purely tactical
or strategic viewpoints.”

The value of knowing your audi-
ence is just as relevant for fun,
fast-paced real-time strategy
games from Blizzard and
Westwood as it is for realistic tumn-
based wargames from TalonSoft
and HPS Simulations. A lot of the
success of these companies comes
from the fact that they not only
finish cooking their games before
they ship them, they also have
incredible follow-up. TalonSoft rou-
tinely retrofits enhancements onto
earlier games in its BATTLEGROUND
series, a practice that other com-
panies would do well to emulate.

STRATEGY/WAR ¢ BUILDING THE PERFECT GAME I

“Modem play
should be included
because the
audience expects
it. But that doesn't
mean you can

neglect the Al"
[Mark Baldwin,
EMPIRE DELUXE]

“| feel sorry for

? anyone who can't,

It may have been a
while since he had a
hit, but Crawford
could pack more Al in
4K than most current
programmers can
with hundreds more K
of memory at their
disposal.

after a little
practice, beat 640K
of memory in a

strategy game.”

[Mark Herman,
Great Battles]

All for One and One for All
The more check marks there are
on the back of the box, the more
comfortable marketing folks feel—
which generally means that they
want real-time designs, because
that implies multiplayer. Brian
Reynolds was very aware of this
when working on SID MEIER'S
CIVILIZATION 11 two years ago, and
so he put multiplayer hooks in the
code. "At the time,” Reynolds says,
“we really wanted to focus on the
single-player design, since that's
how everyone thought of CIv. But |
have to admit it was a lot of fun
testing the multiplayer against Sid
in his own game. To this day, | wish
we'd had the time to get [multi-
play] in and working for Civ [l
before we both left MicroProse.”
(After more than two years, we'll
soon find out if multiplay in
CIVILIZATION Il is still relevant. See

COMPUTER GAMING WORLD « JANUARY 1999 '

our "Take Command” feature for
more on CIV || MULTIPLAYER GOLD.)

Meier concurs: “I'd always
thought that multiplayer was more
hype than anything else...until |
played WARCRAFT Il with my son
(he always enjoys beating Dad)
and it occurred to me that you
could balance a real-time Civil War
game between novices and veter-
ans much the same way.”

When Meier started working
on GETTYSBURG, therefore, he
integrated multiplay into the
design from the ground up, com-
plete with randomly generated
scenarios to give gamers who
wouldn't know Little Round Top
from Rocky Top a fighting chance
against armchair Civil War histori-
ans. And it's hardly a coincidence
that Reynolds and Meier's next
game, SID MEIER'S ALPHA
CENTAURI, will also include multi-
play—even though it's a classic
turn-based design.

Then there are the games that
try to be everything to all gamers.
Interplay’s Ali Atabek reminisced
recently about MAX and MAX 2,
but his comments apply to a num-
ber of strategy games: “We tried to
bridge the gap between tum-based
and real-time in MAX, and |
thought it worked pretty well. But
for multiplayer, things have to
move quickly, and if you aren't
careful you design a game that
doesn't satisfy either the solitary
gamer or the multiplayer fanatic.”
Unfortunately, that's exactly what
happened with MAX 2.

Flat Cat, Atabek's development
group at Interplay, has apparently
learned some lessons, switching to
a more cerebral real-time approach
for its next strategy game, STAR
FLEET COMMAND (see the “Take
Command” feature in this issue),
which seems to work quite well for
both solo and multiplay. In any
case, Atabek was designing real-
time strategy games such as SIEGE
long before they were popular, so
we're not terribly worried.

Is multiplay here to stay?
Undoubtedly it is, but a recent
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CGW survey showed that, despite
what the vocal Usenet minority
might have you believe, more than
70 percent of gamers spend
upwards of 90 percent of their
gaming time playing solo. Until
every strategy/war game has its
own battle.net, it's a good thing
that tough computer opponents
are making a comeback.

Deus ex Machina

We could fill a book with discus-
sions about Al, but we won't. Still,
it's hard to talk about strategy/war
design without asking, “What
exactly is AI?" First and foremost,
it's the computer opponent, which
may or may not obviously cheat.
Secondly, it's the code that directs
the “wingman" routines for those
units you don’t directly microman-
age every second of the game.
Finally, Al also covers such mun-
dane routines as pathfinding—like
for those ships in AGE OF EMPIRES
that can't figure out how ta sail
out of port to the good fishing
spots and back.

Jim Dunnigan states it flatly: "Al
routines are not quite as complicat-
ed as they might appear, and they
need not take up a lot of space in
the program.” While some pro-
grammers can write tight Al code,
methinks that too many designers
are taking Dunnigan’s words much
more to heart than they should.
Graphics are nice, but after a while,
you get tired of seeing your Orcs
slam into trees time and again.

A few programmers were men-
tioned by their peers for writing
elegant algorithms and having
strong computer opponents, such
as Sid Meier (for the Al in
CIVILIZATION) and Steve Barcia
(for the diplomatic routines in the
original MASTER OF ORION). Most
programmers, however, are not
that impressed by the majority of
the Al work they see.

“There is nothing more obvious
and frustrating” says Greg Borrud,

Before he became famous as a Gulf War
commentator on Nightline, James Dunnigan
designed more than 100 games, including
the epic HUNDREDS YEARS WAR on Genie.
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BATTLEGROUND HERO NAPOLEON IN RUSSIA, like all of the games in TalonSoft's BATTLEGROUND series,
gave a miniatures feel on the computer, while maintaining the beloved micromanagement.

“than bad Al in an RTS game. |
can't tell you how many times we
have yelled and screamed at
‘stupid’ units. That's why we made
Al—and specifically player
orders—one of the key features of
DARK REIGN. We wanted players to
be able to give their units orders
and modify the way they were
reacting to the situation. Do you
want them to be more cautious or
aggressive? Should they retreat
when injured? Should they go out
and explore the map without you

having to constantly micromanage
their every action? These are all
things we put into DARK REIGN to
give the player a lot more control.”

When he designed EMPIRE
DELUXE, Mark Baldwin had no illu-
sions about his Al being able to
defeat a human on a regular basis.
His goal was simply to craft an
opponent that could be unpre-
dictable over a reasonably long
period of time.

In the old Atari days, Chris Craw-
ford and Dave Menconi had to

tweak the Al for EASTERN FRONT—
written in 4K of memory—to make
it competitive, a huge task. During
playtesting, they found that a bug
in the retreat routines for the
Russian units actually made them
advance after losing. Since the bug
made the game tougher, they left it
in! This is an example of a "good
cheat,” because it not only added
fun to the game, it was also as
close as you could get in EASTERN
FRONT to re-creating the “pockets”
historically caused by the rapid
advance of the Wehmacht,

The lesson for game designers,
then, is to worry less about fuzzy
logic, neural networking, or other
trendy programming, and to show
maore imagination and passion. The
best strategy games—whether
turn-based fantasy, cerebral real-
time historical, or hybrid grand
strategic sci-fi—are made by these
famed designers for one main rea-
son: In every case, it was a game
that they wanted to play. Marketing
folks, take heed.

Terry Coleman is currently trying
to duplicate the 1972 Dolphins’
undefeated season in MADDEN 99,
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oth adventure
games and role-
playing games are
essentially "gated"
stories. They are like
the old days at
Disneyland when you needed
separate tickets to ride various
attractions. If you only wanted
to ride the horse-drawn trolley
on Main Street, you needed an
"A" ticket (originally valued at
approximately 10 cents). If you
wanted to ride the Matterhorn,
you needed an “E" ticket (orig-
inally valued at approximately
75 cents). Without the ticket,
you missed the attraction or
had to huy supplementary tick-
ets at the face value,

In adventure games and
role-playing games, you need

UNEQUAL
OPPORTUNITY

EMPLOYER

Creating Worlds for

[by Johnny L.

Adventure/Role-Playing Games

Wilson]

The World and
They That Dwell Therein

My preconception in looking at
role-playing design was that designers
would begin with the universe. Yet, |
quickly discovered that technological
concerns and psychological concerns
outweighed the creation of the game
world. Zeb Cook, formerly an
Advanced Dungeons & Dragons
designer at TSR and now working on
a secret project al Interplay, says that
he'll work in any universe that sounds
interesting to him. “If it isn't interest-
ing to you, why would you want to
design a game around it?" Since Cook
was the demented mind behind TSR's
Planescape environment for AD&D

«Tech nol laﬁrst-"-'h‘

“tickets" to move the story
forward—to get through the
"gates” the designers put up.
In both types of games, the
tickets to more of the story can

what«the 19
Once I'kriaw; ﬁ:lat ls@rt o

flush. out

be either crucial objects in your
inventory (keys, clues, and
“McGuffins"—the powerful or
desirable objects obtained by
the protagonist in successful
quests) or “must-do” activities
completed (puzzles solved,
rooms explored, characters
met, and conversations held).
In role-playing, you can add
successful combat and charac-
ter development to the tickets
you'll need in order for your
characters to get through the
designer’s turnstile and into
more of the story.

The design issues in adven-
ture and role-playing games
are basically the same. The
problem of world creation,
character creation and devel-
opment, story development,
and the tickets that gate the
story are largely the same.
Role-playing games simply use
more tickets by having combat
and character development to
rely upon. So, we talked to four
prominent role-playing design-
ers, helieving that their insights
to RPG design would apply
to both adventure and role-
playing games.

L COMPUTER GAMING WORLD = JANUARY 1999

[Jon van Canegl
the MIGHT & MA ies for
New World Computing/3D0]

designer of
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PLOT ROAST One key to world-building is deciding the psychological effect you
want to create for your gamers. PLANESCAPE: TORMENT, from Interplay, strives for an
ominous, unsettling afterlife in a very hostile world.

(imagine every real or imagined
religion and philosophy competing
on a series of planes with an
eclectic mix of avatars and incar-
nations from each), that philoso-
phy is evident within his wark.

Brian Fargo, the founder and
original role-playing mentor at
Interplay, feels that designers are
tied to the twin paradigms of
medieval and science-fiction
adventures. “Our industry often
gets criticized for not being
creative, but whenever anyone
strays too far from medieval and
science-fiction games, they get
hammered.” So, assuming that
fantasy or science-fiction is a
given, Fargo says that the
Interplay approach is to start with
the psychology of what the game
is supposed to accomplish. "With
STONEKEEP, for example, the origi-
nal philosophy was to go back to
the roots of what made role-play-
ing accessible and enjoyable. As
much as we object to artificiality,
there's still a great deal of satis-
faction in finding a +2 sword. In
WASTELAND, we wanted the
gamer to make decisions that
didn't have black and white
answers—moral dilemmas. Each
case has been different.”

Richard Garriott, a.k.a. Lord
British, has undergone a transfor-
mation in this process. As he

observes, "My first works didn‘t
have much world-scope thought in
them, but | quickly arrived after
two or three attempts to a process
that works."” Lord British complains
about the ton of bad fantasy in
which the climax involves the hero
discovering a magical McGuffin
with superpowerful characteristics,
“That," he protests, "is cheat-
ing." He believes that one of the
most important aspects of role-
playing design is having an internal
self-consistency and internal depth
that will be expressed in the story-
line of the universe. “If you're
going to develap plot elements or
characters or activities, you have to
start off with the vision for the
reality of the world, That's why |
start off with the geagraphical
flora and fauna as well as politics
and philosophy. When | start to tell
the story of an ULTIMA, | often start
by talking about the social dynamic
taking place around the story along
with the fundamental politics that
set up the story. In my opinion, it's
really hard work. The hardest place
to start is doing this universe
reality backdrop. It may be hardest
to start, but it makes it easier to
complete with high-quality results.
I've seen people start off the other
way and they get very quick
results, but you run out of clever
ideas after several situations or

circumstances,
and they tend to
be random
ideas.”

As a positive
example, Lord
British com-
mended a new
dungeon design-
er on ULTIMA:
ASCENSION
named Craig
Bolin. Prior to
trying to do any
particular dun-
geon features,
Bolin would
write a two-
page back-
ground story. The
richness of the
approach was
incredibly
rewarding, according to Lord
British, and it paid huge dividends
in the final design, Bolin isn't
unicue in the industry, but he may

storyline and the characters—what
they're going to be and who
they're going to be. Then, we archi-
tect the overall story. It may be the
opposite of what you expect, but
anytime I've gone the other way,
it's never quite fit.”

Of course, ane way to get a rich
universe in a hurry is to license a
well-established book, film, or
paper game universe. Fargo has
tried them all at Interplay. He has
licensed Tolkien, William Gibson,
bad mavies, and AD&D worlds over
the years. He states that the writ-
ing is much easier in licensed prop-
erties because you already know
the world and the characters, “As
an industry, we haven't done a very
good job of creating our own uni-
verses. Someday, I'd really like us to
set up bibles and universe docu-
ments that enable us to do some-
thing really rich like Tolkien's
Middle Earth."

Of course, Fargo also speaks of
the limitations of using licensed

PUZZLING REALITY

“I think puzzles have a place and I've always liked them.
We're going to put more in, but we don't like the kind where
the whole screen disappears and a chess board appears.
Puzzles must stay in the game engine.”

[Jon van Caneghem]

“A puzzle can never rely on outside information, It has to be
discovered within that universe. | also believe that puzzles
should have more than one solution.

“My main advice is to make puzzles intuitive. Listen to your
testers. Designers often get so close to their products that
they think everybody is stupid. You just have to go with it."

be relatively rare in putting the
background first.

Jon van Caneghem believes in
Clint Eastwood fashion that a
man’s gotta know his limitations.
According to the pioneering
designer of the MIGHT & MAGIC (as
well as the HEROES OF MIGHT &
MAGIC) series, “Technology is
first—what the game can do. Once
| know what the new engine can
do, | start to flush out the game-
play and what you can do in the
game. From that, | build the

COMPUTER GAMING WORLD » JANUARY 1999 {4+

[Brian Fargo]

properties. “The key to any enter-
tainment medium is to surprise
people. If the licenser is locking you
down too much, you can't surprise
anyone. In general, you can't be as
edgy with a licensed property.”

In short, most adventure/role-
playing designers expect the
universe to be a means to an end.
They use the universe to shape the
gamer's expectations of the world
and their possible actions in that
world. Some designers want a rich
background to the world and, like
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“Raymond E. Feist’s Riftwar Saga
is one of the greatest successes

% in the epic fantasy genre.”

; -PC Gamer Magazine




16-bit color
with real-time
lighting

11 plot-twisting
chapters

[

ron ﬂor s quace, to the haunted depths of a temple ded [cated to an evil as ancient
as the gods themselves, never before has an RPG given you so much of what you want.
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Lord British, keep striving lo create
richer, deeper worlds. Other design-
ers develop the world merely as a
stage setting. All want to immerse
the gamer in the game.

Know Thyself

To immerse the gamer in a
world, however, requires a popu-
lated world. To create the charac-
ters for the world requires two
systems—one to design the player
character(s) and one to design the
nonplayer characters. Naturally,
the philosophies run the gamut
from detail to outline in this part
of the process, as well.

In the world of MIGHT & MAGIC,
the possibilities for attributes, skills,
talents, races, and social status are
all based on what they can do in
the game engine. Jon van
Caneghem believes that none of
factors is going to make a differ-
ence to the gamer unless it can be
depicted onscreen. He does express
one cardinal rule, though, “The
[character] name has to be pro-
nounceable. | have a mental block
that if | can't pronounce it, | lose
track of who the character is and
where hefshe fits.” In general, the
M&M teams build a map-based
flowchart which shows how the
characters relate to each other on
the basis of their start and motive-
tion. They connect them all on a

big whiteboard in the conference
room or JVC's office. Later, they
write it down and transfer the
details Lo spreadsheets or Word
documents. Then, they erase it and
go on to the next detail level.

Brian Fargo agrees with van
Caneghem. "I like to think about
the situations | want to put the
character in, and then back up
from there. There are a lot of
products that have all of these
skills and attributes that have
such a minimal effect on the uni-
verse that they might as well not
be there. To me, the attributes and
skill sets are the means to the
end, my tool for getting there. I'd
rather have an RPG with four
attributes used incredibly cleverly
than 50 attributes not used very
much at all."

Lord British believes that it is
necessary to do background char-
acter studies of each principal
character in the game. Today, he
brings in professional writers to
flesh out the characters and dia-
logue. Raymond Benson (author of
the James Bond novel Zero Minus
Ten) did this in ULTIMA VII, and
Kim Krizan, coauthor of the
screenplay to Before Sunrise (the
Ethan Hawke/Julie Delpy film), is
doing this for ULTIMA: ASCENSION,
Lord British laughs as he recalls
Krizan's first observation about the

ULTIMATE UNDEAD An artist adds ghoulish textures to the 3D wire-frame of a
zombie for ULTIMA: ASCENSION.

COMPUTER GAMING WORLD « JANUARY 1939

VP OF GNOMES? Interplay's BALDUR'S GATE uses character studies
like this portrait and description of Quayle to flesh out game
designs. For example, “When asked about his past, Quayle talks
for a good hour about his worship of Baravar Cloakshadow, how
he is well on his way to mastering sorcery, and just generally how
incredibly smart he is compared to everyone else in the party.”

character of Raven, a female character who assists the
avatar in the new game. "She said it was like adoles-
cent boys writing about a female character.”

“I didn't have to do this in the early days of ULTIMA
because | was lucky enough to know people in the
Society for Creative Anachronism who were the char-
acters | wanted to write about. | already knew Dupre’
and was able to write about the aspects of the real
person, My knowledge of the person served me as the
hackdrop. After a few years, | began to see the results
of creating them by choice instead of accident.”

Zeb Cook sees the character design and the market
as part of a continuum. “The world and the market
determine the character design. If it's going to hard-
core role-players, I'm gonna use numbers. If you want
broad-based appeal, you have to figure a way to
reduce the numbers as much as possible.”

Like the others, Cook sees the system as being
determined by style of play. "All systems are built in
order to create the style of play | want. If it's going to
have a rich stary and background, you want to spend
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more time in character creation and
letting gamers fiddle around with
lots of attributes, skills, etc.”

Characters have to develop. The
simple answer as to what levels,
skills, knowledge increments, and
promotions to give the character is:
Whatever works. Fargo observes,
“NEUROMANCER could only work
with knowledge additions.
Password-oriented stuff and obtain-
ing new software was much more
interesting than level development
or attribute increases.”

Zeb Cook agrees, but points out
that it is better to let the gamer
make up his/her own mind as to
where the character improves. “The
preferred method of character
development is to go out and get
some general experience and spend
it as you will, as opposed to go out
to do stuff and blink, you go up a
level.” A cardinal rule for Cook is to
make sure the balance is such that
everyone can't be good at every-
thing. “Everyone will end up being
like Conan. | did the Conan role-
playing game for TSR. It wasn't fun.
It had an interesting character
development system, but nobody
wanted to play the sidekicks."

Unfashionable Is What
Other People Wear

Another problem for both adventure
and role-playing designers is how
detailed to program the nonplayer
characters. Lord British indicates
that his philosophy on this has
changed. "In the earlier days, we
tried to mechanically simulate every
possible reaction—getting exponen-
tially harder and harder with less
success. The more we tried, the
more mechanical they seemed. Also,
we were doing work that wouldn't
be appreciated. Now, we only try to
simulate what is appropriate to a
character. For example, a farmer by

the field is there for richness. All we RS
would do today is have that farmer :;I;:?;Y
wave to you and mak.e.the w_orld MAGIC VI
come to life." Lord British points out will feature
that this approach allows designers hundreds of
to concentrate on enriching the NPCs, who
principal characters of the story and will look
placing the emphasis on their char- something
acter development, like this.

Lord British does hint, however, at
the future of NPC interaction. He

talks about intelligent databases 5 ‘l n the

and successful tests with this 1

technology in order to suggest a ea rller days.
strateqy for having rich, intelligent we tried to

NPC conversations in the future. He TT1€C ha nica l.l.y

doesn't know when this might enter simulate_ev
into the world of ULTIMA, but he %e[’y
does have his dream. IE OSSI e

Van Caneghem agrees that you action g(?ttmg
shouldn’t try to make the NPC sys- eXponentlauy
tems too detailed. “Since comput- harder and
ers don't do personalities and atti- harder with
tudes that well, it doesn’t make
sense to expect them to do what ess T

SUCCess.

they're not good with.” Hence, you
see more reaction than evolution in
the NPC characters in M&M.

Van Caneghem even tries to keep
the game’s dialogue simple. "M&M
has the one-key spew. Hit one key
and he spills everything he knows. | qu
The other extreme is to go through | ,M 3
lots of layers. | go with the easy

to have to deal with hundreds of
characters and huge dialogue trees
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that provide too many hours of
digging through conversation with-
out adding to play. The constant
debate is realism versus fun. In real
life, you could guide the gamer
through the conversation, but with
the computer, it's a pain.”

Fargo also opts for the belief
that NPC programming should
focus on the effect rather than try
to be too elaborate. "The secret is
to get NPCs to do things in the
game that will cause you to
remember them. So, if an NPC
steals something and runs away,
you'll never forget that NPC. You
have to do things to people in a
product that has meaning. I'd
rather do four or five things really
well than insert elaborate learing
systems or anything else in there.”

Enemy Mine: Combat Al

Combat is important to the
role-playing game, but rare in pure
adventure games. Lord British has
designed a matrix system for
ULTIMA: ASCENSION that should
add a terrific tactical flavor to the
game, but the gamer doesn't deal
with the numbers,

Van Caneghem loves the details
of combat and all of its permuta-
tions. "For me, combat has been a
critical part of role-playing in M&M
because I've found that it's what
the computer does best. Even
when | played the paper games,
combat was the most math-taxing
in terms of looking at charts, rolling
dice, etc. On the computer, you can
take it much further than you ever
could on paper. The cardinal rule is
that if the gamer can’t see the
effect of the calculation, there is no
sense going through the calcula-
tion. For example, | have the
random 1-6 factor. As far as the
player is concerned, it might be no
different than a D6 die roll."

Cook agrees to some extent, but
warns against having combat cal-
culations be too intricate. “Combat
Al is where all of the effort needs
to be placed. How is this guy going
to fight and how are his buddies
going to react? That's where the
world comes to life. Suddenly,
you're fighting a guy and he does
something damn sneaky. That's

COMPUTER GAMING WORLD « JANUARY 1999

when it becomes real to the
player. Guys should be hiding
and running away and return-
ing with reinforcements.”

As for the actual technique
in accomplishing this, Cook
wants the Al to be as
unscripted as possible,

“Things break down very

quickly if you didn’t think

about all the possibilities of

what can happen in advance,

The best combat Al considers

the world-state or finite state

and chooses best response

from the parameters of the
situation. I'm not talking about a
neural network here—those big
fuzzy black boxes where | can't fig-
ure out what's happening. If we
can just create a way for someone
to yell “Help" and others to hear
and come to his rescue, that would
be great.”

A tremendous amount of effort
is spent in creating combat Al in
role-playing games, but van
Caneghem believes it's worth the
effort. "Exploration, character
enhancement, and combat all
form a circle that continually
cycles upward. That little loop of
three elements is very mentally
compelling. It keeps you going:
one more turn, one more map,
one more creature. That's the
magic that makes computer
games addicting, when you
connect the circle.”

Everybody’s Talkin’

Finally, the designer must deter-
mine the general ways in which
the player will interact with the
world. For van Caneghem, the
interface considerations are the
first considerations. He doesn't
care about the art, font type, or
menu structure in general. He just

Interesting

would you want

ulflt isnt

to you, Wh

to design a
dame

rg)und it

[Zeb Cook, designer of AD&D PLANESCAPE at TSR, Inc. and Interplay

RPG guru.]

wants to make sure it's good for
gameplay. "You have to make the
decision as to when in the game
they're going to need the informa-
tion. That's why we have the hit-
point and spell-point sliders at the
bhottom of the screen in M&MVL.
You could need that info at any
time. The other stuff is hidden
until you want to access them. On
that basis, you make the decisions
about interface design.”

Cook agrees, "The interface is
essentially the rules set for the
game. Everything the gamer knows
about the world is tied up in the
interface. In paper games, you
want clean simple rules, so the
goal of the interface is to have a
clean simple way of interacting
with the game. The interface must
be figured out right away. You can't
say, ‘Wow! This is all the stuff
you're going to do in the game’
and then ask, "How are we gonna
do that?’ | always believe you must
start by asking how the player is
going to do something. Is there
going to be a way for the player to
do that without confusing him/her
with regard to other things?
Knowing what you can and can't
do with your interface shapes the

way you build your game. Basic
game design is about finding all
the limits, so you have to choose
what you're gonna throw out.”

The World's a Stage

The goal of every gated story, of
course, is to give gamers the sense
of having experienced another
world. More importantly, the goal
of every gated story is to give
gamers the sense that they have
affected, changed, and transformed
that other world. To succeed, there
must be a credible world to
change, personalities with which to
interact, dynamic tension to resolve
{whether by conversation or com-
bat), and a story to be told. Each
puzzle, encounter, conversation,
discovery, or deed opens more and
more of the story. Nothing happens
by chance. Designers have to figure
out the right places to construct
the turnstiles and the right tickets
to collect in order to keep us mov-
ing through the story. Now that
you've had a glimpse at how four
prominent role-playing designers
undertake that process, may it
increase your chances of success.

Johinny L. Wilson has been writ-
ing about computer games for 17
years. He started playing NHL 99
upon completion of this assignment.
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Weathers, hera of the Cybrid Wars. renegades from the Children of

the Phoenix and Blood Eagle.




Tribal aulture is now in a perpetual state

of war. The Blood Eagle, far from their Blood Eagle forces prevail in the
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the Diamond Sword rapidly carve out a aggression pacts with either the Starwolf or
large holding for themselves. Blood Eagle, Already the skirmishes have

el increased, and bloodfeuds grow more common.
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kay, you've read the stuff

on game design, you've

got a killer idea, and

you're confident you can

be the next John Romero.

You're sure that if you
pitch your idea to the right publisher,
they'll cough up an advance to develop
it. But how can you keep your brain-
child from getting stolen?

See an exparded version of this a
on www.computergaming.com

The first thing you need to understand
is the concept of a trade secret. Laws
vary by state, but all states have two
basic requirements for trade secret
protection. First, the information must be
something that gives the holder a business
advantage in the marketplace. Second,
reasonable steps must be taken to ensure that
the information remains confidential. Typical
trade secrets involve not only the specific game
idea, but also the means, methods, and tech-
niques the developer will use to make the game
a commercially viable venture.

Trade secrets arise automatically if the
above two requirements are met. The trick is
not to waive trade-secret protection. One sim-
ple way for game developers to make sure
they maintain trade-secret protection is to use
confidentiality and nondisclosure agreements.
Developers should make sure that anyone to
whom trade secrets are disclosed has signed
such an agreement. By using confidentiality
and nondisclosure agreements, developers
avail themselves of a host of legal remedies if
an employee, independent contractor, investor,
or some other signatory to the agreement
misappropriates proprietary information.

You can find examples—both good and
bad—of confidentiality and nondisclosure

- agreements on the Web; simply search for

ILLUSTRATION: JOE VALLINA

"nondisclosure agreement” or "confidentiality
agreement.” Many bookstores also carry books
with examples of simple confidentiality and
nondisclosure agreements. One word of caution:
Before you use any agreement obtained from a
Weh site or book, make sure that a lawyer
reviews it. If it tumns out the agreement is poorly
worded or is otherwise unenforceable, it could
end up costing you thousands of dollars in the
long run.

Some publishers may refuse to sign confiden-

tiality and nondisclosure agreements. In fact,
the typical submission agreement is the
complete opposite of a confidentiality and
nondisclosure agreement. Unfortunately for
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What You Should Know About
Intellectual Property Rights

[by Michael Hawash]

My idea

developers, publishers look at so many gaming
ideas that if they signed confidentiality and
nondisclosure agreements, they would expose
themselves to numerous lawsuits if they reject-
ed one submission and published another
based on a similar idea. This is a harsh reality
for budding developers, but it must be accepted
if you want to try to get a publishing contract.
Perhaps the best way to pro-
tect yourself from publishers is
to make sure your game is far
enou?h along that you can
complete it before they can.
If your demo shows gameplay features, the
publisher will think more about buying the
game than stealing your ideas. But be wary
of showing your coolest graphics or features
until a publisher commits, And limit the number
of people you show it to—be selective about
approaching publishers.

There are three other aspects of
intellectual property law that game
developers should know about: copy-
right law, trademark law, and patents.
Once a game is in development, every-
thing that is created can be copyright
protected. Basically, copyright protec-
tion arises automatically once an
“original effort has been started and
some aspect of it has been fixed in a
tangible medium."” This means that not
only is the finished product protected
by copyright, but also the various
components of the game, including the
code, graphics, movies, sounds, icons,
documentation, and even the box art,
Game developers should keep in mind
that capyright protection extends only
to the expression of ideas, not the
ideas themselves,

While copyright covers existing works, trade-
mark seeks 1o secure a developers' rights in
future works by protecting product, line, or com-
pany name recognition. Basically, trademarks
allow game developers to identify their games
with names, logos, or “service marks” and pre-
vent their competitors from distributing games
that have confusingly similar characteristics.

Patents also protect intellectual property,
but it is unlikely that patent issues will arise
in the context of basic game development.

To obtain a patent, you must be the original
inventor of a "new and useful process, machine,
or improvement.”

I can't stress enough that this information
is no substitute for a lawyer's advice and
protection. Even if you are going it alone on a
shoestring, you must retain a lawyer who is
experienced in software contracts and intellec-
tual property rights. On its Web site, the
Gathering of Developers (GoD) has posted
its Ten Developer Commandments of inside
information that all game developers need
to know. Commandment Ten is “Get a good
attorney."

Michael Hawash is an attorney with the
Houston, Texas, law firm of Meyer, Orlando &
Evans. Write him at mhawash@meyerarlando.com.

LEGAL RESOURGES
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GROW YOUR

ave you ever talked
with your gaming
buddies about start-
ing your own studio?
Well, you're not
alone. Many develop-
ment companies have been creat-
ed informally by a few guys in
their den or college dorm room.
When a company is formed in this

NLINE

ract,
afticle at www.gamespet.com.

manner, a general partnership has
usually been created. More often
than not, no consideration is given
lo basic partnership issues like
who owns company assets
(including intellectual property),
what will happen if a founder
leaves, how much say each
founder has in partnership
decisions, or how the company is
going to go about designing
games. This is a mistake. If some
of these basic questions are not
answered when the company is
founded, a serious disagreement
could destroy the company before
its first game ships.

| haven't started my own game
company, but as an attorney |'ve
helped plenty of clients form new
companies. I've also represented
clients who wish they'd been more
careful when they founded a com-
pany without knowing all the
issues. In this article I'll outline the
four basic entities you might
consider if you decide to grow
your own studio, and some of the
issues you'll need to think about if
you take the plunge. I'll also
describe the roles of developers
and publishers, and explain the dif-
ference between self-publishing
and signing a deal with a publish-
er. This article is by no means com-
prehensive, but will give you the
basics of how to start making your
own games,

Basic Business Types
There are four hasic types of
business entities to consider when
forming your own development

studio: a sole proprietorship,
general partnership, limited

ILLUSTRATIONS: JOE VALLINA

Legal Issues in Forming Your Own

Development Company

[by Michael Hawash]

partnership, or corporation. Each
entity has its own advantages and
disadvantages. The main difference
hetween all of these entities is the
amount of personal liability you
will have, as an owner of the com-
pany, if something goes wrong.

Sole Proprietorship

The simplest entity is a sole
proprietorship. Under a sole pro-
prietorship, a single individual
operates the company under his or
her name or a fictitious name. If
you operate the company under
your own name, no state filings are
required. If you operate the
company under a fictitious
name, you will need to file a
dfbfa (Doing Business As)
disclosure in your state
of residence. Once this
is done, you are offi-
cially in business. By
forming a sole propri- R
etorship, you can
deduct your business
expenses from your annual
taxes. The main disadvantage of
a sole proprietorship is that you
are personally liable for all your
business' financial abligations,
including loans, leases, other con-
tracts, and tort liability (i.e. liability
for intentional or negligent acts or
omissions that cause harm to
another individual or entity). The
second main disadvantage to a
sole proprietorship is that it is diffi-
cult to get investors to put money
in your business because you
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generally cannot give them any
equity in the company. Since most
gaming ventures are started by
more than one person, successful
sole proprietorships are something
of a rarity in the gaming business,

General Partnership

The second most basic business
entity is a general partnership. A
general partnership is basically a
sole proprietorship with more than
one proprietor. It is very easy to
form a general partnership. In fact,
you do not have to file any docu-
ments or even formally state that

but how do
| do it2?2!?!

you are creating a general partner-
ship, it can just happen! This is
because under the law of most
states, whenever fwo or more peo-
ple band together for a business
venture, it is presumed that a gen-
eral partnership has been created
unless the partners go through the
formalities of creating another type
of entity. The practical significance
of this is very serious, Whereas you
and your partner(s) get to split all
profits, you are also personally
liable for all of the financial obliga-
tions of the partnership. This means
that if your venture is unsuccessful,
anyone to whom the partnership
owes money can hold you person-
ally liable for not just your share of
the debt, but the entire partnership
obligation,

Limited Partnership

A limited partnership is a type of
partnership that, as the name sug-
gests, limits the liability of the lim-
ited partners. Limited partnerships
are designed to allow individuals
to invest in partnerships. The
liability of a limited partner is
restricted to each partner's interest
in the partnership (i.e. a limited
partner cannot be held personally
liable for all of the partnership’s
debts). However, there must always




let's see. do |

enough to form
\ a partnership?

be at least one general partner
whao is responsible for the entire
venture. If a limited partner
behaves like a general partner and
plays an active role in the business,
such involvement can trigger full
general partnership liability, There-
fore, whereas a limited partnership
may be a means of getting your
Uncle Bob to help you get started
by giving him an equity stake, it is
not a vehicle to limit liability for
those partners who are going to
play an active role in the business.

Corporations

The other basic business entity
that you may want to cansider is a
corporation. There are several dif-
ferent types of corporations. The
main difference between the vari-
ous types is how the owners of the
corporation (shareholders) are
taxed. One specific corporate
entity, called an "S Corporation,” is
particularly attractive to small
game-development companies

: trust those bmtmd:

because this type of corporation
pays no tax at the corporate level.
Instead, each shareholder reports
any profit (or loss) on his individual
tax return. The disadvantage of §
Corps is that they are limited to 75
shareholders. However, this restric-
tion usually does not pose a prob-
lem to a start-up game develop-
ment company that only has a few
founders.

Although the requirements for
forming a corporation vary from
state to state, the process is not
as complicated as you might
think. Basically, all that you have
to do is file articles of incorpora-
tion with the Secretary of State in
the state you want to incorporate.
Depending on the state, you may
have to pay a corporate tax to
stay in business. There are many
books and online resources that
can assist you in forming a
corporation. However, should you
decide to go the corporate route,
make sure that you have all

formal documents and filings
reviewed by your accountant
or lawyer.

Keep in mind that once a
corporation is formed, it must
behave like a corporation. This
means that certain corporate for-
malities must be followed, includ-
ing: corporate record keeping, no
commingling of corporate and
personal funds, annual meetings
for shareholders and directors,
and the observation of sharehold-
er voting rights. It you fail to fol-
low any of these formalities, cred-
itors and others may be able to
“pierce the corporate veil” and
reach the personal assets of the
shareholders to discharge alleged
corporate liabilities.

There are other types of business
entities. However, these four are
the basic ones from which all
others derive. A lawyer or accoun-
tant can tell you about other types
of business entities that are avail-
able in your state.

Have an Agreement

Okay, you've read the sum-
maries of each business entity,
and you think you know which
one warks best for you. What do
you do next? The first rule of com-
pany formation is leave nothing
to chance. In other words, draw
up an agreement that addresses
all of the basic issues. It isn't easy
to have pointed business discus-
sions with friends, but a few ruf-
fled feathers early on is better
than having a misunderstanding
kill the company after months of
hard work. At a minimum, have a
written agreement that defines
the roles of the individual
founders and what is expected of
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them. More often than not, these
initial roles will change over time.
Therefore, create a mechanism by
which the roles of founders can
be assessed and modified on a
periodic basis. Make sure that all
intellectual property rights are
owned by the company (see the
related article on Protecting Your
Idea). This way, no one founder
can prevent the project from
moving forward if he disagrees
with how the company should
operate,

It is also a good idea to
include some provision that will
allow the founders to “buy out”
a founder who becomes disgrun-
tled or leaves. If profits, risks, and
responsibilities are going to be
shared unevenly by the partners,
make sure such arrangements are
specifically spelled out in the
agreement. Any partnership
agreement must be signed by
everyone who is going to have an
equity interest (ownership) in the
new company. Your failure to
do so will require all profits to
be split evenly between the
partners, regardless of who pro-
vided seed capital, labor, or part-
nership assets.

We've covered some—but by no
means all—of the issues faced by
new game development compa-
nies. If you do decide to form your
own company, make sure that a
lawyer reviews all the documents
you intend to be legally binding.
Similarly, hire an accountant to
advise you on proper business
record-keeping procedures. A mis-
take made in the business forma-
tion stage could have devastating
results down the road. Have fun
and good luck.
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“You will find Caesar I11 a refreshing
change from the usual shoot-em-up fare of
this season. In short,'Hail Caesar!’.”

— ONLINE GAMING REVIEW
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RESOURCES

Computer Game
Developers Association
The CGDA offers legal
information to members.
www.cgda.org

Computer Game

Developers’ Conference The
largest conference for game
developers.
www.gdconf.com

Gamasutra Information and
techniques for game
developers.
www.gamasutra.com.

Game Developer A
magazine for computer
game developers.
www.gdmag.com

Game Developer’'s
Resourcium Information and
resources, including
programming and design.
WWW.Tesourcium.com

Game Industry Overview

Once you have formed your
company, you are in the business
of making games. If you are going
to sell your games, you need to
have a basic understanding of how
the gaming industry works, In other
words, you must know how games
go from an idea to production,
publishing, distribution, and into
the hands of the consumer. You
must also understand how money
flows from the consumer back to
you, the developer.

There are several types of play-
ers in the industry. First are the
game-development companies that
actually make games. These should
not be confused with software
publishers. Generally, start-up
game developers do not publish
their own games. Most developers
try to strike a deal with a publisher.
Under the typical publishing agree-
ment, developers concentrate an
making games; publishers fund
development, see to production,
arrange marketing/advertising, and
set up channels of distribution.
Once the games are sold, either
online, at a retail outlet, or by some
other medium, the publisher
usually shares a percentage of the

profits with the developer, com-
monly known as a “royalty.”

Not all game developers are
independent. Some publishers have
in-house development studios. For
example, TOTAL ANNIHILATION'S
developer, Cavedog, is an in-house
development studio owned by pub-
lisher GT Interactive. On the other
hand, ENSEMBLE, the developer of
AGE OF EMPIRES, is an indepenclent
studio that has a publishing con-
tract with publishing behemoth
Microsoft. Likewise, not all game
developers seek publishing con-
tracts. Some developers, like Bungie
Software, the developer of CGW's
1997 Strategy Game of the Year,
MYTH, publish their own games.

There are advantages and disad-
vantages to self-publishing. One of
the main advantages to self-
publishing is developers get to
keep more of the revenue from the
sale of their games. The main dis-
advantages are the developer has
to deal with a host of production
and marketing chores that are nor-
mally handled by a publisher, such
as development costs, advertising,
packaging, and, most importantly,
distribution.

The decision to self-publish or
to seek a publisher is usually
determined by one thing: money.
If the developer has enough
money to produce, publish,
and market a game, with
a reasonable expecta-
tion of recovering
those costs
through sales,
then self-publish-
ing could be the
best way to go.
However, the truth
is that most devel-
opers rarely have
enough cash to do all of

-
these things. For many develop- ~ °

ers, it's either find a publisher or
some other source of money, such
as a venture capitalist (very rare
these days), or perish for lack of
funds.

Even if developers have enough
money to make a simple game, the
realities of distribution often make
a publishing contract the most
attractive option. This is because a
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developer simply cannot create a
"hit" game in today's market with-
out adequate distribution. Since
key industry publishers, such as
Electronic Arts, Activision, and a
few others, control or influence
most of the industry's distribution
networks, getting a major publisher
to back a game is generally cause
for joy. Many developers are sur-
prised to find out that developing a
great game is no guarantee that a
major retailer, such as Wal-Mart,
Best Buy, and Toys-R-Us, is going to
stock the title. Retailers have rela-
tionships with specific publishers
and independent distributors. If a
developer does not have a link to a
publisher or distributor, the devel-
oper generally has no means of
getting games to a major retail
outlet. Hence, the chances of sell-
ing 200,000+ copies of a game
(i.e., "a hit") are virtually nil.

Self-Publishing
vs, Doing a Deal

Here's an example of how the
developer-publisher-distributor-
retailer relationship works: Let's
say you create a first-person
shooter hased on Norse mytholo-
gy called LORDS OF VALHALLA. If
you self-publish, you may be able
to sell 15,000 copies (not as easy

I've got it
I'll form a

as it sounds) through your Web
site or through the few retailers
with whom you are able to form a
relationship. Since you have self-
published, you get to keep all or
most of the revenue from sales
(say, 80 percent).

However, if you sign a publishing
contract, you may be able to sell
100,000 units (a near hit) just
because you reach a wider market
and have a much greater advertis-
ing budget via your publisher. On
the downside, by going with a pub-
lisher, you may only receive a
10-20 percent royalty based on the
wholesale price of all units sold.
Although you sold 100,000 units
with your publisher, depending on
the terms of your publishing con-
tract and the price per unit, you
may have been able to make more
money selling a smaller number of
copies as a self-publisher. But this
is a very simple example. There are
far more factors that go into the
decision to self-publish than are
mentioned here, such as who pays
production costs, the publisher or
developer? Nevertheless, the above
should give you a general ideal of
the various considerations. The bot-
tom line is, before you sign a pub-
lishing contract, know your options
and what you are giving up by
foregoing the opportunity to self-
publish. (A7

Michael Hawash is an attorney
with Meyer, Orlando and

Evans in Houston, Texas,
but he says he doesn't

just play games in court.
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Full Throttle

Aberdeen Inverness D49G

A A

X XX Ak k

new UGM entrant, Aberdeen is
A a Web-direct system maker
whose Inverness D49G system is
designed to be the gamer’s dream
box. Aberdeen has a great looking
rig on paper, but in testing, we
came across some rough edges,
including a nonfunctioning mouse
and a faulty graphics driver. But
despite these glitches, the
Inverness’ twin Pure3D lis do turn
in the fastest 3D GameGauge score
for secondary 3D graphics.

In setting up the box we
encountered several gotchas,
including a cluster of patch cables
held together with a tie-lock that
connects the 2D/3D hoard, DVD
decoder, and Voodoo? boards
together; it also connects the pri-
mary sound card to the DVD
decoder. It's not a bad idea to
group them together, but they were
not labeled nor color-coded. The
USB Logitech mouse's driver that
ships with the box wasn't installed,
so there was no mouse functionali-

ty early on.

Installing the driver fixed
the problem, but it was annoying
to initially boot without a mouse.
Also curious is Aberdeen’s selection
of Acer’s Future keyboard, an
ergonomic split keyboard whaose
key mapping for cursor movement
and insert/delete/pagedown/page-
up/home/end keys is one of the

2Dgraphics................
GraphicsRAM .............
3Dgraphics ...............
Monitor ..........co0neun.
Harddrive ................
DVD-ROM ......coovvvvnnnnn
Removable storage ........
Primary audio .............

Secondaryaudio ...........
Speakers .................
Game controller1..........

Game controller2 .........

Keyboard ..............

PISE .« oovemininrimmininmimcntm mi e

T Ve T o Y . Oy
Speeds & Leeds.

......... Pentium ll/450VIHz

... 256MB SDRAM

.............. Supermicro
.............. AMI WinBIOS

..... Seagate Cheetah 18GB
........... Kenwood TrueX
......... Toshiba SDM-1102
................... Zip IDE
......... Diamond Monster

Sound MX200

......... Logitech Wingman

Extreme Digital

. Logitech USB

. 10/100-Base-T Ethernet card
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most unusable layouts for gaming
we've ever seen. Inverness' Super-
Micro 750a case is somewhat con-
fusing to get into initially, but after
popping off the front panel, the
case features twin swing-out doors
that make all of the box’s innards
readily accessible. Inverness' AMI
BIOS allows for many low-level
tweaks and is easily navigated.
Good notables include a
Viewsonic PT775 17-inch monitor
with a Trinitron tube that features a
four-port USB hub. Alsg, the Aztec
Vortex 2 audio board's mixer has a
10-band graphic EQ that allows for
more delicate tonal adjustments of
the sound coming out of the
Cambridge Microworks speakers.
One oddity we found was Aber-
deen’s having a DVD-ROM drive
and Kenwood's new CD-ROM drive
using Zen Research's seven-beam
laser technology. This combination
would allow for DVD functionality
coupled with very fast game
installs, but neither device can
write to CD-R or CD-RW. Aber-
deen’s was the only box to arrive
with two read-only ROM drives.
Inverness’ performance is a
little mixed. While it turned in
the best secondary graphics 3D

PHOTOS BY MICHAEL FALCONER
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GameGauge score, it delivered
the second slowest primary
graphics 3D GameGauge score,
owing to the fact that it uses
Matrox's adequate, but already
dated, Millennium G200. In fact,
the initial G200 driver that arrived
with the system wouldn't com-
plete either the 3D WinBench 99
or 3D GameGauge tests. A driver
update fixed these problems, but
even with this new driver, Aber-
deen’s 2D/3D card choice also
hurt it in the Fill Rate Torture Test
in which it finished last of the sys-
tems that completed the test. This
card's 3Dfx performance is plenty
fast, but a 2D card swap would
improve its system, as would a
better array of game controllers.
Aberdeen's offering has most of
the right ingredients, but its rough
edges and odd 2D/3D choice keep
it out of the winner's circle.
Aberdeen Inverness D49G.
$5,699. Aberdeen, Inc.,, Santa Fe
Springs, CA. (888) 300-5545.
www.aberdeeninc.com
PROS: Secondary 3D qraphics
performance; easy-access case.
CONS: Slow 2D/3D graphics
board; some setup glitches; so-so
controller choices; 17-inch monitor.

wWww.campt tergami ng.com
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Alienware Majestic Binary

)

lienware burst onto the scene

as one of the few system
makers doing game boxes that
give Falcon Northwest a run for its
money. The first Area 51 box we
saw impressed us with its solid
performance, and its being ready
to rock out of the box. This time
around, the Area 51 proved an
able performer, but because
several of its components were
just shipping at press time, we did
see some rough drivers, both on
its 2D/3D graphics board and on
its sound card. The bottom line on
the Majestic Binary is that it's a
well-performing box with some
stability issues.

This rig is certainly not lacking
for amenities, including Emminent
Technologies' LFT-11 magnetic
planar speakers with an NAD
amplifier, ThrustMaster’s high-end
F-22 joystick and TQS throttle, and
a Diamond modem featuring that
company's Shotgun technology,
which bonds two 56K modem
connections together for a total
throughput of 112Kbits/sec. The
Majestic features the SuperMicro
case (also found on the Aberdeen
box), and once you pull the front
panel, dual swing-out doors make
the box very accessible. The Area
51's Award BIOS allows for many
low-level tweaks; it even reports

www.computergaming.com

both CPU and compartment tem-
perature in real-time. It also lets
you set an alarm threshold in case
things really heat up. Not likely,
given Area 51's six, yes six, cool-
ing fans. Strap a pair of wings on
this sucker, and it might actually
get airborne,

In a first for the UGM series, the
Majestic arrived with Promise
Technology's EIDE RAID (Redun-
dant Array of Inexpensive Disks)
controller and two EIDE hard-
drives. EIDE RAID arrays are a rel-
atively recent arrival, whereas
SCSI RAID arrays have been
around for years. The idea is pretty
simple: Two (or more) drives are
faster than one, and Alienware
runs this array at what's called
Level 0, meaning data is “striped”
between the two drives to
increase performance. So, two
9GB drives actually appear to
Windows 98 as a single 18GB
volume. And while having two
drives doesn't translate into dou-
ble the performance, it does pro-
vide for a bounce over the tradi-
tional single-drive setup, Of
course, there is a dark side: You're
now twice as vulnerable to hard-
drive failure. If one of the two
drives gives up the ghost, the
array is toast. For a desktop sys-
tem, even a high-end killer gam-
ing box, RAID arrays are some-
thing of an overkill. What's worse,

we left all the systems on for over
24 hours, and when we "woke
up” the Majestic, the EIDE RAID
array's utility had crashed, necessi-
tating a reboot. This problem went
from vexing to downright infuriat-
ing during a heated race in NEED
FOR SPEED IIl when this utility
crashed again, taking the unsaved
race down with it Ouch.

The Majestic arrived with the
CPU clocked at 464MHz. Alien-
ware is taking advantage of the
440BX chipset having a "burn-in”
memory speed of 103MHz. By
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Full Throttle

setting the system memory bus to
this speed, it ups the CPU's clock
speed from 450MHz to 464MHz, a
3 percent overclock, The slight
bump in speed allows both boxes
to be a little more competitive
on CPU benchmarks,
although it has little
effect on 3D Game-

Gauge scores, The

Area 51's numbers

were very competitive,
and its overall performance was
impressive,

In the Area 51 you'll find a great
lineup of parts and a box that per-
forms well. But this performance is
marred by glitches ranging from
minor (shaky drivers) to inexcus-
able (EIDE RAID utility crashes).
Once Alienware works the kinks
out of these components, the
Majestic will be a contender. Until
then, it's a solid box with a couple
of gotchas to consider.

Alienware Majestic Binary.
$6,599. Alienware, Miami, FL. (800)
494-3382. www.alienware.com

PROS: Solid overall performance;
easy-access case; great speakers.

CONS: Minor driver glitches;
unstable EIDE RAID array; monitor
sync problem at 512x384.

Pure3D Nl SLI

Nokia 445XPro 21-inch
Deskstar 14 IDE RAID
Mitsumi CD-R

Toshiba SDM-1202

Eminent Technologies LFT-11
F-22Pro/TQ5
NASCAR Pro Wheel

Microsoft Intellimouse Pro
Diamond Shotgun

MIBE, vovmizvieraso iaeinmsain Promise IDE RAID controller,
10/100 Base-T Ethernet Card, NAD amplifier
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and force the world's mlubltmts to. W
bidding. Build civilizations tlutmeyoi‘a
and strike down the nonbelievers,
Populous: The Beginning, brings it all to h'ff,
with unparalleled global graphics that truly
deliver the omnipresent view of a deity.
View every inchof theworldandits
inhabitants in swirling real-time.

Its your world, do whatever you wich,
environment unlfke any orker, Popelous: The

tHE BEGIMOIICE:

Available now!
Download the denio at
wivw.populous.net
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M Performance Benchmarks
" WinBench 99
N Graphics Hard Disk CD-ROM
' Aberdeen Inverness D496 [T 405 '
Alienware Majestic Binary (/! 4390 |
Compag Presario 5600 ((FIT 3390
Dell Dimension XPS R450 (7 [TETIER——
Falcon Northwest MachV T
Gateway G450XL (T [
IDOT Pro Gamer2  CII 34704
Micron Millennia (I 2960
Alienware Hangar 18 [EFITT 2220~
Dell Dimension XPS400 (I 349
Gateway G6-350 JTT 1960 (T —— L —
BETTER 2 (BETTER 2
CD-ROM CD-ROM 3D WinBench 99 Fill-Rate
CPU Usage Access Time Primary Secondary Torture Test
Aberdeen Invemness D49G (771 1070 350 552 204
Alienware Majestic Binary 7771 96 490 (539 :
Compaq Presario 5600 [0 1214 499 . N/A 73—
Dell Dimension XPSR450 200 066 (.  NA E —
Falcon Northwest MachV £770 280 Ol e Jj &
Gateway G450XL -1 1060 | 482 = N/A 24— |
IDOT Pro Gamer2. (T, 29~ Did Not Run (DNR) DNR
Micron Millennia  E100 T 498 - (] 973 omoer—r|
Alienware Hangar 18 £ 760 375 DNR T
Dell Dimension XPS400 L7 767 499 (] (L a—
Gateway G6-350 L. 125,0 <~ 294 DNR DNR
BETTER e BETTER | BETTER [BETTER 2
NA = Secondary 3D Not Present  DNR = Did Not Run

How We Tested

esting a raft of PCs is a real challenge, but this year we have a
great suite of tests that really exercise the systems, Our lead

test suite is Computer Gaming World’s own 3D GameGauge,

which tests 3D game performance using a variety of real
games. Also debuting in this issue are the 1999 editions of Ziff-Davis’
synthetic benchmarks, Leading the pack is the heavily revamped 3D
WinBench 99, which now adds full support for DirectXs, including

'y

st
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multitexturing. There are a number of new scenes that are more repre-
sentative of 3D gameplay as well. Also new is WinBench 99, which we
use to test standard Windows performance, disk performance, and raw
CPU performance. WinBench 99 now splits out the CD tests to a new
CD WinBench 99, which now plays back actual CD accesses from real
applications, including QUAKE I1, and is a more robust test of CD-ROM
performance.

We ran 3D GameGauge at 800x600x16-bit calor and 3D WinBench
99 at 1024x768x16, triple-buffered. Triple buffering removes some of
the concerns of past versions by allowing a score to be collected that

WL COmpUleErgaming
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3D GameGauge: Primary Score (2D/3D Card)

Aberdeen Inverness D49G 71 T 7544 303 154 246.3
Alienware Majestic Binary (Lo Ty NE - Qe mm— 469.4
Compagq Presario 5600 (52 FiT] 782 079 G L —— 477.8
Dell Dimension XPS Ra50 (TETTT afummenn 180 G e 477.1
Falcon Northwest MachV (20 [T 00 13353 ¥ 446.4
Gateway GASOXL (12 P70 752 48 535 — 463.9
IDOT Pro Gamer2 [ 417318306 B64230 193.1
Micron Millennia (1 FIF I 13 - 478.6
Alienware Hangar 18 (2 FI77 M2 4009
Dell Dimension XPSA00 (L e R L1 446.6
Gateway G6-350 ([T R I ETE 1814

3D GameGauge: Secondary Score (3Dfx Voodoo? Card)

Aberdeen Inverness D49G [Tl LT om0 1397 1999 58— | 688.2
Rlienware Majestic Binary (7T 11 e Dr F Y . 1 950 671.0
Compaq Presario 5600 N/A N/A

Dell Dimension XPS R450 N/A N/A
Falcan Northwest Mach V- (T IRE T e F T A T - 675.3
Gateway G450XL N/A N/A
IDOT Pro Gamer2 (J Rt ¥ T S R 360.7
Micron Millennia /A N/A
Alienware Hangar 18 (20 [ 749 A 383.5
Dell Dimension XPS400 N/A N/A
Gateway G6-350 (2L Ir L R T T I 7 381.1
F22 ADF [ Forsaken [ icamms (U0 quare (N ouaren [ Twmok |

NA = Secondary 3D Not Present

includes the performance of the memory-buffer flip. Note that single
Voodoo? cards cannot run 3D WinBench 99's default resolution,
though SLI configurations can. However, Voodoo? SLI wouldn't run in
triple-buffer mode due to driver constraints, so we had to run the SLI
cards in double-buffer mode. We've been told by 3Dfx that the

DirectX6 drivers for Voodoo? will support triple buffering. If the pri-
mary card could support it, we also ran Rage Software's INCOMING at
1024x768, true color (24-or-32 bit color) as a “Fill-Rate Torture Test.”
We ran at this resolution to pound on the 3D accelerators, and to
simulate settings that 1999 3D titles will most likely be using.

We tested 2D graphics performance by running WinBench 99's busi-

ness graphics WinMark at 1024x768x32-bit color (24-bit color if the
card didn't support 32-bit color). Disk performance was tested using
the Business Disk WinMark, while CD-ROM and DVD performance
testing was conducted with the CD WinBench 99.

Audio testing was done by running a variety of music and game
audio through the audio subsystem. Finally, we ran the movie Contact
and the DVD version of JOURNEYMAN PROJECT 3 to see how well the
DVD players fared.

\\

A
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Compaq Presario 5600

A A
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espite being the worldwide
Dnumher one PC maker,
Compagq hasn't paid much atten-
tion to gamers—although with its
latest Presario 5600, that may be
changing. Because it wanls to
achieve a unique look
to its boxes, Compaq
is in the bad habit of
over-engineering them,
which for a gamer can
cause headaches rang-
ing from annoying to
show-stopping. There
have been reports of
users being unable to
get certain upgrade
graphics boards to run in
Compags, and in some of
its boxes, Compaq has put
the AGP accelerator down
on the motherboard with-
out an AGP slot, allowing
for no upgrade at all.

It would seem as
though Compagq has
been listening. Its latest !
high-end offering still
sports a case with that
unique look, which

a mﬂm
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makes accessibility more difficult
than other units, but this unit's
innards have a cleaner, more stan-
dard layout, and the only mother-
board-down component is the
Presario’s ESS Maestro2 PCl audio
chip. And unlike Presarios past,
this unit has leading-edge graph-

Sitﬁ!iﬁm

ics in the form of a RIVA TNT-
based AGP board, which, coupled
with 128MB of RAM and a
Pentium 11/450MHz CPU, makes
for impressive overall gaming per-
formance.

This Compaq unit is unique in
several features: It's the only rig in
the roundup to feature a 1394
(FireWire) contraller, and
it's the only one

Compaq
. .Diamond Viper 550

.Compaq 19-inch with speakers

IBM Deskstar 14GB
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to have front-mounted USB ports
as well as a single 1394 connector
placed hehind a flip-up cover. This
is a great design idea, though it's
not quite completely thought
through. Because of the box's mini-
tower shape, it'll most likely live on
the floor, but these front-mounted
ports are toward the bottom of the
front-panel (hence, near the floor),
and aren't as easy to access as
they could be. Other lowlights
include what is, hands down, the
worst mouse to arrive with any box
in this roundup.

Compagq seems to want every
piece of hardware—from mother-
hoard to mouse—to be Compaqg's
own. Not necessarily a bad idea,
but since there are so many good
mice on the market now, it seems
silly to cling to this notion, espe-
cially when the mouse design it's

still using is kludgey and hopeless-

ly outdated. Another bothersome

design blunder is that Compaq's
case still uses Torx screws, which
require you to use a special screw-
driver to remove them. Is Phillips-
head really so bad?

The news does get better once
you get inside the box, though,
since Compagq has done away
with its dreaded mezzanine bus

configuration wherein
all expansion cards live
on this board. Its
removal was annoying at
best, and a knuckle-
buster at worst. The
Compaq motherboard's
layout is actually pretty
clean, with a RIVA TNT-
based Diamond Viper 550
adorning the AGP slot,
and ESS" Maestro2 PC
audio accelerator down
on the motherboard. This
time around, Compaq's
BIOS allows for a few
more tweaks than in past
hoxes, but it's still pretty
rudimentary.

This Presario’s perfor-
mance is actually pretty
impressive, placing in the

micldle across most ZD
Benchmarks, the two exceptions
being WinBench 99's CPU bench-
marks, in which it was about the
slowest unit tested. However, it
was near the top of the class run-
ning 3D GameGauge, thanks by
and large to its RIVA TNT-powered
graphics card. Its Maestro2 audio
chip can accelerate Aureal’s A3D
API, and we encountered no com-
patibility glitches during testing.

Compaq certainly deserves the
award for most improved gaming
box, but this Presario doesn’t ship
with game controllers, nor does it
include a Voodoo? board. With the
addition of these items and a
competent mouse, Compaq may
well have a winner on its hands,

Compaq Presario 5600.
$2.799. Compagq, Houston, TX. (800)
888-0220. www.compagq.com

PROS: 3D GameGauge perfor-
mance; cleaner motherboard layout;
front-maounted USB/1394 ports.

CONS: Case innards hard to
access; doesn't include game
contralters.

www.computergaming.com
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Dell Dimension XPS R450

B ,*
A A

n a recent meeting with some of

the Dell crew, we told them,
“Don't take this the wrong way,
but one of the best things you do
for gamers is that you don't get in
the way.” In fact, that's one of
most remarkable things about
Dell's machines is that they are
such clean implementations, that
what they may lack in flash, they
make up for in solid performance
and easy upgradability. The new
Dimension R450 is no exception.
This box arrived ready to rumble,
never hiccuped during testing, and
performed well,

The R450 features a sculpted
case that's easily accessed by
removing a single thumb-screw.
Once inside, all the important
plumbing is easy to get to, and
the unit’s Phoenix BIOS allows for
basic system tweaking. This is a
well-designed case, be it ever so
plain. Other noteworthy compo-
nents are STB's RIVA TNT-based
Velocity 4400 graphics board, an
internal EIDE lomega Zip drive,
and Turtle Beach's PCl Montego ||
sound card, based on Aureal

wWww.compu te rgaming.com

Semiconductor’s Vortex2 chip
(which means that A3D support is
present and accounted for). Dell
uses Altec-Lansing's ADA-70
speakers, which are adequate, but
not outstanding.

In terms of performance, the
Dimension was solid across the
board. In ZD benchmark testing,
the Dell rig fared pretty well. The
one notable score is its Business
Disk WinMark score, which is
unusually high for an EIDE drive.
This is a result of Dell's disk-
controller driver, which locks down
a large chunk of system memory
to use as a disk cache during
testing. However, when a game's
running, this amount of memory
for disk caching weuldn't be avail-
able, so actual disk performance
will most likely be less than this
score would indicate. This isn't
cheating per se, but it does skirt
the line. Dell's CPU scores were
toward the bottom of the pack—
though you'd never know it to
look at its 3D GameGauge score,
which was just about top of the
class. We saw no image quality
problems during testing, and STB's
control panel for Direct3D and

OpenGL settings allows for some
handy tweaks, though you first
have to enable the extra settings
by editing a registry key.

All told, Dell brings a lot
together, though a Voodao? board
and game controllers of any stripe
are missing (both are available for
custom ordering via Dell's online
store), That aside, Dell delivers a
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great baseline box that you can
customize to your liking.

Dell Dimension XPS R450.
52,499, Dell Computer, Round Rock,
TX. (800) 999-3355.
www.dell.com

PROS: Solid performer; clean
implementation; no hiccups.

CONS: Kind of plain-jane; (,d\s
game canirollers or Vioodoo? board

-Pentium /450
. .128MB SDRAM

Dell 19-inch (Trinitron)
.13.4GB EIDE

EIDE Zip
. .TBS Montego Il

Dell Standard 101-key
Logitech MouseMan+
USR 56K Voice-Win




Accelerate your world.

Enter the Monster Fusion z100 Sweepstakes at: http://www.diamondmm.com/monsterfusion
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Want blistering 2D and 3D acceleration

Windows 9 . .
anone graphics card? Pick up Diamond's
new Monster Fusion. I’s the first card to fuse the
blinding speed of 128-bit 2D graphics with intense
Voodoo 3D gaming power. By harnessing the powerful
new 3Dfx'Voodoo Banshee technalogy, Manster Fusion

delivers the speed you need to survive on today's

a trademark of Diamond Multimedia Systems, Incorporated, 2880 Junction Avenue, San Jose, CA 95134. All other trademarks are the praperty of their respective owners.

battlefields. It rips through the most extreme 2D action
atresolutions\up to 1920 x1440. It delivers smoother,

faster 3D Tmages at 60 frames per second. In fact,

it ‘even tools your system for faster performance
in other applications. Plus, it includes an explosive
software bundle featuring the latest in 3D gaming.
Sonuke that slow PC. Pick up some Fusion today.

Go to #208 @ www.computergaming.com/infolink

_—~~_Fold These Pages!

To find out how we
combined 2D graphics
and 3D gaming on

a single card,
bring the twe
edges of this

ad together
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Falcon Northwest Mach V

o
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Falcun Northwest is probably
the granddaddy of all the bou-
tique PC companies. It was the
first to offer complete systems
tuned to the needs of PC gamers,
and every year it seems to get a
little better.

Falcon Northwest consistently
scores well in UGM year after year,
and this year is no exception. It's
not just the benchmarks, either. In
fact, Falcon Northwest placed sec-
ond overall in 3D GameGauge
scores, edged out anly by the
Aberdeen rig. Of all the “gamer”
rigs we tested, the Falcon
Northwest system gave us the least
trouble. The only real issue we had
was carving up the speaker cable
for the over-the-top audio system
Falcon sent us. But the company
supplied us with a reel of premium
speaker wire and a wire stripping
tool, a testament to the level of
detail demonstrated by the Falcon
Northwest crew.

The Falcon rig posted stellar
mass storage benchmarks across
the board, aided by the capabili-
ties of the Ultra2 SCSI controller
built onto the ASUS motherboard.
The Falcon system also posted the

A

highest 3D WinBench 99 scores
we've seen.

Falcon Northwest also wins the
"gut-of-the-box" award. After
unpacking it and plugging it in, it
ran without a hitch. All the DOS
drivers were there, DirectX6 was
up and running, and we had no
serious crashes during all our test-
ing. About the only odd configura-
tion item was the USB version of
the CH F16 Combatstick. | men-
tion this only in irony, as Falcon
Morthwest supplied a dedicated
CH dual port gamecard along with
the game port on the Diamond
Monster Sound MX200. About the
only thing they left out was a DVD
drive and hardware decoder.

The Mach V uses Falcon
Northwest's standard midtower
case, is quite easy to work inside,
and comes configured with two
additional cooling fans, It's a good
thing, since the Obsidian X-24 can
run pretty hot. In addition, Falcon
overclocks the system bus slightly,
running it at 103MHz instead of
100MHz. Still, we noticed no sla-
bility problems during testing.

As a final note, Falcon North-
west definitely wins the eviction
notice award. The AR Cutting Edge
is a full Dolby Prologic setup,

é\ COMPUTER GAMING WORLD + JANUARY 1999

complete with 200 watts-per-
channel amplifier. Since it reguires
a TV display in order for you to
configure it, the Mach V comes
with a TV tuner card. The speakers
not only sounded clean but easily
rocked the rafters with a variety of
musical and game material.

The bottom line is that every-
thing about the Falcon Northwest
Mach V works. Despite the com-
plexity of Voodoo? SLI, the Cutting

T . T =
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3Dgraphics ......oouennnn.
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Edge speaker setup, and Ultra2
SCSI, the Falcon system just goes
and goes. And the performance is
no slouch, either.

Falcon Northwest Mach V.
$5,999. Falcon Northwest, Coos Bay,
OR. (888) 325-2661. www.
falcon-nw.com

PROS: It's fast, it works out of the
box, and it's stable.

CONS: AR speaker system a
nuisance to set up.

. . .Viewsonic MB115 21-inch
......Seagate Cheetah 9lp

Jane’s F16 Combat Stick USB

. .Microsoft Natural Elite
...... Microsoft Intellimouse
.................. Optional

www, compulergaming.com



IDOT Pro Gamer2
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| DOT has made a splash in the
direct sales scene by positioning
itself as the first "Internet-only PC
company.” Despite this hype, you
can order over the phone.

Despite its moniker, the Pro
Gamer2 is a mainstream system
with a single Voadoo? card thrown
in for gamers. The Altec-Lansing
speakers are a cut above most
mainstream systems, but the rest of
the system is pretty unremarkable.
The Intel i740-based primary
graphics card posted some of the
lowest scores in the roundup,
conceding last place only in 3D
GameGauge and 3D WinBench 99
to the RIVA 128zx on the much
slower 350MHz Gateway Bang for
the Buck system. The Best Data
Voodoo? card also posted the low-
est secondary card 3D GameGauge
scores as well, again trailing the
Gateway's Voodoo? scores. We had
to check twice to make sure there
was a 450MHz CPU in the box.

The Pro Gamer2 comes in a
fairly typical mid-tower case that's
slightly bigger than the Dell XPS
tower. In many ways the IDOT sys-
tem feels like a classic “screwdriver
shop” system, It's built from a rea-
sonable laundry list of components,
but little effort has been made in
integrating the parts into a whole
system. For example, despite the
presence of the IBM Deskstar 14GB
hard drive, the IDOT posted one of
the lower Business Disk WinMark
scores in the roundup. Another
example is the presence of the

www.compulergaming.com

Altec Lansing speakers that come
with very handy USB controls, But

when we booted the IDOT system,

the USB speakers’ driver wasn't
properly installed, so we got the
dreaded “yellow circle” in Device
Manager. DirectX6 was also MIA.
A knowledgeable user could get
everything up and running over
time, but we have to question
whether it's worth the effort.

Full Throttle

Phoenix
Diamond Viper 550
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lomega EIDE Zip
Sound Blaster PCI 128

Micron Standard 101
Microsoft with wheel
USR 56K Win Internal

1DOT, Austin, TX. (888) 388-4368.
www.idot.com

PROS: Good speakers, decent
audio, no serious glitches,

CONS: Slow; not well tuned:
mediocre primary graphics.

IDOT needs to go back to the
drawing board and do a better job
of understanding gamers’ needs
and the performance requirements
to compete against the big boys.

IDOT Pro Gamer2. 53,499,

here!

Voodoo Banshee
Riva

Blaster
Live!

"."wwwc'«-'lgamers com -

Unhmlted choice of hardware & software-"
= GO TO #069 @ www, computergaming.copy/infolink™ -
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It’s a dark cave. Inside your head, you hear your heart pounding.
Damp echoes resonate from the slow drip of water. A low rumble.
Click —a gun is being cocked to your right.

You spin. You duck. You freeze in fear.

Bullets tear past you and ricochet from every angle.

You can’t see her, but you know exactly where she is.
Y

Great games deserve great audio. Look for this logo or visit
www.env-audio.coml/listen/

So real it has to be live!

Environmental
Audio’

by CREATIVE®

Go to #154 @ www.computergaming.com/infolink

3 1998 Creanve Tethnology 1d Al nghts reserved. Creative and the Creative loga are vegistered trademarky, and Enmiroamsental Audho i 2 rademark of Creative Technalogy Lid. w the Umited Statey andfor other toumines.
A other sademarky are the praperty of their respective awnens. Lnked ks are expested 1a sppart Envitsamental Audio by early 1999,
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Micron Millennia

¥ K Xk ok

M icron is a company that's flirt-
ed with doing serious gaming
hoxes before. Its original Fusion 3D
package featured a 3Dfx Voadoo-
based board, along with basic
game controllers. But the company
hasn't quite gotten the message
across about its offerings to
gamers. And with the arrival of
nVidia’s RIVA TNT chip (which finds
a home in this Millennia), putting
in a 3Dfx board has become less of
an imperative, and is now more
important for Glide support. Still,
Micron produces a box with a sim-
ple, clean implementation that
doesn't get in the way of whatever
else you want to put in it. The rig
features strong components,
including Diamond's Viper 550
graphics card, an Intel mother-
board, and 128MB of memory.

In some ways, this box and the
Dell Dimension are becoming indis-
tinguishable: They both use the
same case, the same CPU, the
same graphics board, and the same
keyboard. But Micron uses different
audio components, including the
Sound Blaster PCl 128 and, more
notably, Monsoon Multimedia's
new MM-1000 magnetic planar

A

speakers. For gamers, these choices
present a curious trade-off. On the
one hand, you've got a sound card
that won't support A3D, and only
has limited support for Creative’s
own EAX 3D audio standard. But
this sound card talks to a good-
sounding pair of speakers that can
render twa-speaker 3D audio very
well, Because Micron and Dell have
found the same case maker, both
systems’ innards are easily
accessed, and because they use the
same motherboard, system compo-
nents are well laid out and easily
reached.

The case has a pop-off panel
that hides the system'’s internal
EIDE Zip drive, and once you pop
the case open, you'll probably
never put it back on. Both systems
use Intel's standard Phoenix BIOS,
which allows for basic system
tweaks, but which lacks the
detailed settings of an Award BIOS,

Staying true to form, the
Micron performs well in most of
our tests, with the one exception
of its slow Business Disk
WinMark score, which was the
slowest of the lot. But Micron
turned in the fastest 3D
GameGauge score by a nose, just
edging out Compaq and Dell. The

.é\::&.'\ COMPUTER GAMING WORLD = JANUARY 1993

Micron fired right up and gave us
no headaches during testing.

For gamers, Micron's Sound
Blaster 128 gives it something of
a disadvantage when compared
to Dell, which uses Turtle Beach's
Vortex2-based Montego Il card. If
you changed the sound card, say,
to a Vortex2-based board or
Creative's Sound Blaster Live!,
the choice between the Millennia
and the Dell Dimension would

become almost a coin toss
(although the Dell Millennia
is cheaper).

Micron Millennia. $3,049.
Micron, Nampa, 1D. (800) 209-9686.
www.micronpc.com

PROS: Excellent 3D GameGauge
performance; clean design; easy
dccess.

CONS: Sound Blaster 128;
no Voodod? ; no bundled game
controllers.

Motherboard . ..

2D graphics
Graphics RAM
3D graphics
Monitor ....
Hard drive .

Removable storage ...
Primary audio
Secondary audio .
Speakers

Game controller 1. .

Game controller 2
Keyboard

Phoenix
Intel 740

Digital Research 21-inch
IBM Deskstar 14GB

wwaw.oompul ler, gaming. com
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Gateway G450XL
XX X Ak

G ateway has long been the supplier of value PCs direct to the customer.

The G450XL continues that tradition, offering a Pentium Il Xeon system Intel Spearfish
for home users. ! Phoenix
You would think that a system using Intel's high-end CPU, the 450MHz [ gra!JhEM
Xeon, would outpace the other systems. You would be wrong. The key dif- Sl ;
. ) i . 3D graphics
ference between the Xeon and the standard Pentium Il is that the Xeon's 5 :
. Monitor - . .Gateway 19-inch VX900
Level 2 (L2) cache runs at full clock speed (450MHz), whereas the Pentium I1BM Deskstar 14GB
. [ 4
I 5 L2 cache runs at half spe.ed (225MHz). The Gatgway acltuallgf p|d(..El'.| Philips CDD3610 CD/RW
third in 3D GameGaugeblestmg, The Dell system, with the identical video Toshiba SD-M1202
card, but a "mere” Pentium |1, ran a tad faster, and even the mare limited Removable
Compaq fared better. It's true that the raw CPUMark 32 score was some- Primary audio
what higher, but it's also true that raw CPU performance doesn't always Secondary audio
mean higher frame-rates, Speakers
The Gateway was an odd mix of high-end and low-ball parts. The huge Game controller 1
Xeon CPU, plus the big coaling duct, took up a vast amount of room Game controller 2
inside the spacious full tower case. The Velocity 4400 20 and 3D perfor- Keyboard Gateway Smart Keyboard

mance kept up with the other system’s graphics performance. But the L T7T - S . - .Microsoft Intellimouse
AudioPCl sound chip is a mediocre one, though the Boston Acoustics
speakers are top-notch. The lack of a Voodoo? card was an odd omission
for something that's ostensibly a high-end gamer's rig. Even Gateway's
budget system had Voodao? on board. Still, the Velocity 4400 should do quite well for all but Glide-only titles.

The G450XL is well positioned for future expansion. There are two free PCl slots, room for memory expansion, and several free drive bays. In addi-
tion, the beefy power supply should provide ample power for even Voodoo? SLI should you want to add it. It's easy to work inside the case, even with
the gigantic Slot 2 CPU installed. The BIOS is a typical Phoenix BIOS, which means you really can't tweak it much.

If you have a solid reason to have a Xeon-based system, such as computer-aided design work or
manipulating big databases—but want to do some gaming on the side, the G450XL might be a good
bet. But don’t get Xeon just for gaming; it won't give you any added punch in game performance.

Gateway G450XL. §3,700. Gateway Computers, North Souix City, SD. (800) 846-4208.
www.gateway.com

PROS: fast; reasonably stable.

CONS: Mediocre audio; no Voodoo’; Xeon no real benefit for gaming.

www.computergaming.cam COMPUTER GAMING WORLD = JANUARY 1999 A
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et'’s face it, there are a lot of us

who'd love to drive a Ferarri, but we wind up

making our peace with driving a Ford. Usually, a gaming
system with a $6,000 price tag and an intact marriage are mutually
exclusive. This year the news on the Bang for the Buck front is very
good, indeed. Instead of that “Ford" gaming rig being an Escort, it's a
Mustang. Thanks to cheaper memory and CPU prices, we have low-
ered the price limit on these systems from $2,500 to $2,000 and still,

the slowest CPU was a Pentium 1l/350MHz, which
ain't too shabby. But the real stand-out here was Dell,
whose Pentium 1/400MHz with a 16MB STB RIVATNT board
took top honors, and even nipped at the heels of the big boys. These
boxes do cut a few corners, such as smaller monitors, less memory
{64MB in lieu of 128MB), or smaller hard drives. The bottom line is
that you can get yourself a very competent gaming box—minus some
amenities—that won’t leave you wearing a barrel.

Alienware Hangar 18

/‘{ /‘r /‘ **

n contrast to their well-hung

Majestic Binary, Alienware's
Hangar 18 offers good value at a
reasonable price.

If it weren't for the headaches
we encountered trying the get
the $3 Savage3D-based primary
graphics card to work, we'd have
liked the Hangar 18 a lot belter.

On paper, the Hangar 18
seems like a great system: It has
a reasonably fast CPU, leading-
edge primary graphics, Voodoo?,
and a compelling audio solution.
But the Hercules Terminator
Beast AGP graphics card, which
uses $3's Savage3D accelerator
chip, proved to be an enormous
headache.

One set of drivers wouldn't run
the benchmarks. The next set ran
the benchmarks, but wouldn't
run the games. The set after that
crashed the benchmarks again.
We finally got it to run, but
even then, we saw dropped trian-
gles in 3D WinBench 99. All in
all, it's not an auspicious start for
a system,

The rest of the system seems
pretty solid. The Hercules
Stingray/2 Voodoo? card fared
better, posting the highest score
for a single Voodoo? of all the
systems in 3D GameGauge.

The Elan Vital T10-AB case has
been modified with an additional

cooling fan to keep the system
humming along. As an aside,
this is a great case that's very
easy to get inside when you
want to add new peripherals.
The audio is certainly among the
best of the low-end boxes:
Cambricdge’s four-speaker PC
Waorks setup ties in perfectly
with the Sound Blaster Live card.

The hard drive and CD-ROM
seem a little light next to the
12GB/DVD equipped Dell sys-
tem, though. But then, tradeoffs
are what it's all aboutina
$2,000 computer, and Alien-
ware's set of choices seems
pretty reasonable—except for
its primary graphics card.

In fact, I'd say that the choice
of primary graphics is what really
hurt the Hangar 18's scores. On
the surface, the Savage3D seems
to be a fast 3D performer. (Its 2D
performance is lacking, however,)
We had so many headaches try-
ing to get the Beast—an apt
name if there ever was one—
running, that we suggest
Alienware find another primary
card. Only then would this be a
compelling system.

Alienware Hangar 18.
$1,999. Alienware, Miami, FL.
(800) 494-3382. www.
alienware-pc.com

PROS: Strong audio, Voodoo?,

CONS: Poor primary graphics;
madest mass storage.
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2D graphics . ..

Graphics RAM

3D graphics

Monitor ..

Hard drive

CD-ROM

DVD-ROM

Removable storage

Primary audio

Secondaryaudio .........o0neveinriiiienranssnand N/A

Speakers Cambridge 4-channel PC Works

Game controller 1 ... MS SideWinder Gamepad

Game controller 2 MS SideWinder Joystick

Keyboard ... IBM Standard 101-key
MS Mouse w/Wheel

Hercules Stingray/2
Nokia 17-inch

www.computergaming.com



#900% COMPATIBLE With™

virtually all PC games

JUESTTSADIOINET P A STHHIE G AMIET, o
BE IN THE GAME

BIERSIINAET HERS G0 @RS design by
BE IN THE DRIVER'S SEAT . .

fh_almuujg_m.ﬂ_

BE IN THE HEAD OF YOUR HERO

With the UR GEAR helmet and Double Device Technology you can be in\

control of your racing car with a joystick or steering wheel and still look

around at the same time. Pilot an airplane with any device you like and

turn your head to see the enemy without touch-

/5 ing a key. Be able to see everywhere...indepen-

‘@J =2 dent of the direction you're going. Fire at will. Be
) P i the game. Be in the head of your hero.

Go to #0390 @ www.computergaming.com/infolink
VAILABLE AT:Eabbage's Elc - DISTRIBUITED THROUGH: fhcrocentral
head.com - Electronc Boutique - Fry's Electronic
Cyberan Oulpost = AND OTHER RETAILERS For further informations:

www.Linionrealit y.COm
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CHECK OUT THE MAP SCIENTIST AT WORK...
WWW.POWEREDPARTNERS.COM

ries, Inc. A RECOTON COMPANY. All rights reserved. Advent®‘and Powered Partners® are trademarks of Recoton Corporation. Unreal™ @ 1998 Epic
s Reserved. Created by Epic Megagames, Inc. in collaboration with Digital Extremes. Published and distributed by GT Interactive Software Corp.



Escape to a gaming experience like
nothing you've ever imagined. With
Advent Powered Partners sound systems,

you'll feel those relentless Brutes and
15-ton Titans—long before you see them.
No doubt Advent's unreal power will save
your so-called life. Powered Partners. For
intense sound the way it was meant to be
heard, and gaming that is absolutely unreal.

SPACE-SAVING, COWN-FIRING SUBWOOFER
MOUNTS ON THE WALL OR LINCER YOUR PESK!
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Dell Dimension XPS400
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D el is the undisputed king of the direct sellers, and
the XPS400 is a good reason why it has managed to
stay on top. This system was a delight to set up, install,
and run, and the price point is astonishing. You get a
A400MHz Pentium I, 96MB of SDRAM, and solid graphics
and audio—all for under $2,000. The only quibble we
have is the lack of Voodoo? and the somewhat cheesy
speaker system.

The combination of the RIVA TNT-based Velocity 4400 and
the 400MHz CPU simply blew away the low-end
competition in the test scores. Both the synthetic bench-
marks and the 3D GameGauge scores were higher than the
other sub-$2,000 systems by a fairly wicle margin. The
downside is that you don‘t get Voodao? for the $2,000 price.
But if you really came across a 3Dfx-only game you just had
to play, you could always add a Voodoo? graphics card.

As with all the Dell systems, setup was a snap, and the system

hummed along with no major glitches. The only concern we have is that
the 200-watt power supply may be anemic if you really start loading the

How LOw Can We Go?

f you have a fat wallet, it's easy to get a fast system. But
I what if you don't have a fat wallet? What if even $2,000
is too rich for your blood?

We recently went through the exercise of assembling a
couple of systems for under $1,500, One used the 300MHz
version of AMD's K6-2 and the other used Intel's 333MHz
Celeron-A CPU. In both cases, we were able to build
systems—including a 17-inch monitor—that performed
reasonably well for under $1,500,

Except for the motherboard and CPUs, the systems were
identical. Common components included 64MB of PC100
compliant SDRAM, a 5.7GB Maxtor hard drive, a Diamond
Monster Fusion AGP board (which uses the 3Dfx Voodoo
Banshee chipset), and an Optiquest Q71 monitor. An I0Magic
Vortex-based sound card and a set of Cambridge Soundworks
PC Works speakers handled audio chores.

The K6-2 system ran on an ASUS P5A motherboard, which
uses the ALi Alladin V chipset, whereas we popped the
Celeron-A into an Abit BH6 motherboard. Both boards have
one AGP and five PCl slots, plus a couple of ISA slots, and
should have performance that's more than adequate for most
games.

If we can build these systems for $1,500, then it's clear
that the big resellers should be able to offer decent gaming
systems for under $1,500—aor even less. Most sub $1,200
systems we've seen have some serious compromises some-
where—either the graphics cards are terribly slow, the
speakers tinny, or the monitor minuscule,

Of course, another use for a good 51,200 system would be
for that second system in your house. That way, multiplayer
becomes that much easier. After all, maybe the Ultimate
Game Machine setup_has more than one system....

& COMPUTER GAMING WORLD » JANUARY 1999
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Dell down with a second hard drive and Voodoo? SLI. (Though the 12GB
hard drive should hold you for awhile.)

Another concern is that the US Robotics Winmodem is a “soft”
modem, meaning thal the CPU plays a part when the modem is in use,
So if Internet multiplayer gaming is in your future, you might consider
upgrading the modem on this guy.

Most of our concerns are pretty minor. Overall, the Dimension XPS400
is one helluva bargain, offers unmatched performance in its price class,
and should serve as a solid platform for most gamers.

Dell Dimension XP5400. $1,999. Dell Computer, Round Rack, TX. (800)
999-3355. www.dell.com

PROS: Works out of the hox; great price/performance value.

CONS: No Voodoo’, cheesy speakers.

2D graphics
Graphics RAM: 16MB
3D graphics

Monitor

Hard drive

Removable storage

Primary audio

Secondary audio

Speakers 41070 418 (g st (a (o/n w0 S i e Harmon-Kardon
Game controller 1

Game controller 2

Dell Standard 101-key
Microsoft (with wheel)
USR 56K WinModem

www. computergaming com



Gateway G6-350
KXok kk

For the Bang for the Buck
roundup, Gateway sent us a
Pentium I1/350MHz box that's a
pretty solid system, except that it
marries you to Gateway's graphics
card choice by putting the chip
down on the motherboard with no
AGP slot for future upgrades. To
the company's credit, this flaw is
mitigated by the presence of an
STB Voodoo? board, but it's still an
unfortunate design decision.

2D graphics
3D graphics
Monitor

Removable storage
Primary audio
Secondary audio
Speakers

Game controller 1
Game controller 2
Keyboard

www.computergaming.com

The G6-350 is pretty much a
garden-variety beige box, but it's
accessed easily enough by remov-
ing a single thumb screw. Once
inside, we made the unhappy dis-
covery that this rig has an AGP
RIVA 128zx with 8MB of video
memory down on the mother-
board. This is unfortunate because
there is a design option for graph-
ics called "3-way AGP" that allows
for a motherboard-down graphics

Intel Tolstoy

Phoenix
RIVA 1282x w/8MB (motherboard-down)
STB Black Magic 3D
Gate EV700 17-inch

chip as well as an AGP slot for a
future upgrades, but in an effort to
keep the price down, Gateway
didn't opt for this design. The good
news here is that right next to
where an AGP slot should be is
STB's Black Magic 3D Voodoo?
board, which ably handles 3D
graphics chores—although it can't
run at 1024x768 double-buffered
with a z-buffer. Gateway's audio
choices are hit and miss. The hit is
Boston Acoustics’ impressive
BAG35s, which are just about the
most impressive low-cost speakers
we've heard. But the miss is
Creative's Sound Blaster
AudioPCl—a revamped version on
Ensoniq's very basic PCI audio
chip, which supports neither A3D
nor Creative's own EAX standard,
and it does most of its DirectSound
“acceleration” on the CPU.
Gateway gets clearly outgunned
by the other two entrants, due in
large part to the RIVA 128zx's
underwhelming performance rela-
tive to the Dell's RIVA TNT and
Alienware's Savage3D-based parts.
Gateway's poor performance is
attributable to two things: First,
RIVA 1282x's driver doesn't allow

Full Throttle

V-sync to be disabled, so part of its
low 3D GameGauge score is
caused by refresh rate issues,
Second, RIVA 128zx has about one-
third the fill rate of RIVA TNT, and
this also shows up in the numbers.
However, for secondary 3D graph-
ics performance, Gateway was
neck-and-neck with Alienware,
which also has a Voodoo? board
and a 350MHz Pentium Il CPU. In
the Fill-Rate Torture Test, the
Gateway's graphics driver gave an
error message saying it couldn't
get a proper texture format.

Despite a few bright moments,
Gateway's sub-52000 offering
makes too many compromises to
be an effective gaming box. With a
few tweaks, Gateway could have a
winner on its hands, but until it
addresses the G6-350's shortcom-
ings, you may want to pass.

Gateway G6-350. §1,698.
Gateway, North Souix City, 5D. (600)
846-4208. www.gateway.com

PROS: Fasy access; great speak-
ers; Vioodoo board.

CONS: Motherboard-down “per-
manent” graphics; RIVA 128zx no
longer stacks up well; weak sound
card choice. (4T

Bottom Line Time

Northwest’s Mach V system. This year Falcon Northwest has

I f you've got the bucks, the prime choice is still Falcon

shipped us a slightly more conservative system—no RAID
array, no DVD drive. Instead, we got a solid, high-performance
system that ran without any glitches.

As a runner-up, the Dell Dimension XPS450 turned out some
solid benchmark numbers and ran flawlessly. About the only thing
we'd add to it would be a Voodoo? card or two. This year’s
Bleeding Edge award goes to Alienware. We admire its attempt to
push the envelope, but we ran into some annoying glitches. The
frequent crashes of the EIDE RAID array were particularly worri-
some. Compagq gets the Most improved award, shipping a serious
3D'accelerator for the first time, and it can even be upgraded.

On the low end, the clear winner is the Dell XPS400. For just
under $2,000, you get a 400MHz CPU, RIVA TNT, 12GB of hard-
drive space, and'lots of memory. Again, Alienware gets some nods
for trying to push the envelope a bit, but we were quite disap-
pointed with the performance and glitches exhibited by the
Terminator Beast graphics card. Gateway's low-end system was
disappointing because its adequate, but aging, primary graphics
can't be upgraded.

Soif you have a healthy budget, then take a look at the Falcon
Northwest Mach V. If you're budget is tighter, the Dell XPS400
looks like a real' winner—but you may need to add Voodoo?,

COMPUTER GAMING WORLD « JANUARY 1999 ﬁl




IN SEARCH OF THE ULTIMATE GAMING MACHINE

New CPUs to Challenge Intel

t the recent Microprocessor Forum held in San
Jose, California, AMD, Cyrix, and Rise Technology
unveiled their 1999 wares, which were all aimed
at delivering more power for less money.
Initially the PC price-bar was set at just under
51,000, but now many vendors are talking about sub-
$800 systems, and there's even some talk of sub-$500
systems in the near future.
How will system makers pull

of not having to share its bus with slower main memo-
ry, and can run at the CPU’s full clock rate, and K7's 12
clock rate will be programmable. K7 also will support
main memory speeds up to 200MHz, thanks to AMD's
use of Digital's Alpha EV6 bus technology, which will
allow for a peak data rate of 1.6GB/sec, twice the rate
of Intel's current 440BX chipset. The downside here is
that K7 will now need its
own socket, which AMD

this off? By trimming every
ounce of fat from the sys-

iy L1 100

| dower MEE Insirastlen Cashs
Thamery L4 110

has dubbed "“Socket A.”
This presents two prob-

tem, and by using highly
integrated processors, such
as Cyrix's MediaGX, which
incorporates both graphics
and audio functionality onto

lems for AMD: The first is
motherboard-maker sup-
port; and the second is
system chipset-maker sup-
port. At press-time, we

the CPU. Intel's forthcoming

hadn't heard announce-

ments of intended support

Whitney chipset will inte-
grate an i740 2D/3D graph-
ics chipset into the north bridge (the control circuitry
and data path between the CPU and main memory), as
well as audio and other basic system functionality.
These new systems may put a PC on every kitchen
counter, but they won't be effective gaming boxes. The
good news is that all of this downward price pressure
will make mid-level, and even many faster CPUs come
down in price.

AMD unveiled its next-generation K7 processor core,
which will feature a 128KB Level 1 (L1) cache, and a
backside Level 2 (L2) cache whose size will range from
512KB to 8MB. A backside L2 cache has the advantage

from either camp,
although AMD stated that third-party makers of both
products would support K7. AMD will also be making a
K7-compatible chipset.

K7 also has a revamped floating-point unit that
features three superscalar (able 1o execute more than
one command at once) execution units, and is fully
pipelined. 3DNow! support is still present, and will help
move Direct3D games along if they use D3D's trans-
form and lighting engine.

Initial speed grades on the K7 will most likely start at
500MHz and head north after the chip debuts about
the middle of 1999. —Dave Salvator

3Dfx's Power of 2 Campaign
Aimed at the SLI-impaired

Dfx's Voodoo? Scan-Line

Interleaved (SLI) configura-

tion packs a serious amount

of 3D horsepower and still
remains the 3D king. But SLI has
been out of reach for some gamers
hecause of its daunting price tag, which was about
$600-700 when Voodoo? first shipped. Well, it seems
that Voodoo? board-maker Guillemot International is
having an SLI fire sale, offering dual 12MB Voodoo?
boards for $229. This fortuitous price drop was precip-
itated by the arrival of 3Dfx's own Banshee 2D/3D
chipset, as well as nVidia's RIVA TNT chipset, which
compare favorably to Voodoo2. But where TNT and
Banshee both trail is versus Voodoo? SLI.

IRON'WODRKS
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Voodoo? SLI does have a few limitations: First, it will
run only in 16-bit color, which for almost all current
games is fine, but 1999 may well be the year game
makers switch to using 32-bit true-color artwork, and
Voodoo? will have to dither this down to 16-bit. Also,
SLI's maximum resolution is 1024x768, which is plenty
for now, but RIVA TNT can run at higher resolutions, and
ATI's forthcoming Rage 128 chipset will do the same.

What's interesting is that thus far, Guillemot is the
only board maker making the $229 SLI proposition.
Other Voodoo? board makers such as STB, Diamond,
and Creative Labs have all dropped their Voodoo? board
prices, either by straight price drop or with rebate
coupons. Other board makers will probably follow
Guillemot's lead this holiday season. —Dave Salvator

TechWatch

3Dfx Banshee 2 3Dfx's unan-
nounced next-generation chip
that will be its only offering.
We haven’t heard of any plans
to do another 3D-only part for
the PC market, though it still
may still design 3D-only parts
for the coin-op arcade market.
As 3Dfx’s flagship (and only)
part, Banshee 2 will have to be
an aggressive performer, and
will most likely have a fill-rate
between 250-300Mpixelsisec,
which could well give 3Dfx an
edge among 2D/3D chips.

ETA: Q299

Rendition Rredline
Multimedia Accelerator
Rendition’s next-generation
part that will also feature dual
rendering pipeilines and sup-
port all DirectX 6 features. The
chip features a 128-hit memory
interface, but Rendition breaks
this into dual independent 64-
bit wide channels, which
Rendtion claims will achieve
real-world memory perfor-
mance 50 percent faster than a
128-bit bus alone, ETA: Q1 '99

Direct RDRAM Intel’s new
memory technology that
operates in a multichannel
configuration. Initial speeds will
most likely be a dual-channel
setup running at 1.6GB/sec
(800MB/sec per channel).
Katmai pracessors will be able
to use either DRDRAM or
SDRAM. ETA: Q199

Intel Katmai Intel's next round
of CPUs, with anticipated clock
speeds of 450 to 500MHz. In
additional to the higher clock
speed, Katmai CPUs will also
feature what Intel has clumsily
dubbed “Katmai New
Instructions,” a name given to
avoid calling these new instruc-
tion-set extensions MMX2. ETA:
0199

Intel 1A-64 This new 64-bit
CPU will use a new set of Very
Long Instruction Word (VLIW)
instructions and use a tech-
nology termed EPIC (Explicitly
Parallel Instruction Computing)
to execution of instructions in
parallel. ETA: 2000
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~ Yamaha Speakers .
Sound Better, Even On Paper.

With exclusive Yamaha Active Scrvo Technology

- |
‘B (YST) and spruce cone architecture, the Yamaha

: Y5T-MS528 Speaker System floods your senses
with vivid, spectacular sound that invigorates games and music.

The subwoofer and satellite speakers use superior
Yamaha YST technology to produce deep, rambling
bass that no other speakers can match. It brings
the menacing approach of a T-Rex to life with
frightening conviction.

At the heart of the compact, adjustable satellite
speakers, spruce cones deliver brilliant highs
capable of belting out screaming guitar solos.

SOUNDCARDS =

MULTIMEDIA SPEAKERS =

'BEST

© YAMAHA

TreWay Your CompuTer SHoULD SOUND.

CD-REWRITABLE RECORDERS -+

In fact, Yamaha speakers are the music industry reference stan-
dard; they're used in nearly every recording studio in the world.
In addition to the excellent sound, the YST-MS28 gives you
twa stereo inputs, a headphone output jack, magnetic shiclding,
convenient controls and total compatibility with all
computers and game sysiems.
Your ultimate computer system is incomplete
without Yamaha 5. And you can own the
YS5T-MS28 for under $80, or choose any of
Yamaha's other award-winning speakers and sub-
woofers. Becaus good as they sound on

paper, hearing them is an absolute blast!

Ameng umer Produc

HEADPHONES

MICO CENCE TigerDirect

Go to #291 @ www.computergaming.com/infolink







N THE LAND OF DARIEN, the noble Kingdom

of Aramon again fortifies itself for the

continuing onslaught of war. Centuries ago,
the once grand realm of Darien was torn into
four separate kingdoms. Using weapons forged
from muscle and steel, you'll amass an army of
footsoldiers, horsemen, cannons, catapults and
more. Your charge will be to control the vast
kingdom of Darien. Victory means the return
of honor to this once magnificent kingdom.
Defeat means an unholy rule that will alter the
course of the universe forever,

Features

~= Command the Kingdom of Aramon by swearing your life to uphold
the creed of honor.

~= Amass a mighty army of foot soldiers, horsemen, catapults, and
siege lowers,

~= Build massive castles of stone, wood, and iron to
defend against the onslaught of demonic hordes.

~= Charge into battle with weapons forged from of steel and carved
from wood.

= Build ships to carry troops and invade distant shores.

Discover the kingdom of Aramon now at www.cavedog.com 7 §';ﬂ%
o

Q1958 Humongous Entertamment, Inc. All
logo are registered trademarks of Humango

it Reserved. Total Annilhilation and Total Annibilation: Kingdarms are trademarks of Hurmanguus Entertainment, Ing. Cavedog Enteriainment and the Caveddon Entertainment
Mertaimment, Inc. Covated and published by Cavedog Entertainment, 3 division of Humanqgous Entertinment, Inc. Distributed by GT Interactive Software Corporation

P

caveda
KA Tassadinw CampAry
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The Lord of the CPU

The More Things Change...

“One Ring to rule them all, One Ring to find them,
One Ring to bring them all and in the darkness bind them
In the Land of Mordor where the Shadows lie.”

ometimes it seems that
the PC on my desk is
like the One Ring,
Sauron's ring from The
Lord of the Rings. Over
time, it becomes an
obsession, sometimes
to the detriment of fis-
cal or physical health. It beckons
you late at night when you're
best off sleeping, but instead you
find yourself wandering over to
the glowing screen, as if it is
beckoning you in some irre-
sistible fashion. Someone sug-
gests that maybe you don't need
that next upgrade and you find
yourself snarling, “My precious!”

Okay, so I'm exaggerating. In
fact, these engines of entertain-
ment we call personal computers
have become as much a part of
our lives as cars were to a previ-
ous generation. So it's time to
peer into the crystal ball for the
upcoming year and try to figure
out upgrade strategies.

present review information in a usable way. One of the other

editors pointed out that it was difficult, for example, to choose
a graphics card because the system the cards are tested on would
vary from one issue to another. That makes it nearly impossible to
compare the performance of one product to another. Because of this,
we decided it was time to create a baseline system on which all our
hardware reviews would be conducted. So I'd like to present to you
the Computer Gaming World Reference System. We'll use this for all
our performance-oriented product testing over the next 9-12 months.
In the list at right is the gear we brought together for the system.

Since our performance-oriented testing, such as graphics cards, will

be run on this system throughout most of the year, you'll be able to
compare performance of different products in an intelligent way. It's
just another way of providing you with the information you need to

0 ne of the problems we here at CGW wrestle with is how to

—J.R.R. Tolkien, Lord of the Rings

The Best of Times,
the Worst of Times

As you read this, Intel is
readying its successor to the
now-venerable Pentium II. The
code name is Katmai, and it

LOYD CASE

delivers a slew of enhancements
to the Pentium Il architecture. It's
still pretty much the P6 core at
heart, but there's a radical
enhancement to the old MMX
technology known as Katmai
New Instructions (KNI). We've
written about Katmai elsewhere,
Suffice it to say that it should
accelerate the kind of math
needed for 3D geometry calcula-
tions 100-200 percent faster
than a Pentium Il

The good news is that the first
release of Katmai will be a slot-
one CPU. That means it should
plug into most motherboards
that use Intel's 440BX chipset.
You may need a BIOS update
from the board manufacturer,
but that's about it. Katmai will
initially ship as a 450MHz CPU,
with a 500MHz part to ship a bit
later. This means that if you've
followed my past advice, and

upgraded to a 440BX mother-
board with PC100 compliant
memory, you can step up to the
next generation CPU from Intel
simply by swapping CPUs.

So Much for
the Good News

Late in the year, PC technology
will change radically. For the
industry, it's good news, because
it will generate a whole slew of
new upgrades. For those of us
that feel compelled to keep up
with the Jonses, it's bad news,
because it means we'll have to
shell out more hard-earned
dollars. For one thing, the
difference in performance
between low-end and and high-
end systems will start to get
wider again. In the past few
months, tech savvy users have
upgraded to Pentium Il class
systems by getting Celeron or

Katmai can accelerate the kind of math
needed for 3D geometry calculations
100-200 percent faster than a Pentium IL. |

The Computer Gaming World Reference System :
Intel SE440BX motherboard

make an informed buying decision.

A COMPUTER GAMING WORLD » JANUARY 1933

56K modem

(Similar to those used by Dell and others)

400MHz Pentium Il
{By year's end, this will be the entry level CPU)

128MB PC100 compliant SDRAM
10GB, 7200RPM EIDE hard drive
RIVA 128ZX-based

(Primary graphics card)

12MB Voodoo?

(Secondary graphics card)

17-inch monitor

Uortex—hased PCl audio card )

www.computergaming.com



LOYD CASE

These engines of entertainment we call personal
computers have become as much a part of eurlives
as cars were to a previous generation.

Celeron-A CPUs and clocking
them up so they glow like the
One Ring tossed into a fire. But
although the Celeron line will
step up to the 100MHz system
bus in 1999, there will be no
Celeron with Katmai New
Instructions.

Celeron itself will be chang-
ing. Future Celerons will be chip-
based, and will plug into—get
this—yet another socket format.
No, it's not socket 7. It's not
socket 8. It's socket-A.

The Once and
Future PC

One discussion at the Intel
Developer forum went into great
length on the wonders and bene-
fits of software audio. In other
words, instead of having a sound
card, you'd have the CPU process
all audio data. Intel suggested
that on a 300MHz Pentium I,
“233MHz will be free after audio
processing.” Gee, and | thought
with all these hardware accelera-
tors coming out for 3D graphics
and audio, we'd finally have
some spare CPU cycles for game
Al and physics. Intel thinks other-
wise, and would just as soon you
use those CPU cycles for sound
processing—meaning if you
want better performance, you
pay more money for a faster
CPU. Guess what: Soft audio will
be targeted for low-end (51,000)
systems. Core gamers willing to
shell out bucks will of course get
a Katmai CPU and a PCl sound
card with DirectSound accelera-
tion. The performance difference
between high end and low end
will get even greater.

Intel also wants to eliminate
legacy hardware—which means
no more ISA bus. While this will
cause some financial pain for
people who might buy a “legacy
free” system, it means, in the

www.compulergaming.com

long run, better performance and
easier upgrading. This is one
change that I'm applauding.

Then there’s Rambus DRAM
(RDRAM). RDRAM is a new
memory technology that promis-
es to speed up the rate at which
data is moved between memory
and the CPU. Coupled with
Katmai's streaming memory
technology, we may see system
hus speeds of 133MHz, 200MHz,
or more, Of course, it means that
if you upgrade to a RDRAM-
capable motherboard and you
want to use RDRAM, you get to
throw away all that SDRAM you
bought. There is a bit of good
news: Those motherboards
should also support SDRAM,
easing the transition a bit.

As 1999 draws to a close,
we'll see the appearance of
FireWire (IEEE 1394) as a disk
interface in PCs, supplanting
both IDE and SCSI. FireWire will
be faster than either, and can
support hot swappable hard
drives. To complement this, a
new technology called device
bay may start to appear on PCs
by year's end. Today, installing a
hard drive or CD-ROM means
turning off the system, opening
the case, removing the hard
drive, screwing in the new one,
and so on. With device bay, you
just pop the old drive out from
the front of the case and slip in
the new one.

Power management will
change, too. Today, we have
fairly crude setups, with modest
abilities to go to low-power
state. Future PCs will never be
completely turned off (like
newer model televisions).
Instead, when you hit the power
switch, the system will go into a
very low-power slale. Pressing
the power switch again brings
the system back up. To some

extent, you see this today, but
the capabilities will be much
more sophisticated.

The Dawning of a
New Age in Predictions
So it looks like my general
advice to build systems with
upgrades in mind may change
by the end of 1999. At that
point, it may be better to buy a
new PC than to upgrade an

existing one. My big fear is that
PCs will become like modern
cars. Ever try to "tune up” a car
with an onboard computer and
fuel injection?

At any rate, 1999 will be an
interesting time for PC users and
gamers. The only thing we can
do now is wait to see what pans
out and how much thinner our
wallets will get. Now, where's
that damned volcano? {97

Tech Tips

My multiplayer games seem to have some lag over a
local area network. Is there anything | can do to

improve performance?

There are a couple of things you can do. First, if you're
using TCP/IP, and you don't have to a network administra-
tor to worry about, hard code your IP addresses. If this is
an internal-only LAN, you can set the addresses to
192.168.0.xxx, where xxx can range from 1 to 255. Set
the subnet mask to 255.255.255.0. Second, unbind your
IPX protocol from file and print sharing. You can do this
by going into the network control panel and unchecking
the boxes for file sharing and print sharing in the IPX pro-
tocol property sheet. If you have TCP/IP enabled (and you
shauld), then you'll still have file sharing and print shar-
ing, but overall performance during IPX net gaming
should improve, since the network isn't trying to do two
things at once. TCP/IP games don’t seem to be affected.

Help! I just installed Frontpage 98 and now I have
problems connecting with Compuserve!

Frontpage 98 has the nasty habit of installing an older
copy of Winsock, even if you're running Windows 98. The
only thing to do is load the newer version of Winsock off
the Windows 98 CD. The Windows 98 WINSOCK.DLL file is
in the file PRECOPY1.CAB in \win98 on the Windows 98
install CD. You can get it by using the extract command
from a DOS window: extract /a x:\precopy1.cab
winsock.dll /I c:\windows\system (where “x" is your CD-

ROM's drive letter).
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THE "GREY"
Intel Pentium Il 350MHz w/MMX
Abit BH6 1-AGP 5-PCI 2-1SA Slots
Intel 440BX Motherboard 512K Cache
Expandable to 384MB SDRAM
" | PC Power Cooling K-1 CPU Fan
w SDRAM (PC-100)
MB 3.5" Floppy Drive
Canopus. SPECTRA 2500 TNT 16MB
6.5G _- Hard-Drive

- ATX Full-Tower Ca
Kool!.lau Video Coolin

M!crosoﬂ Intellimouse PS/2
R obotlcs 56K V. 9I} Fax/Modem

THE, "HI M
Intel Pantium il 400MHz w/MMX
- _ Abit BH6 1-AGP5-PCl 2-ISA Slots
Intel 440BX Motherboard 512K Cache. i BD e
Expandable to 384MB SDRAM ] {1
PC Power Cooling K-1 CPU Fan |
128MB SDRAM (PC-100) : T
1.44MB 3.5" Floppy Drive |
Canopus SPECTRA 2500 TNT 16MB i 11
- Canopus Pure 3D Voodoo212MB | ‘* i
Witchdoctor TV-OUT . i L
10.1GB Ultra-ATA Hard-Drive T A | ﬁ 1

LR BT L

= 3 'v\ =

WAL,

SoundBlaster LIV, ap S uﬂw
Cambridge. 4-Puln Surround |
Speaker/Subwoofer System
Toshiba 32X CD-ROM Player I |
ATX Full-Tower Case 300 Watt PS
KoolMaxx \;I;!éo Cooling System
104-Enhanced Keyboard o
Microsoft Intellimouse PS/2 !
US Robatics 56K V.90 Fax/Modem

Windows ‘98 Operating System )

Free Installation & Configuration

of Favorite Games/Latest Drivers

PRICE: $2,499.00

JALIEN N WARE)

WWW.ALIENWARE-PC.COM

"BOTTOM LINE: If you've got the money to
¢ spend, this is the gaming system to own."

THE "AREA-S1VR"
Intel Pentium Il 460MHz w/MMX

Ablt BHE 1-AGP 5-PCI 2-ISA Slots

ntel 440BX Motherboard 512K Cache
dable to'384MB SDRAM

Power Cooling K-1 CPU Fan

128MB SDRAM (PC-100) | :
1.44MB 3.5" Floppy Drive | |
Canopus SPECTRA 2500TNT 16MB | f
Canopus Pure 3D Voodoo2 24MB. |
SLI-Mode Witchdoctor TV-OUT |
H3D Stereoscopic VR Glasses i
14.4GB |BM Deskstar HD UQBBRPM’ J

" ‘lomega Internal ZIP Drive 100MB /

SoundBlaster LIVE! 3D Sound | /
Intensor Sensory Gaming|Chair | / -
. Speaker/Subwoofer System | /
Toshiba 3rd Generation DVD Playe! _.
ATX Full-Tower Case 300 Watt PS | { /
KoolMaxx Video Cooling S'ystem { f /
104-Enhanced Keyboard | | ;
Microsoft Intellimouse PS/2 { /
US Robotics 56K V.90 Fax(Modem /

. '
Microsoft Sidewinder ForceFeadback Joystick.  /

Windows '98 Operating System | il

'.S.Fraelnstallatlon&Conﬂgilratio{l P e /a

'L"_*w"' ‘qu ﬂ'*v?ﬁ‘ m*‘

Favnr[le Games/Latest Drivers. J-’ /

F RJEE- $3, 799 DD

v TR j A Ay
Q uality Maniturs -

17! lewsonicwa 26dp a
19" Viewsonic V85 .26dp a
21" Vibwnonlc PB10 .25dp

Toll Free: 1-800-494-338¢2

13398 Southwest 128th Street M!ami Florida 33186
Product names used in this
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TWO RECIPES FOR THE ULTIMATE GAMING MACHINE

NO HOLDS BARRED

COMPONENT PRODUCT PRICE WEB ADDRESS

Motherboard ASUS P2B-LS $294 WWWLASUS.COM

CPU Pentium 11450 5497 wawvintel.com

Memaory 256MB of Corsair PCI00 SORAM 5424 NIA

Disk Contraller Built-in Ultra2 SCSI NIA

Primary Graphics Canopus Spectra 2500 5199 WWW.CANDPUSCO, com

Secondary Graphics Quantum3D Obsidian X24 $426 www.quantum3d.com

DVD Decoder Quadrant Cinemaster 5102 NIA

3.5" Hoppy Drive TEAC 520 www.leac.com

Hard Drive Seagate Cheetah 18 §1,215 www.seagate.com

Backup lomega laz 2 5318 www.lomega.com

CD-ROM / DVD Pioneer SCS1 DVD-302 5130 W pioneerusa.com

Monitor Sony SO0PS $1,128 WWW.Sony.com

Primary Audio _ Creative Sound Blaster Live 583 www soundblaster.com

Speakers LFT-11 5500 www.eminent-tech.com
Altec Lansing ACS-43 - §50 wewwaltecmm.com

Madein 3Com ImpactlQ $200 www.3com.com

Metworking NiA

Case Supermicro 7504 $154 WWW.SUDEIMICIO.Com

Poweer Supply fuJ_rbacou! 300 $129 wwwe pepowercooling.com

Keyboard Logitech Newtouch $45 wwwlegitech.com

Mouse / Pointing Device Logitech Cordless Wheel Mouse £44 www logitech.com

Action Game Contraller Microsoft SideWinder Freestyle §75 www.microsoft.comfardware

Flight Joystick ThrustMaster F22 Pro $129 v thrustmaster.com

Thiottle ThrustMaster TQS 5109 wovnwthrustmastercom

Rudder Pedals ThrustMaster Elite RCS $19 woww.thrustmaster.com

Driving Contrals ECCI CDS 4000 51.129 ourworld.compuserve. comhomepages/extreme/

[ rorn.. — TN

COMIPONENT PRODUCT PRICE WEB ADDRESS
Motherboard Abit BHO 598 wawwabit.com.tw

Cru Pentium 1400 + fan $369 wwwiintel.com
Memory 64MB PC100 SDRAM 5109 NIA

Disk Controller Builtin UDMAB3 NIA

Primary Graphics 5T8 Velocity 4.40_0 §134 wwww.sth.com
Secondary Graphics Diamand Monster 30 1l 12M8 $139 wovw.diamendmin.com
Floppy Drive TEAC - 520 WAL TRAC.COm

Hard Drive 1BM Deskstar 14 10.1G8B drive $229 www.ibm.com
CD-ROM / DVD Kenwood Multibeam 5119 v kenwoodeor.com
Monitor - Optiquest V75 §345 www.optiquest.com
Primary Audio Turtle Beach Montego. £04 WWW VYR .com
Secondary Audio NA NIA

Speakers Bostan Acoustics BAB3S £89 www,bostonacoustics.com
Modem LS Rohotics V.90 113 waww.3com.com
Networking NA NIA

Case Elan Vital T10-AB HE] wowvelanvital.comaaw
Power Supply Built-in, 235W NiA

Keyboard Logitech Newtouch $45 wwwlogitech.com
Mouse / Pointing Device _ Logitach USB Wheel Mause 522 wwwlagitech com
Actlon Game Controller ThiustMaster Rage3D 529 v thrustmaster.com
Flight Controls CH F16 Combat Stick 579 waww.chproducts.com

_—— m $2,122 j

We have made every effort to ensure that this information would be timely and
accurate. However, new hardware is constantly being released, and magazine production and distribution involves an 8- to 10-week delay. In cases where new products were close
to release at press time, we have kept our current top choice so that we recommend only finished products we have tested. Lists compiled by Dave Salvator and Loyd Case.
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Let’s talk about your Gateway,,

© 1998 Galuway 2000, Inc. All rights reserved. Gateway and the Gateway styllzed logo are trademarks, and Your:)War is & service mark of Gatewsy 2000, Ine. The Into! Inside Logo, Intel and Pentivm are registered

trademarks, and Pentium Il Xeon i3 o trademark of tha Intel Corporation. All other brands and product names are ks of regl af thoir respl All prices and configurations are subject
to change withaut natica o chiigation. Prices do not Include shipping and handling or any other applicable laxes. Many Gatawiy | ane o Gateway ilicali which may vary from retail versiens of the
1! andiar In functionali or patibility. 1. Gat purchases will quality for the Your:)Ware program by 1) financing through a Gateway authonzed lender: 2) alx monhs of
gateway.nct™; and/or 3) buying an additional software bundle. Trade-in avaliable at any timn betwoen the first day of the 24th meonth and the last day of the 49th month atter delivery of Your:)Warn product, Trade-in credit is
only available if you purchase a new y product, y will give yau the average wholesale valug on the YourJWare product, in good condition as ined by y's solo ian, using the then current
Crivn Blue Book or angther, simitar ¢o ially intustry d i by Gataway, Other terms and conditions apply. Call our toll-free number for dotalls. 2. Maximum dita transfor rate depandent upon
cortain variablas, including particular modems with which you aie commyrjicating, telephiens bnes, ications soltware an? inieg protacals. 3. Call ]-BOD-GA’?M‘?OT write us at Galeway
Terms & Condiions, PO. Box 1951, Nort 1éloux g‘lly. gb 517049-19_51 for a free copy of our |imll?d warrantly on-site service a?reements, and installation
Il be provided for product purchased and located in the

ggre_ements. | oug Gatewag llschn cian_determines an op-sile visil is neqessa[g‘ on-site service wi [ C i
ntinental United t%tas Alaska, Hawaii, Puerlo Rico and Canada (excludmg mice, keyboards, monitors and Solo portables). On-site and installation services
are administered by Technology Services, Inc. See agreements for specific terms and limitations. 4. Loan ing) on approvad crodit through indupendent lendar
Payments based on 48-month term and an Annual Parcentage Rate as low as 14.8%. Your APR may b higher. 2% access check fee {S2min /S15max.); not applicnblo to Gateway purchases, 5. 514,95 gateway.net pricing
based on G-manth commitment. 515 fan far parly £14.85 lor unlimited hours not lable in all areas.




Killer graphics. Killer acoustics. Killer speed.
A computer that understands your sensitive side.

pentiume||

xenn.uf

At Gateway, we have just the computer you need to keep on top of the latest technology

and wipe out your gaming rivals. Like the GX-450XL. It's got an Intel* Pentium® Il Xeon™
processor with 450MHz — the fastest out there — and lots of other great stuff like a 128MB
SDRAM, a 16MB graphics accelerator, and a Boston Acoustics® Digital MediaTheater™ sound
system. Plus with our Your:)Ware™ program' — which gives you the option to trade it in toward
the purchase of a new one after two years — you can stay up to speed with the latest

technologies. Besides, these features will also come in handy for that other part of your life —
you know, the part that occasionally uses a computer for something other than saving the

planet from alien invasions.

Every Gateway client is unique, and so is every Gateway™ PC. These systems are just

examples of what we can build for you.

Blast Off .
G6-450

= Intel” Pentium® Il Processor 450MHz with 512K Cache
= 64MB SDRAM
= EV700 .28 Screen Pitch 17" Monitor (15.9" viewable)
= 16MB AGP Graphics Accelerator
= 10GB Ultra ATA Hard Drive
* DVD-ROM & MPEG2 Decoder
= 3.5" Diskette Drive
= SoundBlaster® AudioPCI™ 64D
= Boston Acoustics® BA635™ Speakers
= LS. Robotics® 56K Voice Winmodem
» Mid-Tower Case
» MultiFunction Keyhoard & Mouse
* Microsoft Windows® 98 & MS* Home Essentials™ Software
= Extreme Gaming Il Software
(Content suitable for ages 17 and older,)
* Gateway Gald™ Service’

As low as $59/mo. for 48 mos.
or $2098°

Internet access provided
by gateway.net™
for $14.95/mo.’

Hyperspace
G*p-:S XL
* Intel* Pentium® Il Xeon™ Processor 450MHz with 512K Cache
* 128MB SDRAM
* VX900 .26 Screen Pitch 19" Monitor (18" viewable)
* 16MB NVIDIA™ RIVA TNT™ AGP Graphics
* TV/FM Tuner Card
« 16GB Ultra ATA Hard Drive
* DVD-ROM & MPEG2 Decoder
* Philips” CD-RW (CD-Rewritable) Drive
« 3.5" Diskette Drive
* SoundBlaster AudioPCl 64D
* Boston Acoustics Digital MediaTheater
3-Piece Speaker System
+ U.S, Robotics 56K Voice Winmodem
* Tower Case
* MultiFunction Keyboard & Mouse
* Microsoft Windows 98 & MS Chaice Software
* Gateway Gold Service®

As low as $112/mo. for 48 mos.
or $3999¢

™

call ‘i-_6¥6-857

www.gateway.com/yourware

Go to #253 @ www.computergaming.com/infolink




by Dave Salvator

ntel's Pentium Pro processor
enjoyed only a short stint as the
company’s flagship, getting
quickly overshadowed by the
Pentium Il onslaught. If you got a
Pentium Pro—equipped hox when

COMPUTER

WORLD

APPEAL: Gamers with Pentium Pro
boxes who want more speed without a
motherboard swap.

PROS: Ups performance about 25 per-
cent on games; easy installation; adds
MMX.

CONS: Still uses Pentium Pro's 440FX
chipset; no AGP; potential compatibility
problems; very expensive compared to
other upgrade aptions.

Price: §350 {street)
Manufacturer: Intel
(408) 765-8080

www.intel.com

REVIEW « INTEL PENTIUM Il OVERDRIVE PROCESSOR

More Power, Scotty

they came out, you're probably
thinking about upgrading your CPU
and motherboard. Well, Intel has
another option for you to consider:
a Socket 8 Pentium Il OverDrive.
Speed grades for 180MHz and
200MHz Pentium Pros are 300MHz
and 333MHz, respectively. Intel
says that this OverDrive will be the
last one in its product line and will
effectively turn a Pentium Pro box
into a Xeon machine. Like Intel’s

PERFORMANCE BENCHMARKS

WinBench 99

Xean, the
OverDrive's
512KB L2 cache
runs at the CPU's
full clock speed, which moves
things along faster. But also like
Xeon, this upgrade option is expen-
sive. In fact, you can find a Pentium
Il 400MHz CPU and a motherboard
for less than OverDrive's $550 cost.
0On WinBench 99's CPU tests,
QverDrive clearly outpaces Pentium

s o0 |
200MHz baseline
Pentfum Il g -
T AR OO - 170 = i

crunz |

3D WinBench 99

rrtrwinerack ([,

Pentium Pro FTT; 33 E.13
200MHz baseine & 33.5131
Pentium If (388 m

FTIMHs

WVooded card with 30 rel dtver (500

3D GameGauge (8x6)

Traniform m Transform and Lighting m

Pentium Pro F7e S—
2008z baseline ik 1 : 299
Pentfum I FTT e e
233MHz OvorDrive Elbed 5161 401 ¥ 370.8

Fousaxen [T

wecouses (SN

—
Tmor (CEN

ra [  oue [

ouarrnn [

Pro, with an 82

percent speedup

in integer perfor-
mance and a 66
percent bump in floating-point per-
formance. In 3D WinBench 99,
OverDrive was 58 percent in the

Transform and Lighting test, a CPU-

intensive test that measures how
fast triangles can be transformed
and lit in Direct3D. These numbers
seem to make OverDrive a winner,
but on 3D GameGauge the 24 per-
cent speedup is less impressive.

Theoretical performance is fine,
but OverDrive's real game perfor-
mance doesn't warrant its price
tag. After the upgrade, you still
have a 66MHz system memory bus,
a 33MHz PCl bus, and no way to

add AGP. If you can't part with your

Socket 8 motherhoard, OverDrive
will breathe new life into your rig.
But you'd do better to swap in an
AGP motherboard and a new
Pentium Il processor. (L7

by Dave Salvator

* know this vialates the laws of
physics, but you see, | never studied faw. "
—Bugs Bunny

ending the laws of physics
seems to be a trend. Getting
clean, loud output from satel-
lites with two-inch drivers has
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APPEAL: Gamers looking to soup up
their audio.

PROS: Terrific overall sound; ample vol-
ume; boomin’ bass; affordable magnetic
planar design.

CONS: Violume control doesn't work
well; still a little pricey compared to
Cambridge PC Works and Bostan
Acoustics 6355,

Price: §229
Manufacturer: Monsoon Multiimedia
(877) PCAUDIO

www.sonigistix.com

REVIEW « MONSOON MULTIMEDIA SPEAKERS MM-1000

Sounds From the Flat

become commonplace, with
impressive offerings from both
Boston Acoustics and Cambridge
SoundWorks. But there's another
approach. Using magnetic planar
technology licensed from Eminent
Technologies (makers of the
impressive LFT-11s) along with its
own manufacturing process, Mon-
soon Multimedia produces a
speaker system featuring flat-panel
satellites and a woofer/amplifier
that deliver impressive audio for a
little over $200. Now, this may
seem pricey relative to Boston
Acoustics’ and Cambridge's offer-
ings, both of which are under
$100. However, compared to
Eminent's LFT-11s, the Monsoons
look like a pretty good deal.

Setup is pretty straightforward.
The only kludge in the design is the
"hockey puck” volume control. The
sparse documentation claims this
control will allow you to control
volume and mute the speakers, but

A COMPUTER GAMING WORLD « JANUARY 1999

| was only able to do the latter,
toggling between mute and
blastissimo. Even if it had worked
as advertised, it's not intu-
itive. The controls on the
frant of the woofer cahinet let
you tweak overall volume, bass
level, and what Monsoon terms
“punch,” which boosts the 55Hz
band 6dB for added bass response.

Now we get to the good part.
The Monsoons sound terrific, with
the very “tight" imaging typical of
magnetic planar speakers. This
makes for a focused “sweet spot,”
where stereo imaging is precise
and well placed—as is 3D posi-
tional audio. Overall sound quality
is solid throughout the audible fre-
guency range, although there’s no
granular contral for treble settings,
and the high-frequency part of the
signal becomes less discernible if
you move out of the sweet spot.
Audio CDs ranging from Beethoven
to Cassandra Wilson sounded

great, and
gaming audio was equal-
ly beefy. 3D positional audio from a
Vortex2 reference board was ren-
dered well. Thanks to Monsoon's
50-watt amplifier, these units can
be cranked up pretty loud before
there's any perceptible distortion—
louder than either the Cambridge
or Boston Acoustics low-cost units.
Overall, the Monsoons bring a
lot together. They have great audio
quality, and they make magnetic
planar technology more affordable.
These speakers are now finding
homes in Micron's newest systems.
If you're in the market for a pair of
solid speakers, maybe they should

find a home in your rig too. (227 g

www.computergaming.com
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& A3D™from Aureal actually puts audio into perspective:—’

newest titles. Experience A3D for yourself at

Check out Sin] the cutting edge new game
from Activision & Ritual - It's got A3D.

Ba n g you'll know just where to look. That's becau

Enter online: http://elexis.a3d.com

behind you. In Fact, game makers like Interplay and Activision are featuring A3D in their
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Costs Less, More Filling

by Loyd Case

magine a force-feedback wheel
for under $140. That's not
much more than some mid-
range analog steering wheels.
Richmond, BC-based ACT Labs
has managed to pull off a real
coup with the Force RS. Not only is
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APPEAL: Price canscious gamers look-
ing for a force-feedback wheel.

PROS: Good grip on wheel; great
pedals; solid feel.

CONS: Serial port required (USB version
to ship soon).

REQUIREMENTS: Pentium 90 with free
serial port.

Price: $139
Manufacturer: ACT Labs
(80:0) 980-9997

REVIEW « REVIEW: ACT FORCE RS

this wheel cheaper than the com-
petition, it's in some ways better.
The first thing you notice is the
grip. The genuine, simulated fine
Corinthian leatherlike wrap around
the padded wheel just feels right.
There are seven buttons along the
front face of the wheel and a pair
of paddle shifters. Cosmetically, the
wheel is slick, a touch subdued,
and even a bit dangerous looking.
The wheel plugs into a free serial
port, which can be a problem for
some users, But you'll be able to
upgrade easily to the USB plug-in
cartridge, which will be around 525
when it ships.

Another big plus is the pedal
base. The ACT Labs pedal set is
easily the best I've used in a
low-cost wheel, and the base
never moved on my carpeted
floor. The angle and resistance
of the gas and brake pedals feels
just right, too.

I spent a lot of
time with EA's
NEED FOR
SPEED IIl and
can report
that the forces
generated by
this wheel feel about
right. They're not so strong that
they wrench the wheel out of your
hands, but you definitely feel it
when you collide head-on. The level
of resistance in normal road han-
dling felt good, and the belt-driven
motor didn’t feel quite as “notchy”
as the Microsoft wheel. | also boot-
ed up the INTERSTATE 76 NITRO
PACK and was pleasantly surprised
to get some force feedback out of
the game since it was tuned for
Microsoft's wheel.

About the only fault | found is
the mounting brackets. While this
worked reasonably well on a flat
desktop, when used on a folding

table | have with sup-

porting ridges under the tabletop,
the wheel didn’t seat all the way
forward, which made it a bit wob-
bly. Still, the mounting gear is
easy to use and should work with
most desktops.

All'in all, the Force RS is a real
winner. The only downside is that
ACT Labs doesn't have the distrib-
ution muscle of a Microsoft, so
you'll have to order it direct. If
you like arcade racing and even
get into racing simulators in a
casual way, you owe it to yourself
to give this a whirl. ({927

by Loyd Case

irst of all, let's dispense with
the overclocking question.
Yes, you can overclock a
Celeron-A. If you do, it will
always run at a fixed multi-
plier of the bus speed. The
300MHz part will run at 450MHz if
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APPEAL: Users on a tight budget look-
ing for near-Pentium Il performance.

PROS: It's cheap.
CONS: Unless you're into overclocking,
it's not all that fast.

REQUIREMENTS: 440BX-, 440LX-, or
440EX-based motherboard with one slot.

Price: $220 (street)
Manufacturer: Intel
(408} 765-8080

www.intel.com

REVIEW ¢ CELERON 333-A

Intel's Baby Pentium II

the bus speed is 100MHz. The
333MHz part will run at 500MHz.
It may be stable, but it may not.
CGW generally doesn’t recommend
this degree of overclocking, but if
you do, be aware of the risks. If you
do want to experiment with over-
clocking, the 300MHz part may be
more stable.

Now, let's assume for the
moment that we'll be running
our Celeron-A at the rated clock
speed, 333MHz, and that the sys-
tem bus is set to 66MHz. How does
the Celeron-A compare against the

350MHz
Pentium I,
which costs
about $110 more at the
time of this writing?
For $110 less, it compares
reasonably well. As we expected,
the CPUMark 32 scores were
somewhat less, as were the
FPUMark scores from WinBench
99. The big surprise was the 3D
GameGauge scores, The 350MHz
Pentium Il clocked in at 447 for
3D GameGauge, whereas the
Celeron-A eked out just under

380—about
15 percent slower. Note
that everything except the CPU
was identical—we simply
swapped in the CPU and set the
correct clock speed. (We tested on
an Abit BH6 motherboard with
64MB of SDRAM and an STB
Velocity 4400 graphics card.) In
other words, for a third less

PERFORMANCE BENCHMARKS “aney, youl get 15 percent less
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performance, which seems like a
reasonable tradeoff.

So even if you're not into over-
docking, the Celeron-A, with its
128KB of Level 2 cache running at
the full speed of the CPU, may be a
good deal, It will not, however, break
any performance records. (97
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REVIEW ¢ LOGITECH SOUNDMAN EXTREME

Soundman Extreme-ly Bland

by Loyd Case

hen | first saw the
Logitech Soundman
Extreme, the first
thought that entered
my head was

somewhat uncharitable assess-
ment. On the surface, the
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APPEAL: Loyal Logitech customers or
those gamers who can't find any other
decent speakers.

set up.

CONS: Underwhelming bass output;
muddy music.

Price: §$149 (manufacturer list prize)
Manufaciug

(510) 795-8300

www.logitech.com

"Labtech.” That was a

PROS: Decent game audio; very easy to

Soundman Extreme vaguely resem-
bles some of Labtech's speakers.
But the Soundman cost more, and
they sound better,

Having said that, let me add that
these speakers don't sound great.
For 5149, you would expect some-
thing pretty solid. | ran a bunch of
music CDs to get a feel for the
overall balance and clarity of the
Soundman speakers, and | found
them wanting for playing musical
material, Sharp acoustic guitar
attacks sound flabby, and vocal
sibilants sound overly exaggerated.
Despite Logitech's claims of fre-
quency response down to 28Hz,
the deep bass response was practi-
cally nonexistent.

All this sounds dismal, but the
speakers do excel in a couple of
areas. Stereo imaging is very good,
which is a must with HRTF 3D posi-
tional audio schemes like Aureal's
A3D. The speakers seem Lo have a
midrange emphasis, which means

that speech

material sounds
prominent. This is
handy in games,
where the speech is
often mixed down in
the mud of the back-
ground sounds. So
despite the lack of musi-
cal fidelity, these speak-
ers don’t sound half
bad with games.

The speakers them-
selves are very compact.
Two satellites take up
very little room on your
desktop. But the bass unit is almost
tiny, so it's no surprise that the
bass output is anemic. Setup is
easy, and there's no power brick
since the power module is inte-
grated into the bass module.

Overall, the Soundman Extreme
is a decent, though unspectacular,
first effort from a company known
more for pointing devices and

game controllers. But there are bet-
ter speakers that cost less, like the
Cambridge SoundWorks PC Waorks
and the Boston Acoustics BA635s.
In comparison, Logitech’s Sound-
man Extreme seems like a wan
debutante wallflower compared to

the prom-queen presence of the
BAG3S's. (AT

REVIEW « PROTON MM750I

Sight and Sound

by Loyd Case

ultimedia monitors with
built-in speakers and

microphones seem attrac-

tive at first glance.
Wouldn't it be great to

have PC display, speakers,
and microphone all in one compact
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APPEAL: Users with limited space and
modest audio needs wha want a 17-inch
manitor.

PROS: Decent audio for built-in speakers.

CONS: Slight, but noticeable moiré pat-
tem throughout the display at high reso-
lutions in Windows.

Price: $399

Manufacturer: Proton

www.computergaming.com

Cerritos, CA

package? The Proton MM750i
comes close—closer than other so-
called multimedia monitars. But it
falls short of its aspirations.
Unpacking and setting up
proved to be something of a chore.
The swivel base was a pain to
attach. The monitor ships with
audio cables, but they are very
short. As a nod to the user with
gothic taste, the monitor ships in a
black version as well as heige,
Once past the cabling hurdle,
the MM750 proved to be a capa-
ble, if unspectacular, 17-inch moni-
tor. With a 15.8-inch viewing area,
it offers a fairly low bandwidth,
supporting a scant 65Hz refresh
rate at 1280x1024. At a more rea-
sonable 1024x768, the Proton
managed an 85Hz refresh rate. We
did notice a slight moiré pattern in
Windows, though not in gameplay.
Controls are simple, with the
now-familiar “wheel button” on

the front of
the screen.
Press the
wheel,
and the on-
screen display
pops up. Rotate
the wheel, and you
can select your option
and adjust speaker volume,
The good news about the
speakers is that they don't suck.
The bad news is, they don't sound
nearly as good as a pair of stand-
alone speakers. The monitor's bass
unit has an odd, vertical tube pro-
truding out of the right rear corner
and has its own 14-watt amplifier.
The satellites share an 8-watt
amplifier, but they're side-firing,
rather than front-facing and have a
“3D audio” effect built in that isn't
true positional audio. Instead, the
effect widens the sound stage; but
it can’t be disabled, so there's

always
some
reverb,
and the
sound is
never com-
pletely clean.
Music played through
; the Proton tends to sound
artificial. Games fare much bet-
ter, and the unit pumps out a sur-
prisingly loud volume. Bass came
off subdued—there's only so much
you can do with a four-inch woofer,
If you're tight on dollars and
desk space, you might consider the
Proton—especially if you don't
play audio CDs on your computer.
The picture quality is decent, and
the audio isn't awful, But if you
can, get stand-alone speakers and
a separate monitor. Your ears will
be most grateful. (L7

photo: Michael Falconer
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I could so kick
her ass at Quake”

She looks
so pretty.
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Model Name

Processor
Cache
Memory

Hard Drive
Monitor
DVD/CD-ROM
Modem
Graphics
Sound System
Warranty

Software
Included

Also Includes:

Price

3

SRS

Millennia 350

Intel Pentium ' 11 processor 350MH:
512KB internal L2 cache

G4MB 100MHz SORAH

B.4GB Ultra ATA hard drive*

17" Mieron 700V manitor (159" display)
323 max speed CO-ROM drive

3Com/U.5. Robotics 56K WinModem**
n¥idia Riva 128, BME SGRAM 3D AGP graphics
PCI 6d-voice Wavetable sound
Soyear/3-year Micron Power” limited warranty

Microsoft” Windows' 98
Microsaft Office 97 Small Business Edition
Nortan AntiVirus

New MicroTower™ cage

Advent AVDO? steren speakers
104-key enhanced keyboard
Hicrasoft IntelliMouse

3.5" floppy drive

As Low As
S1 499 *40/mo.’
Payment Plan

4Bmos.

Play to win.

450ViHz
PENTIUN I

* 512KB internal L2 cache
* 64MB 100MHz SDRAM

* 8.4GB Ultra ATA hard drive*

* 17" Micron 700Ux monitor (15.9" display)
* 32X max speed CD-ROM drive

* 3Com/U.S. Robotics 56K WinModem**

Mtllenma 450

Intel Pentium 11 processor 450MHz
S12K0 internal L2 cache

12EMB 100MHz SORAM

13,668 Ultra ATA hard drive®

15" Micron 900Lx monitor (15" digp
4.8% DVDIIL ROM drive

3ComU.5, Robotics 56K WinModem**
nidia Riva 123, BMB SGRAM 30 AGP graphics

PCI 64+vaice Wavetable sound
SeyearIoypear Micran Power Lintited warranty

Hicrosoft Windows 98
Microgoft Office 97 Small Business Edition
Harton AntiVirus

New HicroTower case

Monsoan MM1000 flat pan
with subwoafer

104-key enhanced keybaard

Microsoft IntelliMlouse

1.5 lloppy drive

2,399 i

48mos.

Millennia 450 MAX
New ‘98

Mlllenma 350 MAX

Intel Pentium 11 processor 350MHz
S12KB internal L2 cache
128M8 100MHz SDRAM

14,468 7200 RPM Ultra ATA hard drive*

cran 900Lx monitor (18” display)
4.6% OVDIIT ROM drive

3Com/UL.S. Raboties SEK WinModem**
Vidia T, 16M8 graph

PCI 64-vaice Wavetable sound
S-yearf3-year Micron Power limited warranty

Mierasoft Windows 98
Hicrosoft Office 97 Small Business Edition
Herton AntiVirus

Micron MiniTawer case

tpanel

1001 pb
104-key enhanced keyboard
Mierosoft Intellitouse

1.5 floppy drive

. A Low As
2,699 7
’ h’f?;:; sm"

New Rules. New Tools.”

L

« nVidia Riva 128, 8MB SGRAM 3D AGP graphics

ONLY 1,699

Millennia 350/400
A 98

As Low As
*45/mo.’
Payment Plan

48mos.

Millennia X
Ser 97

New!

Millennia 450 MAX

Intel Pentium 11 processor 450MHz
512KB internal L2 cache

128MB 100MHz SDRAM

14.4GB 7200 RPM Ultra ATA hard drive’
19" Micron 900Lx monitor {158
48X DVDIL ROM drive
3Com/UL.5. Robatics 56K WinModem®*
[Haman

display)

Widla Tnl, 18ME araphics

PCT 64-voice Wavetable sound
Syear(3-year Micron Power limited warranty

Microsoft Windows 98
Mierasoft Office 97 Small Business Edition
Norton AntiVirus

Mieron Mlm!omer case

104-key Mhanrad kzyhnam
Microsoft IntelliMouse
3.5" floppy drive

S As Low As
*18/mo.
Payment Flan

New Low Price! “Bmos.

ICHDN

LECTRONICS

ORDER DIRECT 1-888-669-0969

Call us toll-free or order on

ne at www.micronpc.com/cgw
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by Loyd Case
survived the VFX-1 virtual reali-
ty helmet, having nearly ripped
out my ears straying too far
from the PC to which it was
tethered. | survived an explod-
ing network interface card,

having removed my head from the

inside of the case only secands
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APPEAL: People who buy products
based on the way they look.

PROS: It looks like an alien chair from a
Star Trek episode.

CONS: Uncomfortable as hell; sounds
terrible; expensive; a pain to set up.

I~

Price: chair, $299; ampisubwonfer $199; chair
base $99; $597 total {street).

Manmulacturer: BSG Laboratories

Panama City, Fi

(850)265-5000

www.intensor.com

REVIEW » THE INTENSOR CHAIR

Ass-inine Peripheral

before it self-destructed. I've even
survived lifting 21-inch monitors.

But | nearly didn't survive the
Intensor, After only a half-hour in
this baby, | felt like 1 had three
compressed vertebrae, | had
whacked my funny bone three
times on the so-called armrests,
and | nearly blew out my eardrums
when I rolled the chair back and
yanked out the all-too-short tether
from the amplifier. The result was a
huge popping sound that left my
ears ringing.

If you get the Intensor, skip get-
ting the base. The Intensor itself
isn't too difficult to set up, but
installing it into the five-wheel
pedestal nearly reduced two grown
men to tears. Attaching the arm-
rests proved an interesting exercise
in puzzle solving. Worse, the chair
is easier to install in its folded posi-
tion (since it would fall over any-
way), but the armrests prevent the
unit from unfolding once installed,

On top of all this, it
sounds terrible. The
speakers sound
tinny and flat, and
the bass is pretty
pathetic. Even with
the subwoofer
active, there wasn't a
lot of bass rumble, and
musical content sounded
abysmal. Gameplay wasn't par-
ticularly enhanced either.

The Intensor may simply be
poorly suited for modern PC
games. Many games are coming
out with 3D audio support via
DirectSound3D, Creative's EAX, or
Aureal's A3D positional audio, and
the Intensor completely screws up
the imaging in 3D audio. | played
around with A3D settings, even
changing to headphones, but the
3D effect was either lost or ren-
dered incorrectly by the position of
the speakers in the chair. Controls
are pretty basic, with a power

switch on the main unit and a pair
of controls on the chair itself—
right between your legs. One is a
volume control; the other controls
the intensity of the—uh—effect. If
you have the subwoofer, there's a
volume knob and crossover adjust-
ment on the bass unit. Cranking
everything up didn't really make
me “feel the action,” though.

Stay away from this turkey—
unless you really do want a stiff

neck, (97

REVIEW « NASCAR SPRINT RACING WHEEL

Easy Rider

by Jeff “I Can't Drive 45" Green

hate hardware, and hardware
hates me. Take any functioning
piece of computer equipment,
give it to me, and sit back as
springs fly, circuits short, and
all sorts of other bad voodoo
goes down. This is why | was
asked lo review ThrustMaster's
NASCAR Sprint Racing Wheel, an
ultra-cheap, low-end steering

COMPUTER ™
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APPEAL: Newhie PC drivers looking for
their first wheel.

PROS: Simple installation and calibra-
tion; small footprint; low price point.

CONS: Tiny pedals from hell,
Price: $79.95 (st price)

Manufacturer: ThiustMastes
(503) £15-3200

www.thrustmaster.com !

wheel aimed squarely at first-time
wheel buyers, Since a chimpanzee
wasn't available, | was the next
best thing to the ultimate hard-
ware-impaired gamer.

This wheel delivers on its
promises. | had the Sprint Racing
Wheel set up, installed, and ready
to race in about three minutes, It's
nearly Plug-and-Play—all you have
to do is attach the enclosed clamps
to the wheel, fasten the wheel to
your desk, and plug the cord into
your gameport, Software installa-
tion is just as simple. An install CD
basically takes care of everything
for you, including a superintuitive,
visual calibration before you use
the wheel for the first time.

The Sprint Racing Wheel's foot-
print is much smaller than higher-
end wheels, making it a conve-
nient, practical choice for those
with a cramped workspace.

Happily, the smaller footprint
does not in any way lessen the

A COMPUTER GAMING WORLD » JANUARY 1999

quality of the driving experience.
The wheel itself is small but solid
and has a rock-steady feel to it as
you drive. 've played with much
more expensive wheels that didn’t
feel nearly as good as this one.
There are four programmable but-
tons on the Sprint Racing Wheel
(as opposed to just two on
ThrustMaster's higher-end NASCAR
Pro Racing Wheel), There are two
levers underneath the wheel that
can be either mapped as buttons
or as throttle and brake controls—
depending on whether you want to
use the Sprint Racing Wheel's
enclosed pedals.

And this leads to the product’s
only serious flaw—these pedals

suck, The pedal unitis small and
flimsy, is easily knocked over, and
the pedals themselves are so tiny
that it's a struggle not to press
both at once. Fortunately, the levers
on the wheel work quite well—
because you'll definitely want to
use these instead of the pedals.

As long as you can handle the
compromise of either using no
pedals or lousy pedals, the
NASCAR Sprint Racing Wheel is a
great first steering wheel. It's
cheap, easy-to-use, and has the
high-quality feel of more expensive
ThrustMaster products. For those
new to the driving game, it's a
solid choice. (L7
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When you design and build a 50-story tower with everything fram deluxe
| hotel rooms to juice bars to securily systems, problems will arise. And some
| will be more challenging than athers. Like massive fires. Terrorist bomb
| threats, And 87-year-oid ladies who bought million dollar condos only to
' find themselves living under the hottest rave in town. www.yootpe.com

YO0OT Tower [vou BUiLD IT. YOU DEAL 1WITH IT.




Obtain the lastest codes, cheats and hints from www,gameshark com. Available now for Windows 95/08. € 1998 InterAct Accessories, Inc. A RECOTON COMPANY. All rights reserved.
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;/, Computer System ($4000 Value)!

S you register your
" GameShark" for Windows® §EL£=7)
95/98. Check out _ ' o
+ www.gameshark.com ¥
~ for defails! A

When fthe clutches of evil.have the cify. by its throat, when justice rests
shoulders and the froubled masses cry outyour name, you do whatever it takes o=

do right. And shortcuts are no exception. With GameShark for Windows® 95/98~

game enhancer, you get the superpowerito leap to the next level in a single bound. | ABUSE | |
long before the enemy, and tﬁe competition:-You can also acquire superhuman J 1
strength, speed and longevity, if that's what the job requires. Whether you're top e
dog or underdog, evil will always pay, and good will always prevail. 7
\THE } |
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REVIEW = VIEWSONIC VP150

Flat-Out Beautiful

by Loyd Case

‘ve been skeptical of flat-panel
displays for gamers, but this
one made me a convert. I'm
used to laptop displays that
either shrink or get horribly
distorted when the resolution
changes, but this is no longer a
problem, If you don't mind the
somewhat small image and the

APPEAL: People with cramped desk
space and looking for a superb display.

PROS: It's small, fairly bright, and very,
very flat.

CONS: Expensive.

COMPUTER —

nearly $1,000 price tag, the
Viewsonic VP150 may be just the
thing to grace your desktop.

The VP150 is an analog flat-
panel display that works with any
graphics card. It's not a digital flat
panel and thus doesn't require a
special graphics card. There's none
of the usual distortion associated
with tube displays, such as pincush-
ioning, misconvergence, or trape-
zoid adjustments. Setup is straight-
forward—unpack it, plug in the
VGA and power cables, and turn it
on. | did have to hunt for the
cleverly hidden power switch,
though. (It's on the right side.)

Although it's only a 15-inch dis-
play, it's a true 15 inches diago-
nally and somehow feels bigger.
There's no tube to hide under the
bezel, so it's really equivalent to a
mythical 16-inch tube-based
display. It's so flat that at first it
appears concave if you're used to
standard monitors. One concern

with LCD displays in the
past was the limited
viewing angle, Viewsonic
specs the viewing angle
at 140 degrees
horizontal, but it
does start to fade a
bit after being about
45 degrees off center.
Still, for most uses that's not
an issue. The picture itself is
bright and steady, and in a close
visual inspection, | noticed no
dark spots—pretty impressive for
a 1024x769 LCD. Clearly, LCDs
have improved a great deal over
the last several years.

| put the monitor through its
paces by running QUAKE Il and
CIVILIZATION Il through a number of
different resolutions, | was very
impressed. Even when running
QUAKE I at 320x240, the VP150
displayed the image full screen.
Image quality was very good,
although the effects of interpolation

of
pixels
was a bit
disconcerting. At
640x480 and higher, there wasn't
any noticeable image degradation.
The maximum supported resolution
is 1024x768 at 75Hz, but there's no
noticeable flicker at that setting.
The VP150 is a great answer for
tight desktops, provided you can
afford it and can live with its 15-
inch size. (X7
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GRAPHICS BY

'fﬂge

* True 128-bit 3D and 2D
graphics engine

¢ Advanced 3D architecture
including Superscalar
Rendering which doubles
rendering performance
and Single-Pass Multi-
texturing to render
images and effects
together on the fly

* A massive of
memory for realistic 3D
gameplay, massive
textures and resolutions
up to 1920x1200

* Designed for DirectX
5.0/6.0 and OpenGL
with full ICD

* Experience 3D game
action with true color
performance at 1024x768

* Integrated hardware
DVD for incredible video
playback

¢ Features TV-out for big
screen gaming

* Supports ATI-TV Wonder
that turns your PC
intoaTV

The New Breed of Speed. ﬂ:} |

www.atitech.com/ad/cgw

RAGE FURY ;s

© Capyright 1998, ATI Technologies Inc. AT, RAGE FURY and ATI-TV Wonder are trademarks and/or

registered wrademarks of ATI Technologies Inc. Products may net be exacty as shown.




FLAG CONTINUES. SURPASSING THE
GAME ELECTRONIC GAMING MONTHLY
AWARDED "1996 GAME OF THE YEAR",
THIS SECOND GENERATION OF PULSE-

POUNDING 3D LAND, SEA AND AIR COMBAT

IS THE ULTIMATE GAMING EXPERIENGE.

1§

- New 3D engine that creaies
‘more dynamic and realistic
graphics and high guality 3D
rendered objecls.

u _E;l{_il_suppurt for OpenGL and
~ 3Dixaccelerator cards.

~ Support for all joysticks
 including force feedback.
_ Three perspectives...
b rst person

‘e third'person-close
~ e third person-far

16 player action over the

Internet, LAN, or 8 player/2

computer direct connect &
madem. Split screen 4 player
mode on one computer.

Panasonic.

© 1998 Ripcord Games, RETURN FIRE 2 € 1997 Prolific publishing. All Rights
Reserved. All other rademarks are Ihe property of their respective companies.

* Over 30 new maps with huge

terrain and landscapes includ-
ing jungle, desert and urban
settings. Plus 2 new maps
every month available on

the website.

Blast'your opponents from

_ground and airborne vehicles
‘ingluding Jump. Jets, Tanks,

HelibBpters, Assault Viehicles,
Jeeps and PT Boais.

+ Advanced enemy Al keeps

you coming back for more!

¢ New multi-player support
offers head-to-head dogfight
mode and cooperative or
death match action for up to
16 players on LAN or internel.

-

 FIRE

HE BLOODY HUNT FOR YOUR ENEMY Sk

-
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el Jbﬁghxjﬁd 3-D Capture-the-Flag gamne that conmes Il

into its own in multiplay.” —BC Games ;
%
fﬁhgg,ﬂ “Whether you're a real-time strategy

Janatic or a dyed-in-the-wool action hound, RF2’s \
Em got something for you.”
-

— PC Gamer

“...loads of fun and very addicting...It's the small attention to detail that wins you over.”

— GameSpot
i

AND GD HEAT SFFUK
‘ ! w. EM‘ E?M Ty ashf &

b e B

n

“...an excellent value. Retziﬁi;gire 2 is an unassuming
action-fest with just enough strategy sprinkled on top
to be noteworthg" —Voodoo Magazine

“...Amazing assortment of multiplayer
modes...old fashioned, rock-solid
gameplay — the best things

never change.”
— Computer Gaming World



Lead a gang, control turf, build a power
hase and destroy your rivals on the mear
streets of BEATDOWN. Real-time, missio
hased urban action takes you where no
game has gone. Compete head-to-
, head with up to fou

O :1
HOTJ

w e
hitp://www.hotb.com = ! aveloped by /
1255 Post Street, Suite 1040 5T (i) R !‘ (@) \'/:\R R

San Francisco, CA 94109

©1998 HOT-B USA, Inc. All rights reserved. Beatdown Is a trademark of HOT-B USA, Inc.HOT-B is a registered e R e
{rademark of HOT-B USA, Inc. ©1988 SOAR SOFTWARE. Corp. SIJM SOFTWARE is a trademark of SOAR R | A

SOFTWARECORE, Go to #083 @ www.computergaming.com/infolink

| A BEATDOWN]



THE MOST TRUSTED REVIEWS FOR 17 YEARS

This Month ccw Editors’ choice Games Are Indicated in Yellow

GE OF f:'_MEi‘RES.‘ THE RISE OF ﬁ'_OME

i)

-

Game Rating Page

Age of Empires: Rise of Rome X A K K 354

Axis & Allies # & A A & 358

Caesar Il A A A 352

Combat Flight Simulator ¥ 7 P Ak 330

A Ty | £ Creatures 2 ) oy ok ok Xk 364

on this expansion pack. Entrepreneur: Corporate Expansion b il O 360

F-16 Multirole Fighter 7 A ok ok 326

Front Office Football S b (K 348

Grand Prix Legends 7 A A Xk 340

Hexplore 7 P & kX 336

Klingon Honor Guard P % Aok %k 316

Enigms&Merchams A A kKA 356

Rt h Madden 99 x & ok K 346
-..:'3 N o8 ...I. G MiG-29 Fulcrum ¥ ¥ A &k Xk 326
A riveting update of the strategy classic. Morpheus X K K 334
NCAA Football 99 X ¥k ok 350

Need for Speed Il A K KA A 342

Pro Pilot X Aok ok 332

auake II: Ground Zero 2 P Aok Kk 308

Rage of Mages X A Ak K 338

Return Fire 2 7 P e oA %k 322

Shogo ¥r ¥ ¥k Xk 312

Trespasser: Jurassic Park 7 ok K Ak Xk 318

War Along the Mohawk pidh db db db 362

The Game Genres

edal to the metal in one of the best
action racers ever.

Action Games that emphasize
fast gameplay over story or
strategy.

Adventure Games that require
you to solve puzzles to move
through a story line,
Classics/Puzzle Classics are old
standhys such as Chess and
MONOPOLY. Puzzle games empha-
size problem-salving without
requiring gamers to follow a story.
Role-Playing A subset of
adventure games, these stress

character development through
attributes. The gameworld tends
to he large; the plot less linear,
Simulations Highly realistic
games from a first-person per-
spective, including flight sims and
space simulations.

Sports A broad genre encom-
passing action sports games,
such as NBA LIVE; strategic
sports games, such as FPS
FOOTBALL; and even driving
games, such as CART PRECISION

RACING.

Strateqy Problem-solving and
planning are the keys here. These
games emphasize resource and
risk-management. Includes con-
flict-based sci-fi and fantasy
games as well as construction pro-
grams like SIMCITY.

Wargames A subset of strategy
games, these re-create historical
conflicts from a command per-
spective. They may be tactical,
operational, or strategic.

How Do We Rate? we review only finished products, not prerelease versions. The ratings are as follows:

B VO Y | A | TR Vet (T A Ky Wt X - & \
MO KKK ol o B - T . 1 ~A L #1 -}i.:- ﬁ\ P 1 }9( )‘3 ﬁ =1 *x X * ﬁ
Outstanding The rare Very Good Worthy of Average Either an ambi- Weak Seriously lacking in Abysmal The rare game

game that gets it all right.
A must-play experience.

your time and money, but
there are drawbacks.

tious design with major
flaws, or simply vanilla.

play value, poorly conceived,
or just another clone,

that gets it all wrong.
Pathetic. Coaster material.

COMPUTER GAMING WORLD « JANUARY 1999 A

www.eomputergaming com
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Game Publisher Month Page CGW Rating
Addiction Pinball MicroProse October 233 PR &
Beast Wars: Transformers Hasbro Interactive Octoher 233
Deathtrap Dungeon Eidos Interactive December 351 :

Get Medieval Manalith November 282 k&
Gex: Enter the Gecko Midway Home Entertainment December 356

Heart of Darkness Interplay November 269

Incoming Xicat November 264

Jazz Jackrabbit 2 Epic Megagames October 233 YK A
Mortal Kombat 4 Midway November 277 Yok A
NAM GT Interactive November 280 ko
Rainbow Six Red Storm Entertainment Dacember 342

Revenge of Arcade: Golden Edition Microsoft December 356 t
Rampage World Tour Midway October 230 *
Redneck Rampage Rides Again Interplay October 230

Stratosphere Ripcord Games December 352

Terra: Battle for the Outland Kaon Interactive October 230

Urban Assault Microsoft December 346

Vangers Interactive Magic October 224

Final Fantasy Vil Eidos November 286

Jewels 1I: The Ultimate Challenge Hoffmann and Associates November 328
Leisure Suit Larry's Casino Sierra October 287 o
Looney Tunes Animated Jigsaws SouthPeak Interactive December 425

Mega Solitaire Palladium Interactive Octaber 290

Notyet MVP Software December 425

Play This Play That Patch Products December 425

Ares Rising Imagine Studios December 376

Descent Freespace Interplay October 236

F22 Total Air War DID/Infogrames December 361

Fighter Ace 1.5 Microsoft December 373

IAF Jane's Combat Sims December 370

iF/A-18E Carrier Strike Fighter Interactive Magic December 364

Independence War Infogrames December 358

Jetfighter: Full Burn Mission Studios/Interplay November 305

Spearhead Interactive Magic December 378

X-COM Interceptor MicroProse October 241

Warbirds 2.01 Interactive Magic December 382

3D Hunting: Trophy Whitetail Macmillan Computer Publishing November 299

Castrol Honda Superbike World Championship Intense Entertainment Interactive October 250

Fox Sports Golf Fox Sports Interactive November 290

Fox Sports Soccer Fox Sports Interactive October 264

Golden Tee Golf Incredible Technologies December 404

Microsoft Baseball 3D Microsoft October 252

Microsoft Golf 98 Microsoft October 260

Motocross Madness Microsoft December 388

NFL Gameday 99 989 Studios/Sony December 386

Redline Racer Ubi Soft December 394 iR
Tiger Woods 99 EA Sparts December 398 i
Commandos: Behind Enemy Lines Eidos Interactive December 406 W
Cyberstorm 2 Sierra October 270

Dominion: Storm Over Gift 3 Eidos October 280

Dune 2000 Westwood Studios December 408

Emergency: Fighters for Life WizardWorks December 420

Incubation: The Wilderness Missions BlueByte October 284 k
Insurrection: Campaigns for StarCraft Aztech New Media October 284

MAX 2 Interplay October 276

MechCommander Microprose i October 267

Medieval Incredible Simulations October 282

Peaple’s General S5 ; December 418 S
Police Quest: SWAT 2 Sierra November 314 X
Total Annihilation; Battle Tactics Cavedog December 420 k ok
Tribal Rage TalonSoft October 284 k
Wargames MGM Interactive November 324

Warlords |l1: Darklords Rising 55G/Red Orb December 417
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Instant Action — Your excitement jumps to full afterburner in Falcon 4.0's Instan
Action. Instantly you're in combat up to your eyeballs, facing an endless supply o
bandits. Even if you're new to flight sims, Falcon 4.0's simplified radar and fligh
model will let you gel your bearings and have a blast at the same time. When you're
ready for greater challenges, there’s plenty of room to grow with our full avionics
suite and accurale flight model. Falcon 4.0's AN/APG-68 radar, with its dozer
modes and submodes, and the HARM Targeting System make Falcon 4.0 the mos
realistic combat sim on the planet. Of course, our stunning graphics and specia
effects just make it all the more believable. In a hurry? Instant Action — no waiting.

\/

“While the hard-core flight-sim crowd
will appreciate the systems realism
and the depth of the campaign, the
graphics environment should blow

away gamers of all types.”

-Denny Atkin
Computer Gaming World

“Flameout landing...keep the runway
between 11-17° in the HUD, airspeed
220 knots. Don't forgetito comp,enséie
for the winds. Is this Falcon” 4.0 or

the real F-162:It's both=it'has to bed

real to be Falcon.”

Campaign — When realism is what you care about most, your'll live for Falcon 4.0
dynamic, real-time campaign. It's a big. dangerous world out there and you're
small butimportant factor in a large, complex war. Choose from any of the dozens ¢
flight packages going out all day long — each dynamically tailored to the changin
situation. This war is being fought on a mullitude of fronts with tens of thousand
of air and ground units intensely intertwined in complex and unpredictable ways
And just like in the real world, the war doesn't stop while you're planning your nex
mission. Real-time in Falcon 4.0°s campaign means time for realism.

www.falcond.com




Tactical Engagement — Tactical Engagement is Falcon 4.0's mission builder; the
most sophisticated in the known universe. We used it lo provide you with dozens
of lraining missions. covering weapons, avionics, flight dynamics — everything you
need to become a combat ace. But you can use it to build your own custom mis-
sions. You set up and control everything, from the number and placement of bad
guys to the specific attack profile of your wingmen. Your missions can be as sim-
ple as navigation training or as complex as a multi-objective campaign. Share
your missions with others over the Internet. Or better yet, pfay your missions over
the Internet. However you use it. Taclical Engagement trains you to stay alive.
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Dogfight ~ As an F-16 pilot, you're one tough dog in a solo fight. But modern com-
bat pilots also use teamwork and sirategy. You can do hoth in Falcon 4.0's Dogfight.
Go head-to-head over the netwark. Up to four teams can fight in the same arena and
you can have as many pilots as you have the bandwidth for. And if you don't have any
network buddies available. go one on one with the toughest Al pilots in cyberspace.
You against a MiG-29. guns only. Let's see if your bite is worse than your bark.

p=a1 Available on Windows 95 CD-ROM. Visit your
local retailer or call 1-800-695-GAME ﬁ.-

Eswe dayor night (US. and Canada). Ilerecing

E--'I.-.

—
'===-—-'-=== L

WWW.NJCI‘OPI‘OSQ. com

Go to #230 @ www.computergaming.com/infolink




REVIEW  QUAKE Il MISSION PACK: GROUND ZERO

Multiplayer: 1, Single-player: 0

Rogue’s New QUAKE I Pack Is Better With Friends Than Alone

by Thierry Nguyen
ou golta love a severed
head. Especially the
severed head of a Tank
Commander, one of the
mightiest foes in the
QUAKE I bestiary. Now,
before you rush off to
stuff and mount that
bad boy for proud display in your
den, there’s something you'll need
to do—pick up that bloody melon
and use its lifeless eyes to get past
a retinal scanner in the Stroggos
base that you've infiltrated. That's
what | call good, clean fun, and it's
just one of the cooler things you
get to do in the new QUAKE Il
MISSION PACK: GROUND ZERO.

Smart Monsters=
Deadly Monsters

The biggest improvement to the
single-player game is the Al. Rogue

COMPUTER —]

YWORLD

1. 0.0 8 PA

APPEAL: QUAKE-
heads who lean
more toward multi-
player and just
can't get enough.

PROS: Improved
enemy Al; great
additions to
DeathMatch.
CONS: Level design is a bit uninspired;
single-player generally feels like more of
the same; multiplayer levels are too big.
DIFFICULTY: Intermediate,

REQUIREMENTS: Pentium 90,
Windows 95, 16MB RAM (24MB for
GLQUAKE I), 150MB hard-drive space,
A% CD-ROM, DirectX5-compatible sound
and video cards, original QUAKE Il

3D SUPPORT: QpenGL.

MULTIPLAYER SUPPORT: TCPAP and
LAN (2-16 players).

(e 526.95

www.activision.com

1020 1720 2308k
DIRTY FIGHTER With his rail gun, machine guns, and grenade

launcher, it almost isn't fair that the Carrier also has nasty
Flyers that he can launch to kill you,

Entertainment took QUAKE II's core
Al and tweaked it to make enemies
more effective. For one thing,
enemies learn how to use terrain.
Berserkers, formerly afraid of
heights, have conquered their
sense of vertigo and readily
descend on you whenever they
can. Improved enemy pathfinding
means you can no longer count on
them getting stuck around boxes
Or cormers anymore.

Another improvement to the Al
is its threat detection. The enemies
have a better sense of how to
avoid damage—best illustrated
when you use the Tesla Mine, one
of the new items. After you deploy

arm

W e
SHOCK THERAPY An improved Al means this
bad guy will learn to shoot Tesla Mines—that
is, provided he lives through this attack by
one of them.

& COMPUTER GAMING WORLD = JANUARY 1539

aTesla Mine, it's set to shoot a
lightning-type bolt at any nearby
being. Enemies who survive the
initial blast learn to destroy the
mine and any more that are creat-
ed afterward. You can use this to
your advantage: Drop a Tesla Mine
in a narrow hall near a Berserker.
He can't destroy it and lacks the
room to maneuver around it. So he
runs around confused, letting you
kill him while he’s spinning.

As in the previous Mission
Packs, some of the enemies from
the original QUAKE 1l are buffed up
for this release. In addition to the
Al tweaks, Medics now use hyper-
blasters, and the Daedalus is an
Icarus with a
better gun and a
power shield.

There are two
all-new enemies,
as in THE
RECKONING.
Turrets are a
tough lot, firing
either lasers or
rockets with pin-
point accuracy,
On top of that,
they require a
few direct rocket
hits to take

down, and they pop up at the most
inopportune times, The Stalkers are
a creepy, spiderlike enemy that can
easily dodge most projectile
weapons by hopping from the floor
to the ceiling. Their trickiest feat is
playing dead, so you need to gib
them, These pests are pretty much
the coolest enemy in the game.

Reach Out and
Kill Someone

The rest of the improvements
are tuned specifically for multi-
player (see “Multiple Mutilation”
sidebar for specific goodies). For
one thing, there are three all-new
weapons. The first is a chain saw,
a la DOOM. In single-player mode,
it's effective only against the sol-
diers, but it makes for a nice "I
have bragging rights" kill during a
multiplayer game. The ETF Rifle is
essentially a nail gun that shoots
explosive-tipped fléchettes, It's
pretty mediocre in the single-player
game but shines in a DeathMatch;
its armor-piercing rounds com-
pletely ignore armor and pound at
your enemy'’s health, weakening
the tactic of getting 200+ armor.
The Plasma Beam, which shoots a
concentrated light beam, is the last
new weapon and the best of the
lot. It's similar to a lightning gun
although it chews up cells a bit
slower than its QUAKE inspiration
and has unlimited range.

One gun that didn't quite make
the cut was the Disruptor (the
negative-light gun), which was
demonstrated in preview versions
of the game. However, Rogue has
said that the Disruptor is still being
tinkered with and will probably be
offered as a free download once
the designers work out the kinks.
For now, the only place you'll see
the Disruptor is in the hands of the
game's final hoss.

The other additions are really
modifications. There's the afore-
mentioned Tesla Mine as well as

www.compultergamimg.com



QUAKE Il MISSION PACK: GROUND ZERO * REVIEW

Multiple Mutilations

Rogue has added quite a few items to the DeathMatch
menu. Here's a quick guide to what these items do:

i Defender Sphere This sphere gives support fire via a
| modified blaster and absorbs half the damage from any
ol attack directed to you.

| Vengeance Sphere When your heath drops to 25
i percent, the Vengeance Sphere fires on your attacker
enough that the attacker reaches that 25 percent figure.

Hunter Sphi!ﬂ! The best ane of the lot, it can also be
called the Mutually Assured Frag Sphere. If you die while this is
active, the sphere homes in and obliterates whoever just killed
you, Revenge is sweet, indeed.

‘lll:‘ln.--

KILL BUGS DEAD The spiderlike Stalkers will play dead. So
make sure you blow them to tiny bits lest they play dead and
attack you once your back is turned.

| Antimatter Bomb The “Up yours, everyone!” nuke.
Drop it, and it starts beeping; after about five seconds, it

)
They're generally heavily damaging ight killing—any-

if not

well des‘gned' H one within the blast radius. Best used in a crowded room
but have one where peaple may not notice the beeping,
common flaw:

" . T F 2 P
They're too big. IR Goggles They give a reddish tinge and make items,
You can tell such as weapons, power-ups, and enemies, bright red. It's

usefulness is limited and is chiefly good for spotting
campers who hide in dark cormers.

Rogue had the
Internet crowd in
mind by creating
maps that cater
to crowds of

8| Doppelganger This is an improvement on the
| DUKE NUKEM 3D model. Not just a mere replica, this
1 clone image will instantly kill anyone who attacks it.

IT SLICES, IT DICES The best new weapon, the
Plasma Beam, is perfect for neatly cutting
through enemies, such as the Medic

Commander.

AGTYL 740

MORE GUNS, LESS FUN While
the Turrets are a nice addition
to the Stroggos world, there
are too many of them in most
of the levels. The result is a less
enjoyable game.

proximity grenades, which made
an appearance back in SCOURGE
OF ARMAGON. One nice detail
ahout these is that they explode
when placed near a respawn point
in multiplayer, so you can't get any
cheap frags that way.

The Mission Pack includes 14
levels designed for multiplayer.

woaww.compulergaming.com

8-16 players. It's
a nice thought
but impractical
for those on a
local network
with a few buddies. You spend
too much time just trying to find
each other. Despite that, levels
such as The Razor's Edge, The
Road to Nowhere, and Rogue's
own version of The Edge make
for fun fragfests.

Here We Go Again

The single-player game could
use some work, though. For one
thing, it's a bit too much QUAKE
1. That is, you're still running
around various warehouses,
hangars, and storage depots
while shooting up the populace.
With textures that are generally
the same as those in the original
QUAKE I, the game gives you a
“been there, done that" feeling.

The design itself is basically
equal to QUAKE II, although it's
less linear, since you must run back
and forth among the various levels

within each unit. There are some
particularly cool moments in the
levels, including a secret level in
which you ascend a mine shaft as
it fills with rising lava. Level trig-
gers are used for maximum effect
in this level. Another cool moment
is when you don a soldier uniform
and get to wander around a single
level incognito. And then there's
that lovely severed head.

But these cool single-player
moments are the exception, not
the rule. In general, triggers are
used for average effects, such as
falling columns or air strikes. Also,
the new turrets are overused.
After their first appearance, the
level designers seem to pack
them in wherever they can.
Everywhere you go, one just pops
open from the wall and starts
blasting away. It gets tiresome
after a while.

The single-player game does
have a highlight—the devious
bosses. The Carrier seems to have a

bit of the STARCRAFT influence
since it conjures smaller Flyers to
support it—even though it's pack-
ing machine guns, a rail gun, and a
rear-mounted grenade launcher.
The Black Widow is even worse,
resembling the classic Cyberdemon
from DOOM, with a more sinister
form and arsenal to boot.

GROUND ZERO is kind of a mixed
bag. QUAKE Il has been around,
and this pack doesn’t deliver as
profound a change as Rogue's
DISSOLUTION OF ETERNITY pack did
for QUAKE. It has a solid, if unin-
spired, single-player game and
some good multiplayer enhance-
ments. The hard-core QUAKEhead
who downloads everything may be
disappointed. But overall, this is a
decent pack for the middle-of-the-
road QUAKE Il fan. 7

Thierry “Scooter” Nguyen is also
playing INDEPENDENCE WAR, HALF-
LIFE: DAY ONE, SHOGO: MOBILE
ARMOR DIVISION, and STARCRAFT.
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Have You Driven An
Urhan Assault Vehicle Lately?




SECURE CONTROL SYSTEM with reattime

fractal encryption keeps your datalink untraceable

FLAMETHROWER N and unbreakable. Drive with confidence.
'\\  FUSION POWER PLANT deiivers
2X RADAR BUIDED MISSILE N - smooth running power at temperatures
LAUNCHER ‘ up to 700 degrees Kelvin

ey

ARMOR FACINGS of renewable ceramic polymers

protect your vehicle from adverse conditions such as
plasma bolts and autocannon fire.

FUSIONBEAM

FLECTROMAGNETIC REPULSOR DRIVE win
gyrostabilization and inertial dampers goes from 0 to
180km/h in 0.0014 seconds

The Argus Overlord

Armor Trend netmagazine’s
2219 Assault Vehicle of the Year

force. Gunmetal™ and Mad Genius Software™ are trademarks of Mad Genius Software Lid.

All Nataka Remotely Piloted Vehicles ship with version 56.9 of BattleHelper, Nataka's award-winning operating system, Some .“;" ! :";i;’}-‘
vehicles not exaclly as shown. All performance specifications given for unencumbered vehicles in 1 G of gravilational force ot =
and 101.9 kPa of baromelric pressure unless otherwise indicated, BattleHelper is a registered product of the Nataka

Corporate Empire. Unauthorized use of the BatlleHelper name is a violation of applicable treaties and will be met with military GENIUS
wmemce 1 SIMEAGY

Go to #130 @ www.computergaming.com/infolink
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REVIEW ¢ SHOGO: MOBILE ARMOR DIVISION

Let's Go Shogo!

Monoliths Slightly Premature Anime Shooter Is One Patch Short of Mightiness

by Thierry Nguyen
magine the image of mas-
sive, mighty mecha wreak-
ing destruction and carnage
to the sound of a young
woman singing an upbeat,
Japanese pop song. Chances
are you'll think one of two
things: 1) What was the
game design team smoking? or 2)
Boy, Monolith really captured the
flavor of anime! Regardless of your
reaction, you're bound to find
SHOGO: MOBILE ARMOR DIVISION to
be a truly unique shooter.

Tenchi Sanjuro in Love
Unlike a lot of first-person
shooters, SHOGO's single-player
storyline matters. It's no filler sum-
mary like in UNREAL or QUAKE, it's
maore like JEDI KNIGHT's story in
how it blends tightly with the
gameplay. The anime-inspired

,

COMPUTER

APPEAL: Anima

fans, action gamers
looking for a differ-
ent style of shooter.

PROS: Good bal-
ance between per-
formance and visu-
als; great anime
feel; well-done weapans; great
levels when you're in an MCA.

CONS: Shipped with semibroken Al and
lackluster multiplayer; weapon balance
needs tweaking.

DIFFICULTY: Intermediate.

REQUIREMENTS: Pentium 166 or bet-
ter, Windows 95, 32MB RAM, BOMB
hard-drive space, 4x CD-ROM, Direct¥6-
compatible sound and video cards.

3D SUPPORT: Direct3D.

MULTIPLAYER SUPPORT: TCP/IP, LAN,
and serial connection, all through
DirectPlay (2-16 players).

Price; §49.95

Publlisher: Monalith Productions

Kirkland, Wa

(425) 739-1500

1000 1ooo!
{ AL ARMOR]

FEEL THE HEAT The visual effects for explosions and smoke is consistent

CRITICAL HIT!
{ N

with the anime style of mecha fighting.

back-story is enormous, involving
rebellion, terrorism, and really big
robots. And like good anime, it fea-
tures several characters caught in a
tangle of relationships. A little
background: You're currently dating
Kathryn, the sister of your presum-
ably dead girlfriend, Kura. Bath are
the daughters of your commanding
officer, Admiral Akkaraju. Got it?
Anime fans will appreciate the par-
allels to the Hikaru/Misa relation-
ship in Macross.

The rest of the story unfolds in
cut-scenes. Unlike JEDI KNIGHT,
they're not FMV filler populated

ot gt 2ur = ';I"' : ‘ .' .

FUN WITH FRIENDS Occasionally, an Al
buddy will help you take on the bad guys.
Too bad you can’t control them.

A COMPUTER GAMING WORLD = JANUARY 1999

with bad actors; these scenes use
the in-game engine and voiceovers
to sustain a consistent look
throughout the game. This allows
more cinematic scenes to be
packed in the levels (not just in
between), and that's not counting
all the dialogue that gets displayed
at the top of the screen. Even
when loading levels, you get to
read nice, concise paragraphs sum-
marizing the current situation.

LithTech: Power in a
Pretty Package

One thing for which Monolith
deserves mngratu-
lations is for creat-
ing a good, scal-
able 3D engine. My
Pentium 166 runs
QUAKE Il only ade-
quately and
UNREAL just chokes
it. So it was
refreshing to see
SHOGO run fairly
fast in medium
detail (which is
higher than QUAKE
Il but lower than

UNREAL). The biggest
boost was seeing it run
fast and fluidly on a
Pentium 133 acting as
a deathmatch server.
Sure, it was low detail,
but even so, there were
neat visual tricks.

You may need to
adapt to the character
models because they
look more like Speed
Racer than QUAKE I,
but it was nice to see
the level of detail in
action (seeing the
model get more com-
plex as you get closer
to it). Lighting (hoth
colored and dynamic)
and shadows are well
done, and even the
chrome on your guns loaks slick.

Full Metal Jacket,
Shoes, and Pants

0On foot, the gameplay is a lot
like that of your traditional FPS. It's
when you get into Mobile Combat
Armor (MCA) that the game takes
on a different feel. On foot, you've
got your standard John Woo pistols,
machine guns, and rockets, but the
MCAs have explosives, explosives,
and more explosives. Their arsenal
can best be described as "What fla-
vor do you want your rocket in?"
You have weapons that spew out
“drunk" missiles, mines that attach
themselves to their target, and
even an energy weapon that has
the same effect as a nuke. The one
flaw with the weapons is that
they're a bit unbalanced by a sniper
rifle that reloads too fast—both in
MCA and on foot. The coolest addi-
tion gameplaywise is the Critical
Hit system, which rewards you for
hitting a weak spot by both dealing
more damage and boosting your
health by 25 percent.

Not only are the weapons hefty,
s0 are the MCAs. You can feel the

wwiw.computergaming.com
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PUT ON YOUR LEAD SUITS The weapon effects, such as from
this nuke, are much more visceral and aural than in UNREAL

size as you stomp on foot soldiers
and tanks in the city levels, This is
anime, so MCAs move like
humans, @ la the Macross
Valkyries, not like the hefty tanklike
motions of BattleTech. And like
Valkyries, these MCAs can trans-
form between bipedal and vehicu-
lar mode. You can pilot four differ-
ent ones, which vary in speed and
durability (see the “Multi MCA
Mayhem" sidebar).

Also, the variety of enemies is
better in the MCA levels. On foot,
you essentially have only two
types of enemies: armored and
unarmored. At least the MCA lev-
els give you the foot soldiers, dif-
ferent varieties of MCAs, and even
tanks and rocket launchers.

The level design is pretty
straightforward, focusing on play-
ability and practicality instead of
flashy architecture, There isn't the
awe-inspiring architectural eye
candy of UNREAL, and the way the
levels are laid out feels somewhat

HIGHWAY ROBBERY The city levels let
you flex your mechanical muscle. If only
the on-foot levels would get out of the
way of the more enjoyable MCA ones.

www.computergaming.com

more realistic, although there are
exceptions: Sometimes you wonder
why there are so many really big
buttons for the MCAs to push.

Shogo a No-Go

This is where things get a bit
ugly. For one thing, the SHOGO Al
isn't really broken, it's just really
uneven. The general Al is similar to
QUAKE Il and even Monolith's pre-
vious shooter, BLOOD, in that the Al
has really good aim and itchy trig-
ger fingers. Enemies will chase you
and alert others to your presence.
The catch is that there are times
when the Al attacks only if injured.
Unfortunately, a bug slipped
through: A significant number of
enemies were flagged with this
idle mode so, at least three to five
times per level, you can stand five
feet in front of someone and kill
without retaliation. Or you can
shoot an enemy and get no
response from the enemy right
next to him. Gameplay isn't com-
pletely FUBAR, but it
tends to be easy.

Also, | got to play
deathmatch.,.over a
LAN. | couldn’t get an
Internet game running,
but early signs are that
Internet games will be
like pre-QUAKEWORLD
QUAKE, in that it's a
lag-filled fragfest. Only
straightforward death-
match is available, and
while it doesn't sound
thrilling, | found myself

Multi MCA Mayhem

Here's a quick guide to the different MCAs and how they
handle for multiplayer purposes.

surprised by how much fun it was
{in an MCA). On foot, QUAKE is still
king, but the MCAs give you great
weaponry and the toughness to
dish it out and take it.

Monolith has taken these issues
to heart and is promising a point
release that will clean up the Al
and make the multiplayer game
more efficient. What this means is
that SHOGO was slightly rushed to
stores, Other than the technical
issues that are being covered by
the patch, | only have minor issues
with the game. What we ultimately
have is a game that could have
gotten an Editors' Choice had it
been tested thoroughly. By the

Akuma

The fastest but frailest of the
four, this is the MCA of the
lurking one. If you favor hit-
and-run tactics and can rea-
sonably dodge incoming fire,
you may like the Akuma.

One of the midline MCAs, this
is the basic, all-purpose MCA
for the player who isn't picky.
If you want a mecha that does
everything well without any of
the tradeoffs that come with
doing one thing extremely
well, this is the one for you.

The other midline MCA, but
with the advantage of a faster
vehicle mode than the Enforcer.
The Enforcer’s vehicle handles
better, but the raw speed of
the Ordog's vehicle rivals the
Akuma's. If you want a midline
MCA that can make quick get-
aways, get this one.

This is the big, hefty MCA.
It's slow, but it can take
more punishment than any
of them. If you value raw
durability over speed, you
can't go wrong with this
hulking menace.

time you read this, however, the
patch should be out—assuming
it's not vaporware (but | have
some faith in Monalith). So, if
you're willing to download a
patch, you'll find SHOGO a shooter
filled with lots of style, substance,
and charm. Those without Internet
connections or who just don't like
patches will find a game that
could have been great, but was
premature in birth, (907

Thierry "Scooter” Nguyen
watches a whole lot of anime with
mecha and wants someday o
pilat either the EVA-01 or the
VF21 Valkyrie,
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survive.

Imagine the Earth. Ravaged by
famine. Unable to sustain life.
Reliant upon plants and minerals

harvested on a distant world.

Imagine a race of vicious aliens.

Hurtling through space.
Desperately searching for nourishment. Willing to stop at nothing to get it.

Two species. Determined to survive. Two worlds. Destine to collide.

Get ready for the most intense real-time battle in the universe. Blast your
way through 5 colomial bases and 50 brain-crunching scenarios=all in

isometric, retina-frying 3D.

Choose from 5 different types

B i of characters, each with its own

special function, and a random

’ arsenal of weapons. Go it alone
| ’ or team up with your friends
; over the internet.
)]
’ J If you made it through Starcraft™, it's time to meet the real enemy.
f
R

Go to #096 @ www.computergaming.com/infolink

For ordenng information call 1-888-797-5867.
Pre-order at your local retailer today! CLOCKWORKS Pan =

ENTERTAINMENT asonlc- m o
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REVIEW ¢ KLINGON HONOR GUARD

Way of the Warrior

Joining the Klingons Isn't Quite the Honor It Should Be

by Elliott Chin

lingons and 3D shoot-
ers are a match made
in Skorvakor, right?
After all, who can argue
with a 3D shooter
based on the violent
Klingons? The best of
the breed are the
Klingon Honor Guards, highly
trained and tasked with the protec-
tion of the Klingon High Council,
but recently, treachery has entered
the ranks of these once incorrupt-
ible warriors. With the Klingon
High Council all but destroyed by
an assassin's bomb, the Honor
Guard has sworn a blood oath to
exact swift vengeance on the mas-
terminds of this traitorous plot.

As the epitome of Honor Guard

cCOMPUTER"

%k K kA

APPEAL: Star Trek
fans hungry for
blood; 30 shooter
fans looking for a
maore fleshed-out
story and atmos-
phere,

PROS: Excellent
premise; gets
better as you
progress; some good visual effects; some
well-made levels; good tie-in between
missions and story.

CONS: Uneven level design; too much
key hunting; not enough variety in
monsters,

DIFFICULTY; Intermediate,

REQUIREMENTS: Pentium 166,
Windows 95/98, 32MB RAM, true-color
graphics for 24-bit calor, 4x CD-ROM,
250MB hard-drive space; supports
DirectX-compatible sound card.

3D SUPPORT: 3Dfx, PowerVR.
MULTIPLAYER SUPPORT: LAN (2-8
players), Internet (2-4 players).

Price: $49.95

Publisher: MicroProse

Alameda, CA

{510} Bb4-2550

www.microprose.com
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training, it's your job to hunt down
the ringleaders of the plot for your
Honor Guard mentors.

It sounds like the perfect setup
for a stellar first-person shooter—
full of gore, Klingon expletives,

100
&

some sparsely populated bars and
clubs, an Andorian space station, a
polished Andorian tradeship, a
crimson-hued Klingon cruiser, and
the ruined moon of Praxis. The
level design on the later levels is

Pogpe

DOWN, ROPED In KLINGON HONOR GUARD you'll venture to
various environments and battle scads of Klingons, Andorians,
and a few other beasties, such as our big, furry buddy here.

and charred body parts—but
MicroProse's relative inexperience
in 3D shooters hobbles what
might have been an excellent
action game.

First Contact

KLINGON is a game that gets
better the more you play it. Forget
the cheesy slide show intro and the
first two levels. It's only once you
get off the Klingon homeworld of
Qo'nes and start chasing Gowron's
would-be assassins across space
that things get interesting. You'll
trace the killers to the icy caverns
of penal colony Rura Penthe,
which, in contrast to the drab walls
and textures of the first levels, is
bright and eye-catching. There's
even a prison riot there to spice
things up, although for all the
noise generated by the riot it could
have been a lot bigger.

Later levels include the pleasure
spot Qualor 2, where you'll see

pretty good, with hangar bays in
the space station and sickbays and
warp cores aboard ships. The story
and briefings that propel each
mission are well thought out, but
unfortunately, almost all the
missions are marred by constant
key hunting.

KLINGON calls its keys by various
names—aenetic key,
digital palm print,
holographic retinal
projector—but
they're all keys
nonetheless. Most of
the time, | was run-
ning through levels
trying to find that
one, tiny key hidden
among similar tex-
tures to open that last
door. While some
levels were nicely
designed with logical
paths toward mission
objectives, others

were confusing. | lost lots of time
trying to figure out what to do on
the space station level since there
was no indication that | could walk
off the path of the outer hull and
scale the steep walls of the station
to a rooftop elevator. Many times,
because the computers or down-
load terminals all looked the same
from room to room, | had no idea |
was in the mission objective room
until the mission-ending screen
popped up. One other thing that
disappointed me was that the
Fek'lhr mission has a time limit
courtesy of a ticking bomb; yet |
was still alive after the counter

ran out.

Know Your
Enemy...and Your
Bat'leth

In KLINGON most of what you
fight are Klingons and Andorians
in a limited number of guises.
Some Klingons look better than
others, but they all just become
cannon fodder toward the end of
the game. There was no sense that
| was really ramping up toward
more powerful enemies (like the
way | moved from scrags to death
knights to shamblers in QUAKE). |
can forgive the fact that all the
Klingons and Andorians looked the
same since there isn't supposed to

SHAKE THAT BOOTY These Andorians are
dancing in one of the clubs in Qualor 2.
It's a cool effect, but the clubs are too
sparsely populated.

www.computergaming.com



DON'T GO INTO THE LIGHT The particle dispersal cannon is the
BFG of KLINGON HONOR GUARD, and it's strong enough to scare
off our friendly neighborhood Ro'Ped.

be much variation in military dress,
but it would have been nice if they
had ultra-elite guards or fantastic
alien monsters. The Nausicaans
(bothersome weaklings) and
Lethians (impressive, ethereal
attackers) do spice up the action.
Another disappointment is the
lack of large, menacing beasts—
aside from the gargantuan
Ro'PeD. This rack-hurling brute is
imposing, but he only appears on
Rura Penthe. Nothing quite his
size or demeanor appears for the
rest of the game. The other non-
humanoid creatures are the guard
beast, the Targ, and the Tar Chop.
What are they? A white dog, a
Klingon pig, and a scorpion.
Yawn. In fairness, the water
creatures are very nice—quick,
sleek barracudalike monsters with
rows of teeth and a tendency to
attack in packs. Enemy Al isn't
that great. Some enemies just
stand still, and | had to push
them before they would attack.

DIE WITH HONOR This curved blade is the
Bat'leth, a vicious melee weapon that
can also be thrown.

www computergaming.com

There are some winners and
some losers in KLINGON's formida-
ble arsenal. The disruptor pistol
and rifle are serviceable, but look
utterly uninspired—an unfortu-
nate by-product of MicroProse's
obligation to faithfully represent
Star Trek weaponry. | switched to
the assault disruptor as soon as |
acquired it and kept using it for
most of the game. Its secondary-
fire made disintegrates opponents,
turning them into red ashes. The
ding pach spits a spinning disc that
chews apart its target before
returning to the gun. Very nice.
Strangely, the Sith har blaster, a
late game weapon, was effective
at taking out Klingons with one
shot but couldn’t even dent certain
tar chops. The final weapon is a
BFG-like cannon that can also
create a mini black hole as its
secondary attack. Two melee
weapons round out your arsenal
and are among the cooler
weapons in KLINGON.

Engine Ups
and Downs

The graphics, like
everything else in this
game, are a mixed
bag. Beginning levels
are boring and
monotonous, but the
later levels—from
Rura Penthe to the
Andorian ship to the
Klingon cruisers—are
much more impres-
sive. Most enemies

lnok good, but get close to them
and you'll find they aren’t any-
where near as detailed as the
beautiful creatures in UNREAL.
MicroProse says it opted for this
lower texture detail to boost
frame-rate. For the most part the
game runs along at a nice clip, but
in some areas the game would
chug along before coming back to
full speed. This was on a Pentium II
400 with 64MB of RAM.

Some of KLINGON's special
effects are very nice, most notably
the transparent Lethians and their
translucent balls of blue energy.
Similarly striking is the shimmering
enerqy in the various warp cores
and clear tubes throughout the
levels. Nearly as impressive are the
death scenes for zero-G kills—zap
an enemy and he'll float away,
bubbles of blood spinning around
him. However, the explosions
aren't spectacular and the blood is
too blurry. The detail on objects
also suffers greatly at extreme
close-ups. | encountered some clip-
ping problems, the most egregious
being a dead Klingon that spun
backward and became halfway
lodged into a wall.

Multiplay isn't as fast as in
QUAKE II, but level design for the
multiplayer levels is pretty good

and the frame-rates aren't too bad.

Still, before rushing into KLINGON
deathmatch, remember that
KLINGON uses the UNREAL engine,
so look for the latest patch.
MicroProse was onto something
with KLINGON HONOR GUARD, and
the end result is a fairly good
game with a split personality. The
greal premise starts out slowly but
improves the longer you play.
Some weapons and monsters
aren't too hot, others are pretty
cool. The problem is that it could
have been much better. Still, if Star
Trek and shooter fans can forgive
the game's plodding start and key-
hunting mission design, KLINGON
HONOR GUARD could provide a
rewarding, if uneven, experience.

lcGW]

Elliott Chin has read almost every
Star Trek book published, but still
likes classic Trek the best.
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Basic
Weapons
Training

J k
The dagger and Bat'leth fly
in an arc. Remember this
when using them as throw-
ing weapons. Aim high and
only throw at medium
range to short range.

DISRUPTOR RIFLE

GRENADE

LAUNCHER R R
The disruptor rifle, assault
disruptor, and grenade
launcher all require reload-
ing each time you switch
between primary and
secondary fire modes.
Even when you return to a
weapon after putting it
away, it won't default to
primary firing mode but
rather will remain at the
setting you left it in.

4 AT
ASSAULT DISRUPT!

The assault disruptor is a
powerful weapon, but has
a short range. lts more
powerful secondary attack
has an even shorter range.
For long-range sniping, use
the secondary attack of the
disruptor rifle or the rocket
launcher (shown below).

ROCKET LAUNCHER

Two undocumented power-
ups you'll find are the
blood wine and bowl of
gagh. Blood wine increases
your attack damage, and
gagh gives you 100

bonus health.
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REVIEW ¢ TRESPASSER

TRESPASSER Is Knee-deep in Something and It Sure Isn't Fun

by Robert Coffey

s bad as genetically re-
engineering dinosaurs
turned out to be in
Jurassic Park movies,
TRESPASSER definitely
tops them in the “good
idea gone horribly
wrong” department. A
first-person shooter that desper-
ately wants to be an adventure
game, TRESPASSER is an ugly mish-
mash of uncertain identity, crip-
pled by ill-conceived ideas, a tech-
nically promising engine that
screws up gameplay, and more
horrendous glitches than 10,000
men could shake 10,000 sticks at.

Be Scared, Be
Very A-scared

The game's premise is simple.
You, as a young woman named
Anne, find yourself stranded on a

COMPUTER

WORLD

APPEAL: Gamers
who value tedium
and frustration
over gameplay
and fun.

PROS: Physics-
based engine isn't
too shabby; it's
mercifully short.

CONS: Game engine complicates play;
ricdiculously high system requirements yet
is still sluggish; convoluted controls; graph-
ic glitches; simplistic puzzlesikey hunts.
DIFFICULTY: Intermediate.

REQUIREMENTS: Pentium 166,
Windows 95/98, 32MB RAM, 120MB
hard-drive space, 4x CD-ROM,1MB video
card; supports Windows-compatible
sound card

3D SUPPORT: Most Direct3D cards.
MULTIPLAYER SUPPORT: None.

Price: $49.95

Publisher: Electronic Arts
Redwood City, CA

(650) 628-1900

wiww.ea.com

dinosaur-infested island and quite
reasonably decide you'd be better
off back home. You explore the
island, searching through the rub-
ble for a phone, a radio, anything
to contact the outside world.

Gamers expecting a first-person
shooter with T-Rex's and Raptors
providing the targets will be the
first (but definitely not the last) to
be disappointed, since TRESPASSER
is no run-and-gun shooter. Instead,
it tries really hard to be an adven-
ture game, emphasizing puzzle
solving and exploration. It's not
that either. So what is it? It's thud-
dingly dull and totally frustrating,
that's what. Operating under the
misguided notion that an action-
packed, thrilling shooter was some-
thing to be avoided, Dreamworks
barely sprinkles dinosaurs across
the gaming landscape, keeping
your weapon supply woefully low
s0 that often the best course of
action is to avoid action. Doesn't
that sound like fun?

This wouldn't be so bad if
TRESPASSER lived up to its self-
deluding high ideals and served up
loads of challenging puzzles in a
rich and fascinating environment
that rewarded exploration, but it
doesn't—some levels are puzzle-
free. Maost of the puzzles involve
stacking boxes into impromptu
staircases so you can reach higher
areas, When a new puzzle does
crop up—like lobbing stones to
make a teetering plank create an
accessible ramp—expect to do it
at least three times in a row.

Engine Trouble

Solving the same puzzle repeat-
edly is bad enough, but it's even
more maddening thanks to the
game's engine and interface. A
tangle of keyboard commands lets
you raise and lower your arm as
well as bend and turn your wrist.
All these options do is make aiming
that occasional gun less precise,
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NICE RAPTOR, PRETTY RAPTOR With obliging dinos that occa-
sionally freeze in their tracks, TRESPASSER is a better prehistoric

petting zoo than it is a game.

thus ensuring a quick death by
dino. And while the physics-based
engine is commendable in creating
an environment full of objects to be
pushed and picked up (but not
destroyed), it makes dealing with
those endless box slaircases a
repetitive grind—boxes fall every
time you breathe on them.

The engine is also slow. Move-
ment is never fast, but once a few
objects or creatures start filling up
the screen, man alive, does the
frame rate tank. And this is on a
Pentium 11 300 with 3D accelera-
tion and scads of RAM—who
knows what it'd be like on the
game's alleged minimum system (a
Pentium 166). This slowness is
especially aggravating when you're
traversing a huge enclosure, futilely
searching for a white keycard.

The list of bad design elements
and botched technology goes on
and on. Collision deteclion is a
joke, letting your character get
snagged on walls and in bridges,
and letting dinosaurs get tangled
in fences until they die. Since you
can only store one item on your
body, you must always carry a gun
in your hand, further bogging
down the frame-rate. Your charac-
ter can lift crates with one hand
but can't make simple jumps and

leaps. You die frequently, but
there's no quicksave or quick-load
option. Level transitions are seam-
less, but you lose all your weapons
when a new level loads. Dinosaurs
may inexplicably freeze and not
respond.

With more problems too numer-
ous to list, the brevity of the game
is most noteworthy. Not because
it's the most egregious gaffe, but
because its mere eight levels

HEAD IN THE SAND Bottom
of the barrel collision
detection will stick you to
walls and dump this dead
dinosaur underground.

ensure that anyone unfortunate
enough to play TRESPASSER can
make the hurting stop sooner than
most games. [L97

Robert Coffey has actually
dreamed about playing
TRESPASSER. He's not
sleeping much.
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EPIC BATTLES
OF
STRATEGY
HONOR

Returning to her besieged homeland, Katherine,
Queen of Enroth, must rally Erathia’s armiesin a
fight for survival. In a savage series of battles for
control of Erathia, you command the land’s
greatest heroes and fiercest creatures in Queen
Katherine's struggle to restore her family’s reign,
and rid the land of enemies.

+ Qver 20 campaign scenarios told from 3 different
perspectives, plus dozens of custom stand alone,
and multiplayer maps.

» Enhanced multiplayer capabilities allow you
to plan and implement detailed combat and
exploration strategies.

* Detailed character development with
16 new Heroes, and hundreds of spells,
skills and artifacts.

+

More than 100 unique combat units all
3D.rendered in High color detail.

Balkl St

www.heroes3.com
1998 The 300 Company. All rights reserved. New World Computing, Heroes of Might and Magic. 3DO, and theie respeerive logos,
are teademarks or repistered trademarks of The 300 Company in the US and/for other countries. All other trademarks aml/or
trade names belong to their respective owners, New World Computing is a division of The 3DO Company.
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REVIEW « RETURN FIRE 2

Third Time's a Charm

You'll Need a Little Help From Your Friends to Really Enjoy RETURN FIRE 2

by Scott A. May

ne of the first great 32-
bit console games gets
a 3D multiplayer
makeover with the
release of RETURN FIRE
2 from Ripcord Games.
Sure, its mix of thun-
derous action and strat-
egy are simplistic by today's real-
time strategy standards, but hey,
that's exactly the point.

Led by veteran game designer
Baron Reichart K. Von Wolfsheild,
Silent Software’s original RETURN
FIRE became something of a cult
hit on both the 300 and
PlayStation back in 1996. Set amid
a wartime motif, the game's
premise is about as fundamental

), S

COMPUTER

APPEAL:
Multiplayer
action fans.

PROS: Excellent
multiplayer sup-
port; spiffy 30
graphics; intense
action; new vehi-
cles and strategies
to explore.

CONS: Singreﬁayer mode can get
repetitive; confusing control setup;
meager manual; split-screen modes
strain your peepers.

DIFFICULTY: Intermediate.

REQUIREMENTS: Pentium 133

with 3D acceleration (Pentium 200
without), Windows 95/98, 16MB RAM,
175MB hard-drive space, 4x CD-ROM,
mouse, 16-bit sound card; supports
joysticks (including force feedback)
and gamepads.

3D SUPPORT: 3Dfx, OpenGL.

MULTIPLAYER SUPPORT: LAN and
Internet (2-16 players), modem and
serial (2-8 players), and split-screen
mode on ane PC (24 players).

Price: $49.95

Publisher: Ripcord Games
Santa Clara, CA

(BEE) 797-3B67

www.ripcordgames.com

ROCKY MOUNTAIN DIE RETURN FIRE 2's New airborne units let you engage in

:

N

adrenaline-pumping dogfights like these.

as they come—be the first to cap-
ture your opponent’s flag and
return it to your base camp. It was
simple, explosive, and very addic-
tive. It was only a matter of time
until Von Wolfsheild and company
caught the 3D bug.

In RETURN FIRE 2 the basics of
gameplay remain the same; only
the eye candy has changed.
Actually, that's not entirely true.
A lot of important things have
been expanded, tweaked, and
added to the game, beginning
with its amazing assortment of
multiplayer modes.

The More the Merrier

Now up to four players can
compete on a single machine,
dividing the screen into as many as
four active sections. This quartered
display is surprisingly clear and
smooth, dipping the frame-rate
minimally, but you'll probably need
a 19-inch monitor to keep your
eyes from bugging out. Contrary to
the diagram on the game’s open-
ing menu, two-player split-screen
games are divided horizontally, not
vertically. Other new multiplayer
options include battles of up to 16
people over a LAN or the Internet
(free on MPlayer).

DECONSTRUCTIVE SURGERY The Green
army’s base gets a radical face-lift as
his adversaries soften him up hefore
stealing his flag.
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Finally, using a combi-
nation of two PCs and
split-screen mode, up
to eight players can
compete using either a
direct (serial) or
modem link.

Here's the gist of the
first-person gameplay:
Battles take place on
islands, with varied
landscape including
desert, jungle, and
urban terrain.
Depending on the

number of competi-
tors and level of
play, fortifications
dot each island. Flag
Towers guard the
colored banner for
each side. To grab
the flag, players
must first destroy
the tower, then drive
a jeep in to capture
and return the flag
to home base. The
first to do so wins
the game.

Six different vehi-
cles are at your dis-
posal, depending on
the island. Tanks,
jeeps, and ASVs are
deployed from your
underground bunker. Tanks are
used to pound or ram obstacles
and fortifications, The ASV, though
less armored than tanks, can
launch a missile barrage at long
range and also lay mines in the
paths of unwary ground vehicles.
Jeeps are basically good for one
thing: nabbing the flag and getting
the hell out of Dodge. Though
equipped with machine guns, the
jeep's main defense is its speed—
although control can be tricky. |
found it too easy to get stuck
amid the rubble. So make sure you
clear all debris from the flag area
hefore hopping in your jeep.

New to the game are jets, heli-
copters, and PT boats, all launched
from your aircraft carrier (if applic-
able to the scenario). The jet is pri-
marily used for long-range recon-
naissance but is equipped with
cannons and missiles. Helicopters
are great for fast access to remote
sections of an island. Armed with
rockets and cannons, they also do
considerable damage. Finally, PT
boats give you access to water-
ways, including your enemy's back
door. PT boats are armed with tor-
pedoes and cannons.

www,.computérgaming.com
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Wet and Wild

These new vehicles don't just
add variety to things that go
boom, they also open up whole
new areas of gameplay, namely,
the sea and the sky. Dogfights and
sea battles can be quite entertain-
ing in “rogue” style multiplayer
games, though the flight (and
float) models are simplistic at best.
In team mode, players can even
stage an all-out attack on an oppo-
nent's aircraft carrier. It takes per-
sistent pounding to sink a carrier,
but when you do, the fireworks are
spectacular. Plus, your opponent
then loses all carrier-based vehicles
for the rest of that game.

There are plenty of other compli-
cations and tactics, too, like pene-
trating walled fortresses, eliminat-
ing automated defense turrets, and
avoiding decoy flag towers. Also
keep in mind that while you're
busy locating enemy flags, the ene-
mies are doing the same. As in the
original, the computer's Al is a
tenacious devil, even at medium
skill levels. If you get too far
ahead, the computer will abandon
its flag hunt and hunt you down.

o| oo oo
=N
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HOW DO | DO THAT? The control setup in
RETURN FIRE 2 is extensive, but needlessly
complicated and poorly documented.

SEA BIRD A helicopter, one of several
new vehicles in RETURN FIRE 2, prepares
to land on the deck of an aircraft carrier.

REVIEW ¢ RETURN FIRE 2

Since only the nearly defenseless
jeep can carry the flag, it becomes
a prime target—typically destroyed
with a single missile.

At higher skill levels other
resources come into play, including
fuel depots, power plants, muni-
tions dumps, and radar installa-
tions—each with its own primary,
secondary, and tertiary stations and
substations. For example, knocking
out a primary radar site disables all
intelligence updates. Destroying
fuel or munitions dumps prevents
the enemy's ground vehicles from
refueling or rearming.

Instead of the overhead view of
the original, players now com-
mand multiple perspectives,
including first-person, chase, and
three-quarter overhead. The view
you choose depends on the vehicle
in question and the current objec-
tive. For example, first-person
works best in the tank when aim-
ing the turret but is a disadvan-
tage in the jeep when you need as
wide a perspective as possible

With more than 30 maps, each
containing one or more islands,
there's plenty of variety. RETURN
FIRE 2 is best played
against other people
since single-player
games quickly tend
to lose their luster,
The computer Al is
consistently chal-
lenging—but it's
also predictable.

Supporting 3Dfx,
Glide, OpenGL, and
DirectX software ren-
dering, the game's
3D graphics are
impressive and simi-
lar to—if not quite
as good as—those in
Rage's INCOMING.
Visual highlights
include the fiery
explosions, variable
density smoke, wave
effects, and detailed
vehicle texture map-
ping. Extensive setup
screens let you
tweak myriad game-
play options, includ-
ing vehicle damage,
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hat good is age
and experience if
you can't spread
wisdom around
like fertilizer? That
said, gather

‘round, kids, and learn a little

video game history:

Most action-game addicts
remember the original RETURN

FIRE, which was hastily ported ta

Windows 95 from the 3D0 and
PlayStation consoles. Many of
today’s gamers, however, aren't
aware that RETURN FIRE was
actually a remake of a cult
Amiga game called FIRE POWER,
designed by Silent Software and
released in 1987 by visionary
publisher Microlllusions. And the
creator of FIRE POWER and lead
designer for Silent Software?
None other than (Baron)
Reichart K. Von Wolfsheild of
RETURN FIRE and RETURN FIRE 2
fame. Practice makes perfect.

B R R

Blast From the Past

S -~ —= 3
Among FIRE POWER's grotind-
breaking innovations was
modem-to-modem multiplayer
gaming. Chugging along at a
whopping 1,200 bps, modem
gaming at the time was relegated
to nonaction games like chess
and turn-based wargames. FIRE
POWER was one of the industry's
first real-time, remote multiplayer
action games, a feat Von
Wolfsheild would later repeat
with TURBO, the first modem rac-
ing game (never released and
quite a collector's item).

SPLIT PERSONALITY RETURN FIRE 2's split-screen mode lets two
players fight on one PC and lets you see a base bombing from
the perspective of the bomber as well as the “bombee.”

initial stocks, sound, and video. In
a throwback to its console days,
the game allows you to listen to
your own music CD while playing
the game.

The controller setup screen is
particularly detailed—to the point
of utter confusion. It takes time to
learn how to configure controls—
either with keyboard, mouse, or
joystick—no thanks to Ripcord's
inept user manual, which offers
the gamer no help at all.

Overall, RETURN FIRE 2 offers
instant arcade gratification and
long-term multiplayer appeal.
Played solo, however, it rapidly
loses appeal. Throw away the bells
and whistles and you do have old-
fashioned, rock-solid gameplay. The
best things never change, (L7

Scott A. May is currently stuck in
retro mode, playing SENTINEL
RETURNS, MONTEZUMA’S RETURN,
and LODE RUNNER 2.

waww.campiu tergaming, com
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I REVIEW ¢ F-16 MULTIROLE FIGHTER/MIG-29 FULCRUM

u
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" Thin Air

Novalogic's Sim Duo Is a Bargain, but Gameplay Is Superficial

landscapes are drawn with vivid
by Tom Chick and detailed textures. The terrain
emember when a elevations vary nicely, allowing for
drunken Randy Quaid cat-and-mouse games among
learned to pilot an F-18  mountain ranges, The featured air-
over the course of a craft are sharply modeled with visi-
single afternoon in ble weapanry and maving control
Independence Day? If surfaces. Other aircraft are a bit
you want to relive that blocky but are sharp and colorful.
experience, check out

TN /AR .

L

Novalagic's F-16 MULTIROLE Raptor Redux
FIGHTER and MIG-29 FULCRUM Under closer scrutiny, however,
sims, which are available bundled this graphics engine is similar to

together for the price of a single the one used in F-22 RAPTOR, with
sim (for an unspecified time), These  extra detail and smoothing thanks

sims are definitely an easy entry to 3Dfx acceleration. There's no
into fighter combat, but they may Direct3D support, so owners of BUZZ CUT The terrain is smoother than in previous Novalogic
leave you wishing for something non-3Dfx cards must use the soft- titles, but mountains still pop up magically in the distance.
more substantive. ware mode, which looks great for a
At first glance there are some software engine but can't compare  the screen; the MFDs and finely the information is integrated into
impressive graphics in both F-16 to hardware 3D. As with detailed gauges are almost entirely  the Attack Display and splashed
MRF and MIG-29 FULCRUM. The Novalogic's earlier game, there’s superfluous. Furthermore, some onto the HUD anyway. The passive
still an abrupt rendering limit that important parts of the HUD data infrared search-and-track mode in
et e leads to mountains rising from the  don‘t work in the cockpit view. It's  MIG-29 FULCRUM is similarly use-
horizon as if they'd been called ironic that Novalogic sculpts a less since it doesn’t work. Lock
forth POPULOUS-style. beautiful true-3D cockpit and then  onto an enemy plane and this
The 3D virtual cockpits and features it in a game best played “passive sensor” will still set off a
reflective canopies are a great without it. warning in your target's cockpit.
: framework for the scenery. They Actually, both games have fea-
e ;l:;:zi offer an immersive sense of being  tures that will never be used. The ~ Zoom Zoom
who don't mind wrapped in a bubble of glass and radar modes in F-16 MRF are Zoom-a-Zoom
:LD:;?‘?LE}‘” oaal:f avionics. Unfortunately, this splen-  entirely redundant. There are so Despite claims of authentic
looking for aerial dor is little more than interior dec-  few targets and the target designa-  flight models, there are rudders
deathmatches. oration. There's no need to look at  tion is so simple that it's ludicrous  here that defy physics, racket

l‘:;‘éﬁw?gt!ft‘:sé anything but the HUD and the to imagine anyone actually need- haosters used for engines, a gliding
free online play; god's-eye window in the corner of  ing to tinker with radar modes; all  capability of balsa wood models,
;‘:{;325'3:2 i and planes that hold

- their noses high and
CONS: Overly

proud, even in a stall.
Just for giggles, you
can play Lunar Lander
with your MiG. Cut
the throttle while
your plane is going
vertical and control
your fall by applying
thrust until you gin-
gerly crash tailfirst
into the ground.

You can count the
concessions to real-
ism on one hand.
Drag is modeled for

simplified flight
model; redundant
gameplay; shallow
multiplayer missions; 30 suppart for
3Dfx cards only.

DIFFICULTY: Easy.

REQUIREMENTS: Pentium 133,
Windows 95, 16MB RAM, 313MB hard-
drive space.

3D SUPPORT: 3Dfx Glide,

MULTIPLAYER SUPPORT: IPX, TCPAIF,
serial, modem (2-16 players),
MovaWorld Intemet (2-128 players).
Price; §44.95

Publisher: Novalogic

Calabasas, CA

(800} 858-1322 ON THE BEACH Other than scaring off seagulls, flak is pretty harmless in
these games.

wwvi.novalogic.com
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ﬂ.ASS COCOON Reilectme canaopies in
padlock mode help you keep up with your
plane’s orientation.

heavily loaded aircraft, Turns bleed
airspeed (almost a moot point con-
sidering the overpowered engines).
There's less lift at higher altitudes,
but the tiny combat arenas will
rarely take you above 10,000 feet.
One supposedly realistic touch
demonstrates the developers’ mis-
guided stabs at the fine art of sim-
ulation: Drop a single bomb from
your F-16 and the aircraft will bank
to one side to reflect the weight
shift. Rather than demonstrating
attention to detail, this shows dis-
regard for contemporary fly-by-
wire controls, which would auto-
matically compensate for the
aircraft's imbalance.

Novalogic's version of a spin is a
similar touch of unreality. Pull up
into a very slow 45-degree climb
then stomp on the rudder. You'll
gently drift to the ground like a
leaf, spinning as furiously as a pin-
wheel in a wind tunnel.

This “fun with
physics” wouldn't be

it weren't for Nova-
logic's continued
insistence that its
games are realistic
sims. Note the first
bulleted point on
each box’s feature
list: “Authentic
Lockheed Martin
Approved Flight
Model and Avionics”
and "Au-
thentic
MiG-29 Flight Model”
they scream in capital
letters. As proof, the
names and endorse-
ments of Novalogic's
hired consultants are
splashed across the
boxes. | can only imag-
ine that these gentlemen are
blushing furiously. It doesn't help
that Novalogic chose to quote their
Russian consultant in twisted idio-
syncratic English,

For Fun's Sake
The most damning indictment |
can offer of these titles is that they
just aren’t much fun. The gameplay
is superficial, frustrating, and repet-
itive. In spite of excellent scripted
radio communications (with
optional Russian for the MiG), the
single-player missions are lifeless,
offering very little variety or flavor.
Shoot down your primary objec-
tives and linger for

THE FULCRUM HAS LANDED The MiG's

ability to rest on its afterburners may
make you think the imperiled Russian
space agency is testing the MiG-29 as a

lunar landing module.

www.computergaming.com

secondary or bonus
objectives if you want
a higher score. This
structure was con-
trived in TIE FIGHTER,
and it's still contrived
in Novalogic's games,
At least the campaign
allows you to skip
missions after you've
tried them once—a
welcome change from
previous games in
which missions you
couldn’t complete
were brick walls.
There's a nicely flex-
ible loadout screen on

as hard to swallow if

lthough the mlssiles in these games were tnnad
down in the first patch, they still home in with all the
E tenauty of a six-year-old girl after a Beanie Baby. If
: ynu thought the student loan agency was bad, try the busi-
i ness end of Novalogic's AMRAAMs.
; The patch, which is downloaded automatically when you
" connect to NovaWorld, will also make your life a little easier
| by adding a red line to the Attack Display. This line connects
| the missile to your location in the center of the display.
- Zoom in the display and you'll get a clear picture of an
* incoming missile's distance and bearing.

 The best defense against these pests is several thousand
f God's good earth—a mountain. When a
s launched at you, mr to duck behind

ventional wisdom of pullmg ahigh-

in both games.

which you'll juggle
limited munitions for
each of the cam-
paigns. The real chal-
lenge comes once
you've run out of
AMRAAMSs or R-77s
and you have to go in
harm’s way with
short-range missiles.
An option for novices
lets you “double” your
weapons load, evok-
ing the mental image
of a fast-food drive-
through. Pilot: “Uh, yeah, I'll take
the 2,000-pound GBU, an order of
HARMS, and a pair of Sicewinders.
And I'd like some extra fuel with
that." Crew chief: "Okay, do you
want to double that order for an
extra $4 million?”

these, games this will just slow

MEET YOUR MAKER Evading missiles is extremely difficult to do

MOONLIGHTING The F- 16 has a helpfu!
LANTIRN targeting pod for night flight,
while the MiG-29 has to feel its

way around.

As long as you have enough
longer-range missiles, most of the
missions are a cakewalk. Your
wingman, who only fires one mis-
sile at a time, will be little help,
Enemy planes don't actively evade,
but some have a Mr. Magoo-like

COMPUTER GAMING WORLD = JANUARY 1999 A
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There's no doubt that new
pilots will flack in droves to
Novalogic's simplicity, but they'll
have little frame of reference to
know what they're missing. These
games’ repetitive gameplay, frus-
trating combat, wasted detail, and
disregard for their subject matter
do not make for a good introduc-

ability to fly blithely past missiles.
The most significant challenge in
these games is trying to stay out of
the firing range of enemy planes
and SAMs; once a missile is
launched, the fun is quickly sucked
out of the game. Missiles operate
by some kind of alternate-reality
physics, in that they seem to

deeper gameplay. RAW
divides players into two
sides and allows pilots to
choose a fighter or
bomber loadout.
Unfortunately, these
hard-coded configura-
tions exclude some of the
more interesting air-to-

' /o P A8 LE
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- decide they're going to hit you 75 ground toys. A tactical tion to the world of flight sims.

E percent of the time no matter what B 7, G - map SCreen gives a con- Instead, FIGHTERS ANTHOLOGY and
- you do (see sidebar, previous TWO SPACE INVADERS MATING? No, venient overview of the ISRAELI AIR FORCE would have

v page). Short of a realistic flight it's an explosion, one of the less flat- visible action against a offered new pilots ample variety;

tering aspects of the graphics engine.

JOINT STRIKE FIGHTERS does an
excellent job of making the details
of jet combat accessible to begin-
ners; there's gratifying and simple
combat in RED BARON Ii; and
TEAM APACHE is a great example
of an easy sim with an obvious
affection for its subject.

But the developers at Novalogic
don’t seem to have a proper
appreciation for the mechanics,

model and a 300-page manual, |
can't imagine a quicker way to
turn off casual gamers than to
send them down in flames every
time a missile targets them.

The games ship with a rough-
hewn mission builder to extend
their single-player life beyond the
roughly 100 missions. But Nova-
logic's Fixed Wing Mission Editor is
more complicated than the mission

numbered grid, so
gamers can coordinate
their efforts. The single-player
missions would have been much
more enjoyable if they could have
been flown in this sort of coopera-
tive multiplayer connection.

Aerial Deathmatches
The bundle's excellent multi-
player support on the free
NovaWorld service comes close to
redeeming the two sims, but they
ultimately fall prey to their own
flat gameplay. Often it's a matter
of flinging AMRAAMs and Adders,
camping out over the respawn air-

Let Them Eat Cake
There's no questioning the wis-
dom behind the mainstreamed

(.UMI’UTEI-I GAMING WORLD » JANUARY 1999

builders in complex sims such as
JANE'S F-15 and HORNET: KOREA.
From the confusing treatment of
vehicles and their waypoints as
separate objects to the lack of
graphical feedback on the map, it's
obvious it hasn't been honed for
ease of use. You'll find far less flexi-
bility than in more user-friendly
mission builders. And the docu-
mentation isn't much help.

FINE CORINTHIAN LEATHEH
The cockpit views in both
F-16 and MIG-29 are lovingly
crafted and finely detailed.
Unfortunately, the games
are tuned to play in full-
screen HUD mode with the
cockpits hidden.

fields, and dodging around the
terrain. In fact, if you play on
Novalagic's server, it feels like a
typical QUAKE server, complete
with 13-year-alds calling each
other “punk bitches" and
"losers.” It's a lot of fun at first,

but once you get into the groove,

there's not much to do. Take off,
Fire. Get shot down or land.
Repeat as necessary.

The Raptor Air War (RAW)
games (Raptorless pending
Novalogic's upcoming update of
F-22 RAPTOR) provide slightly

targeting of Novalogic's latest
titles. After the astonishing suc-
cess of its featherweight F-22
games, the company knows where
the money is. If Wal-Mart shop-
pers are buying DEER HUNTER at
$19.95 a pop, they'll surely be
willing to spring for a pair of flight
sims in different colored boxes for
about $40. Like the writers of
romance novels, the producers of
cloned sitcoms, and the directors
of bloated-budget summer block-
busters, Novalogic is giving the
masses what they want.

the machinery, or the miracle of
flight. In fact, this is hardly flight.
This is a hollow pageant with air-
planes—as thin on substance as
the air itself. Novalogic's bundle is
like biting into a pretty cake and
getting a mouthful of icing: sug-
ary, insubstantial, and terribly

unsatisfying. (X7

Tom Chick blames flight sims for
dragging him into a life of com-
puter gaming. His latest addictions
are RED BARON 3D, JANE'S F-15,
and anything with a Messerchmitt.

THE MIG CHILL Perhaps because they're still in search of a warm water port, the other Russian
campaigns take place in Africa and Southeast Asia.
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REVIEW « COMBAT FLIGHT SIMULATOR

World War Toolkit

Impressive in Its Own Right, Unsurpassed Expansion Potential Makes This Sim Shine

by Denny Atkin

fter a long drought with
no new WWII flight
sims, Microsoft's
COMBAT FLIGHT
SIMULATOR (CFS) is the
first drop in the upcom-
ing deluge of prop simu-
lations. Not only is it the
first to hit the shelves, it's likely to
be the last to head to the bargain
bin. The game is not only a superb
simulation of what it's like to fly a
WWiII fighter, it also features unpar-
alleled expansion capabilities. Buy
it now as a WWII Europe sim and
you'll probably be able to play it
later as a Pacific, North Africa,
Russian Front, or even Korean sim.
The key to this flexibility comes
from the fact that CFS is an evolu-
tion of the engine used in FLIGHT
SIMULATOR 98 (F598). However, CF5

COMPUTER

WORLD

APPEAL: WWII air grem
combat fans;
FLIGHT 51M 98
pilots tired of
playing nice.
PROS: Amazing
expandability; :
excellent mission == IS
design; top-notch flight modeling.
CONS: No exterior plane damage; no
wingman commands; shallow multi-
player support.

DIFFICULTY: Moderate.

REQUIREMENTS: Pentium 133,
Windows 95/98 or NT4/SP3, 16MB RAM
(32 recommended), 230MB hard-drive
space, 2x CD-ROM, SVGA graphics.

3D SUPPORT: Direct3D.

MULTIPLAYER SUPPORT: Modem,
direct cable, IPX ar TCP/IP LAN (2-255
players), MSN Gaming Zone (2-8 play-
ers); 1 CD per player,

Price; $54,95

Publisher: Microsoft

Redmond, WA

(B00) 426-9400

www.microsoft.com/games

KILL AND BE KILLED This P-47 is about to fall victim to your FW-
190's guns. But the flames coming from your nose indicate you

have problems of your own.

has little resemblance to its pacifist
predecessar. Along with the requi-
site guns, damage model, and Al,
Microsoft has pumped up the
engine with a dramatically faster
frame-rate, top-notch terrain graph-
ics, working instruments in virtual
cackpit view, and a host of other
improvements. The result is a pro-
gram that—with a couple of
notable exceptions—feels like a
whole new sim.

Admiring the Scenery
CFS includes five modes of play
and multiplayer, Free Flight lets you
take to the skies without fearing
attack—think FS98 in much cooler
planes. A full-featured Quick
Combat mode lets you face wave
after wave of various enemy
planes over an airfield of your
choice. You can select specific types
of enemy craft to face, such as Axis
Fighters, or let the computer toss a

completely random mix of appo-
nents at you. The Training Missions
intraduce you to basic flight and
air combat through AVI demonstra-
tions and an interactive instructor.
These are nicely done but would
have been even mare useful had
the instructor demonstrated each
maneuver once before turning over
the controls,

Many of the 25 missions in
Single Mission mode have a 60s
WWII action film feel. While some
are historically accurate, others
involve tasks such as destroying a
staff car parked under the Eiffel
Tower, killing a French resistance
spy as he escapes in a speedboat,
or shooting down a Hurricane over
London as it performs an air show
for Churchill.

Finally, there's the cream of the
simulation—Campaign mode.
There are two campaigns, the
Battle of Britain and the Battle for
Europe, each of which can be flown
from either the Allied or Axis per-
spective, The 72 campaign missions
are historical in nature and do an
excellent job of conveying the
changes in the air war from 1940
to 1945. In the Battle of Britain
missions, allies are primarily flying

Multiplayer: So Much) Potential...

We played a number of aerial deathmatches with smooth performance and little warping.

c OMBAT FLIGHT SIMULATOR's multiplayer mode is frustrating because it's almost very good.

In addition to LAN and TCP/IP support, you'll also be able to find other players on the MSN

Gaming Zone.

What's there in multiplayer mode works well. The problem is what's not there. You can't fly
any of the sim'’s built-in missions with other players. You're limited to free-for-all and team
deathmatches, which eventually become boring.

Worse, even these modes aren't fully realized. With melees all starting at about 2,000 feet,
combat almost always ends up as turning fights on the deck. In addition, while you can disable
unlimited ammo (which we quickly did here at the CGW offices since the QUAKE Il crowd was

spraying .50 caliber bullets as though from a fire hose), once you run out of ammunition you

A COMPUTER GAMING WORLD * JANUARY 1993

i
can't land and reload. Your only alternative is to crash into the ground, giving a kill credit to the |

last person to get a bullet into you, This game desperately needs the ability to repair and reload
upon landing at an airfield. It’s a shame that multiplayer isn't more thoroughly implemented
| because the ability to set up dogfights like Sabres vs. Sopwiths is a sim pilot's dream.

wiwvw.compulergaming com
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STUKA AT 10 O'CLOCK! The virtual cockpit and padlock views
are much improved from the version we previewed; both fea-

ture working instruments,

defense for various British cities
and factories, By the time you reach
the latter Battle over Europe mis-
sions, you'll be flying long-range,
high-altitude escort missions for
bombers attacking Germany.

In general, the missions are his-
torically accurate (save perhaps the
appearance of Stukas during the
Normandy invasion) and include
random enemy waypoints, which
keep them from being predictable
during replay. Nicely done battle
chatter helps add to the atmos-
phere, but the lack of wingman
commands (especially “help me!”)
sometimes makes you feel as
though you're tagging along with
the mission rather than being an
integral part.

| appreciate not having to refly
missions over and over until suc-

cess—after all, in real life many
combat missions fail. But perhaps
the designers should have at least
required you to survive to move on.
There are incentives—in the form
of medals and promotions—for
successfully completing missions.

Campaign missions are always
flown from takeoff, but an optional
“time jump” key lets you advance
to the next waypoaint if you want
to jump right into the action. You
can also accelerate time; but with
no autopilot, it can be tricky to
handle planes at 4x speed. You
can't skip out of a battle while the
enemy is around.

Model Flight Models

It's in plane handling that CFS
stands out. I'm not a big fan of the
flight models in F598—handling is

WINDOWS ON PARIS You can open multiple view windows for
better situational awareness; on Windows 98 systems you can
even use multiple monitors for different views.

www.computergaming.com

twitchy and trimming is imprecise.
But CFS's developers have
enhanced the flight modeling dra-
matically here, The various planes
handle very differently: Mustangs
are supremely maneuverable but
can easily get away from you;
Hurricanes are nice, stable gun
platforms. Get into a low-level
turning flight and the realism of
the flight madel is likely to kill you
early on: You'll bleed speed, and
the lack of lift at @ 90-degree bank
will see you heading sidelong into
the ground. The details are excel-
lent—planes shudder when a flak
burst explodes near them, early
Merlin engines start to cut out
when you push negative Gs or fly
inverted, and control response is
dramatically different at 3,000 feet
versus 30,000 feet. There are some
curious omissions, such as a lack of
drop tanks, There are also some
glitches, like bailouts that work at
any altitude.

VULCANIZED METAL You can import
a 60s-era RAF Vulcan jet bomber
from FLIGHT SIMULATOR 98.

Instrument panels are nicely ren-
dered, and the virtual cockpits
{with working instruments) ook
dramatically better than those in
beta versions. Full AIR
WARRIOR/WARBIRDS-style keypad
views, an enemy padlock, and a
unique cone-shaped enemy direc-
tion indicator do a very good job of
keeping you situationally aware,

The aircraft look good and when
shot will shed parts in a good re-
creation of gun camera footage.
Damage modeling is well done,
with dozens of systems that can
affect performance when hit.
Unfortunately, until a wing comes
off, the only indicators of damage
you'll see are excellent smoke and
fire effects. It would be nice to be
able to loak out at your wing and

COMPUTER GAMING WORLD » JANUARY 1993 A

see why your damaged P-47 sud-
denly handles like a pig.

The Real Flight
Sim Toolkit

The lack of aircraft damage tex-
tures is likely to maintain compati-
bility with FS98 aircraft. In addition
to the built-in flyable aircraft
(Hurricane, Spitfire Mk. | and Mk.
X, Bf-109E and G, FW-190D, P-47D,
and P-51D), you can also import
the hundreds of shareware and
freeware FS5, F595, and FS98 air-
craft and incorporate them in Quick
Combat or custom missions. Planes
you bring in are automatically
equipped with guns and a generic
damage profile; technical users will
be able to edit these to more close-
ly fit the specs of the real aircraft.
You can also import FS98 scenery.

With the ability to create custom
missions (using Excel spreadsheets
available on Microsoft's Web site),
you have an engine that can be
used to re-create virtually
any WWil-era air battle. It's
also very likely that the
Internet community will
respond quickly with some
fascinating re-creations.
Third-party add-ons, includ-
ing a Pacific disk, are also in
the works.

Other than the lack of
damage textures and
underwhelming explo-
sions, the CFS engine is a
great foundation for add-on sims
as well as a thoroughly enjoy-
able experience out of the box.
The terrain is the best we've
seen in any flight sim, with
unmatched photorealistic 3D tex-
turing. And Microsoft has includ-
ed a superb 184-page manual.
Frame-rates are dramatically
boosted from FS98. But don't
believe the absurd Pentium 133
minimum spec listed on the hox.
You'll need a minimum of a
Pentium 200 to enjoy this sim,
and it takes a Pentium Il to make

it shine. (447

Denny Atkin has been living in
COMBAT FLIGHT SIMULATOR and
betas of three other WWII sims. He
may never fly jets again.




REVIEW ¢ PRO PILOT '99

Flight Instructor in a Box

A Great Practice Tool for Real and Wanna-be Pilots

by John Nolan

ierra's original PRO
PILOT was hyped as a
Giant Killer that would
totally blow away
Microsoft's FLIGHT
SIMULATOR. It failed
miserably in that mis-
sion, once again prov-
ing that any program rushed to
market will have glaring deficien-
cies. The flight model was poor,
graphics were average and slow
with no 3D capability, and the ini-
tial release required an immediate
patch to debug the program.
Fortunately, Sierra’s Dynamix divi-
sion didn't give up; after an over-
haul, PRO PILOT "99 is definitely an
improved program.
COMPUTER

APPEAL:
General aviation
student pilots;
nonviolent flight
simulator fans;
enthusiasts
seeking an
inexpensive, well-
executed training simulation.

PROS: Superb introduction to civilian
aviation; excellent training videos and
flight handbaok; runs well on slower sys-
tems; great sounds; good air traffic con-
trol audio.

CONS: The “easy” flight model needs
an atditional "realistic” option; graphics
are average far the genre with litle
detail in terrain.

DIFFICULTY: Intermediate,

REQUIREMENTS: Pentium 133,
Windows 95/98, 32MB RAM, 200MB
hard-drive space, 4x CD-ROM, SVGA
graphics. Recommended: Pentium |l
233MHz, 64MB RAM, 550MB hard-drive
space, 8x CD-ROM, 3Dfx graphics card,
joystickfyoke, throttle, rudder pedals.
3D SUPPORT: 3Dfx, Glice.
MULTIPLAYER SUPPORT: None,
Price: §449.99

Publisher; Dynamix (a Siera Company)
Eugene, OR

(h41) 343-0772

Voodoo Magic

PRO PILOT '99 improves on the
first release’s mediocre visuals with
support for 3Dfx Voodoo and
Voodoo? video cards. All of the
usual 3D special effects, such as
sun glare, unsurpassed cloud
depictions, transparency, and
image smoothing are here, with
surprisingly fast frame-rates. Even
a relatively modest machine, such
as a Pentium 166 with 64MB of
RAM and an original Voodoo card,
has no trouble handling the video
demands due to the lightly
detailed landscapes.

The entire United States,
Western Europe, and a few cities
in Canada are included in the ter-
rain modeling using U.S.
Geological Survey data to model
elevation. Most of this terrain is
pretty generic, with predominant-
ly green landscapes; 35 major
cities receive relatively “high-
detail” environments. But “high-
detail” is in the eye of the
beholder. Most major landmarks
are here; famous buildings, stat-
ues, and stadiums are easily rec-
ognized. But overall, there aren't
many structures in these areas.
The presentation is adequate but
doesn't begin to approach the
detail provided by the satellite
imagery used by FLIGHT
UNLIMITED 2, You're not going to

CHECKLISTS FOR PRO FILOT SKYHALE CLF2P

|
| STRATING ENGINE
|
|

#{ 1 Farking Brake —
. '—'—-""'-' 2 Mixture -- COHFIIM RICH (Kaypad *
i 3 Carberetor Haat —= CONFIRM OFF G (Lavar ha torward)
. Batt/At Ssitch = Of (2>
S Fusl Selector Vabve — BOTH (7 (Untd red nesda covers 071
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9, 04 Fressure == CHECK [Shoudd be in the green areal

LT (heid doan Fit whie pressing Fr

¥ (Lever tun fereardl

CHECK IT OUT The new Pllot’s Operating Handhonk pmwdes
vital checklists, performance data, and flight tutorial informa-

tion in a movable text window.

locate the neighborhood gas sta-
tion in any city in this sim.

If you don't have a 3Dfx-based
video card, the unaccelerated
graphics show little change from
the previous version's unremark-
able visuals. You can still navi-
gate and pick out landmarks, but
the tiled appearance of the ter-
rain is pretty unappealing. If it's
precise, detailed sightseeing
you're after, this isn't the place
to look. Overall, the 3D graphics
are average, and the unacceler-
ated display is like stepping back
in time. Still, either presentation
is more than sufficient for the
main focus of this program—
flight instruction.

TWILIGHT ZONE This King Air is over Topeka, Kansas, at about
2,000 feet on approach to Billard Airport. Alas, if you live out-
side the 35 areas modeled in detail, this is what downtown

will look like.
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Want Wings?

There's no doubt that flight
instruction is the strongest point of
PRO PILOT ‘99. There's no other
program that even comes close to
delivering the detailed information
available here. It begins with the
excellent Flight Companion
Manual, a good overview of the
basic components of general avia-
tion. With chapters on basic
maneuvers, aircraft, navigation,
and much more, this book is an
easily understood asset to the
beginning student pilot.

Next, the animated video tutori-
als of the 31 Ground Lessons (also
carried over from the previous ver-
sion) systematically take you
through the various tasks required
in flight training. Averaging about
two minutes each, this hour's
worth of information is time well
spent and is interesting to boot.

After this “ground training,”
you'll be ready for the new tutori-
al flights. The National Association
of Flight Instructors worked with
Dynamix to develop 48 step-by-
step "flying lessons" that take you
through maneuvers and proce-
dures in the various aircraft.
Lessons are selected from a new
pop-up Pilot's Operating
Handbook that can be moved

e compulergaming.com



around the screen. The text-based
tutorial can be scrolled as you fly
the mission. This displays all nec-
essary keyboard commands—a
really nice touch.

Aircraft instrument panels and
contrals are precisely represented,
and the equipment is easily oper-
ated with the mouse or the key-
board. The lessons increase in
complexity as you move on to
more sophisticated aircraft. You
can even create your own tutorials
and share them with others,

Once you've mastered the
basics, the improved Flight Plan
Wizard gives you the opportunity
to generate some realistic cross-
country flights that will hone your
basic flying, navigation, and instru-
ment procedures. The Wizard has a
simple, effective interface that gets
you in the air quickly. Informative,
accurate, and easy to use, the
ground instruction and procedural
pilot training aspects of PRO PILOT
'99 are absolutely unequaled in a
computer program selling for less
than $50.

Flight Modeling
Made Easy

While the ground and proce-
dures training features lead the
pack with regard to other flight
simulations, the flight model trails
the herd. Available aircraft include
two models of the Cessna 172
trainer, three Beechcraft (the
Baron, Bonanza, and King Air), and
a Cessna Citation bizjet. There are
well-documented performance
data available for all these aircraft,
and, in general, the aircraft meet
those parameters fairly well.
Control response can be easily

S
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THE FUTURE IS CLOUDY No other sim can match the cloud
quality in PRO PILOT ‘99, The shapes, translucency, and subtle
blurring of the rivet heads as the clouds sweep over the wing
are unequaled.

tweaked in the menu to give the
proper “feel” to each aircraft.

The problem is in the general
flight modeling, which lacks the
refinement that the focus-on-flight
training requires. While drag effects
have been improved, and pitch/
power relationships are better than
in the previous release, some old
problems remain. There's no torque
effect to create yaw when you fire-
wall the throttle for takeoff; you
won't need to use your rudders in
these aircraft. When practicing
slow flight in a single-engine craft
{where your rudder is less effective
because of slow speed), you can
also firewall the power without
any resultant yaw. Fail an engine at
max power on a twin-prop and
there's an incredibly gentle drift
into the dead engine.

Stalls are amazingly mild with
any pitch or power setting, and
there's no way to get these aircraft
to spin. Generally speaking, this is

all "negative training"; students
are led to believe that they can
leave their feet on the floor in a
prop and that a 50-degree nose-
highturning full-stall at takeoff
power is easily recovered.

It's one thing to encourage peo-
ple to fly with a good instruction
program. It's quite another to make
them think flying is a simple, for-
giving pursuit based on a simplistic
flight model. Graveyards are full of
people that failed to give aviation
its due respect. This program begs
for a realistic flight model in addi-
tion to the present overly simplified
version. It can be done; there are
several air-combat sims available
with fairly realistic flight models.
Given the focus of PRO PILOT 99,
this needs to be done.

On the Bright Side

A few other aspects of this sim
deserve special mention. The
engine and aircraft sounds were

recorded from the actual specific
aircraft you're flying. These sounds
are almost perfect, from the
engine cough on start-up to the
sound of the gear coming down,
An audio air traffic control system
provides weather, clearances, and
other flight information that's
pretty realistic. This should make
student pilots much more com-
fortable upon their entry into
today's crowded skies. If you fly a
filed flight plan, air traffic control
will give you clearance to each
waypoint along the route. If you
are flying without a filed flight
plan, you'll receive air traffic con-
trol instructions near airport areas.
You can select a talking copilot to
handle the radio calls, greatly sim-
plifying approach procedures. The
air traffic control Al is much
improved as well—you'll no
longer receive repetitive instruc-
tions to do something you've
already accomplished, like to
climb to a certain altitude.

Buy Now, Save Later
PRO PILOT '99 should have been
the first release of PRO PILOT.
Unlike its predecessar, it's a usable,
finished product that sets new
standards for inexpensive com-
puter flight instruction. In this area,
there is no equal at anywhere near
its price. In almost all other
respects, however, this is an aver-
age, three-star civilian flight simu-
lation. The outstanding, compre-
hensive flight instruction earns the

extra half star, (427

When John Nolan is not flying
727s for a living, he's totally
immersed in EUROPEAN AIR WAR.
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PRO PILOT 99 hypes “over 35 highly detailed major metropolitan areas.” You can be the judge on how realistic they are. From left
to right you see San Francisco from 10,000 feet, 5,000 feet, and 1,000 feet.




REVIEW « M\ORPHEUS

Pleasant Dreams

MORPHEUS Isn't Great, but It's a Welcome Diversion

by Scorpia
or those not already
aware, Morpheus was the
god of dreams. So, you
would expect dreams to
play an important role in
Piranha's MORPHEUS, and
in fact they are the focal
point of the game. This
adventure drama opens in 1952,
with our protagonist, Matthew
Holmes, searching the Arctic for his
father, Theodore, who vanished
from there 25 years earlier. What
Matthew actually finds is the
fabled ship Herculania, whose
remaining passengers lie locked in
eternal nightmares,

They don’t just dream, either. As
you explore the vessel, ghostly
scenes are replayed in certain
locations, They can be a fleeting
glimpse of someone slipping
through a doorway or extended

COMPUTER ™

WORLD
Y & &, PAGAS
1~ 2

APPEAL: Those 1 (4%
who liked MysT, 'ﬁ X 0
TTH GUEST, and ' ; R
STARSHIP TITANIC.

PROS: More
freedom of move-
ment than RIVEN
clones; nice

game concepl;
gorgeous graphics.
CONS: Ambiguous ending; unsympa-

thetic characters; sometimes too dreamy
for its own good.

DIFFICULTY: Intermediate.

REQUIREMENTS: Pentium 90,
Windows 95/98, BMB RAM, 4x CD-ROM,
SVGA graphics; supports Windows-
compatible sound cards. Macintosh:
PowerMac, System 7.5, 4x CD-ROM,
SVGA graphics.

3D SUPPORT: None.
MULTIPLAYER SUPPORT: None.

Price: $49.95
Publisher; Piranha Interactive
Tempe, Atizona

(602) 491-0500

www.piranhainteractive.com

conversations among two or more
passengers. It's hard not to think
of this game as being subtitled
“MYST Meets 7TH GUEST on the
STARSHIP TITANIC."

Like those three games, the
setting of MORPHEUS is basically
deserted. Aside from the phantom
flashbacks, you meet no people
during your time onboard the
ship. The story of what happened
is pieced together from various
sources: diaries, notes, kine-
scopes, recordings, and, of
course, the re-enactments.

No Carryall Required

Also as in MYST and 7TH
GUEST, puzzles are generally
solved without the use of objects;
there are few items to find and
carry around with you. In fact,
you can't carry more than one
object at a time. That said, this is
an adventure game, and there are
definitely puzzles to solve. The dif-
ference is that you must be
extremely observant, take good
notes, and use deductive reason-
ing in a number of situations.

Aside from the relatively minor
chares of getling into the ship and
restoring full power, the bulk of the
game consists of figuring out the
private codes to the passenger
staterooms and entering the four
dreamworlds, which have their
own sets of puzzles to figure out.

Many of the puzzles
are not difficult, pro-
vided you've been
thorough in your explorations and
have taken good notes. Some of
the conundrums, though, are
rather subtle—if not ohscure. You
really have to pay close altention
to everything around you—espe-
cially in the dream sequences—to
come up with the answers.

Still, the game is quite fair. All
the needed clues are present as
long as you recognize them as
such and can make the necessary
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CLAIRE MOON Without giving too much away, we'll just say that
this lovely lady is what

i

connections to arrive at a solution.
While some puzzles can be solved
using trial and error, the majority
require that you to think them
through rather than blindly trying
one thing after another. This is par-
ticularly the case with the dream-
worlds. Each is a self-contained
sequence, where you must solve
three puzzles before you can get
out of it. Nothing from the outside

the game is all about.

o

is needed; all the essentials are
present in the world around you.

Happily, none of this requires
excruciating manipulation of
mechanical devices or extensive
calculations based on ancient
lunar calendars. While figuring
out an answer may take a lot
of thought and deduction, apply-
ing the solution is usually fast
and straightforward.

www.compulérgaming.com



No Nightmare to Play

The interface is simple. The
cursor is a pointing arrow for direc-
tions, with which you can move; a
magnifying glass for close-ups; a
hand with forefinger extended for
manipulation; and a ship's wheel,
which indicates when you can turn
in place for a full view of your
surroundings. A button at the bot-
tom of the screen takes you to the
control panel.

At the panel, you can save,
restore, and quit, and also make
adjustments to the sound volume
and some graphic elements, Saving
is done in the old-fashioned way, in
which you specify a regular file
name in DOS-convention format
(e.g., morpheus.sav). Unfortunately,
you can't be too descriptive with
only eight characters.But you can
save to any directory you wish and
thus have as many save positions
as you would ever need.

Graphically, MORPHEUS is gor-
geous. On the ship in the dream-
worlds everything is beautifully ren-
dered. Even the ghostly replays
look good. For all that, you don't
need a high-powered machine; the
game ran just fine on a Pentium
166. In fact, it ran perfectly

!
AVATATalufad

MORPHEUS has a nice variety of puzzles, such as (1) this stateroom door lock, ' u_;h '

throughout with only one technical
problem. This is a known bug that
occurs in the PC version (there is
also a Mac version of the game) in
the bazaar. If you touch the drum
there, the game will crash. Piranha
has a patch for this on its Web site
(www.piranhainteractive.
com). You can also avoid the crash
by simply not touching the drum; it
isn't necessary for solving any of
the puzzles,

While the game has no notable

game-design flaws, there are some

minor drawbacks. For one thing,

you can only boot the game off the

initial CD, instead of any of the
three. This means shuffling disks
every time you want to play since
most of the game files are on the
second and third CDs.

Part of the game is learning
what happened to the passengers,

but you can do this by simply view-

ing the four kinescopes. That tells
you 90 percent of the story at the
start. Anyone can fill in the remain-
ing blanks. Also, the characters are

unpleasant people. I'd have felt bet-

ter about “saving"” them if they'd
been a bit less harsh.

The most annoying part is the
end, which is ambiguous and

(2)a calliope puzzle during a dream, (3)a cadaver, and (a) the
Neurographicon (the dream machine).

www.compu t ergaming.com
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f you're interested in the god of dreams, Morpheus is the central
I character in Neil Gaiman's Sandman series of graphic novels, which

has nothing to do with the MORPHEUS game but offers some of the
best fantasy available in any medium. After nearly a decade, the
series is no longer published. But all of the more than seven dozen
Sandman tales are widely available in collected editions. The follow-
ing are some suggestions on where to start. Keep in mind that these
“comics" are serious art, intended for adults; don’t buy these for your
10-year-old niece.

Dream Country

This isn't the first Sandman, but it's where Gaiman
really hits his stride. Learn about imprisoned muses,
view the dreams of cats, and hang out with Will
Shakespeare.

A Game of You
More bizarre, yet likable, characters
than you'll ever meet this side of a
Lewis Carroll novel, featuring a blonde heroine

named Barbie, a female rock star (who just wants
to settle down), a chillingly practical witch, and a
weird villain, the Cuckoo, who
| attacks victims in their dreams.

The Doll’s House

This can either be read as a fairly straightforward
story about serial killers or as a parable on what
to do when you make the wrong choices in life—it's
enlightening, uplifting,..and creepy as hell.

doesn’t come to a clear
resolution. | can’t say
more without giving
things away, but it did
leave me feeling
somewhat dissatisfied.
Overall, MORPHEUS
is a nice adventure
game, despite occa-
sional unevenness and
an ambivalent conclu-
sion. While several

puzzles are too simple, others
will give your brain a workout.
Between that and the superior
graphics, most adventurers are
likely to find this one a pleasant
few days' diversion. [(£927

Scorpia has finally finished
remodeling her dungeon, Woe be
unto makers of tepid adventures—
cause she’s really getting tired of
replaying MIGHT & MAGIC. VI.

2ND GUEST Two of the Herculania's resident
ghosts have a chat.
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REVIEW ¢ HEXPLORE

Marking Time

HEXPLORE May Get You Through Those RPG Blues, but That's About It

by Tahsin Shamma

or RPG fans, this year has
been one agonizing bout
of frustration. We've been
forced to contend with
one delay after another
for all the cool, upcoming
games. If you're one of
these individuals plagued
by RPG withdrawal, you'll be inter-
ested in HEXPLORE. This modest lit-
tle game will ease your pain for a
while. But if you're expecting it to
be the next best cure since aspirin,
don't get your hopes up.

If It's Not Scottish...

The medical treatment starts as
the game unfalds, with a plot
based in the real world circa A.D.
1000, only this time, the magic and
monsters are real. You play the
role of Mac Bride, a brave adven-
turer from Scotland off to fight in
the Crusades. On your way to the
Holy Land, you come across some
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APPEAL: RPG
fans looking for
something to do
before Christmas.

PROS: 3D terrain,
great interface.
CONS: Gameplay
gets repetitive fast;
bad in-game
graphics.
DIFFICULTY: Easy.

REQUIREMENTS: Pentiurn 100,
Windows 95/98, 16MB RAM, SMB hard-
disk space, 4x CD-ROM drive; supports
Sound Blaster-compatible sound card,
SVGA video card.

3D SUPPORT: None.

MULTIPLAYER SUPPORT: LAN,
Intemat (2-4 players); 1 €D per player.
Price: $29.95

Publisher; Infogrames Ententainment

San lose, CA

(408) 289-1200
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OLD AND NEW HEXPLORE's 360-degree camera lets you view the
action from any angle—which is cool, but the cool views are

wasted on dated graphics.

helpless folks who are plagued by
the evil minions of the wizard
Garkham. From there you uncover
the quest to find the hoak of
Hexplore, an ancient text that leads
to paradise.

The good thing about HEX-
PLORE is that it doesn't deviate
much from a tried and true for-
mula. Gameplay is somewhat
akin to both GAUNTLET and
DIABLO, but the fully rotatable 3D
terrain gives HEXPLORE its own
feel, The characters you enlist to
join you in your quest are also
well defined. The game requires

¢ 0

you to have only one Archer,
Wizard, and Warrior in your party.
So calculating the right mix of
character types isn't a problem.
You might think that managing
four heroes could get complex
since most of the action takes
place on a small scale, with each
character able to move anywhere
he or she wants. Actually, the
interface for controlling your
characters has been designed so
well that directing actions among
characters and scenes is accom-
plished through simple mouse
clicks. The interface is so well
done, in fact,
that it makes
you wish that
other games
would use the
same system.
Another inter-
esting element
is the level to
which combat
strategy is nec-
essary to suc-
ceed. Since each
weapon is
designed specifi-
cally for a cer-
tain character

COMMAND AND CONQUER You can command
a party of up to four characters, which is
made simple through a well-designed and
well-executed game interface.

class, managing the four heroes
and using their weapon strengths
becomes a must. Since all this
takes place in realtime, the tension
is increased even further. If you
prefer a slower level of combat,
the game provides onscreen speed
controls to slow the action down
to a crawl.

Kill, Search, Repeat

The fun breaks down, however,
when you discover that much of
the game involves the same thing
over and over again: cleaning out
a level full of monsters while
searching for the object that
unlocks the next level. This brand
of gameplay keeps your atlention
for the first few levels, but soon
you'll be scrambling for the
Valium to help stop you from
banging your head into the moni-
tor when you can't find that last
hidden key.

The other thing that drags the
game down is the horrendous
quality of the in-game graphics.
Speed is always an issue when
dealing with 3D nowadays, and
the less detail you have the more
machines can run your software.
However, the design team really
didn't seem to put much effort
into making the gameplay art
look even remotely up to today's
standards. On the other hand, if
you still haven't upgraded from a
standard VGA card, enjoy!

In the end, if you're looking for
something to alleviate your RFG
addiction, you'll find HEXPLORE
enjoyable, even with its mild side
effects. But if you're like the RPG
addicts here at CGW—uwith our
hauntingly vivid dreams of
BALDUR'S GATE and DIABLO Il—
you'll find that this isn't quite the
fix we were looking for. (Z227

Tashin Shamma spends his time in

the STARCRAFT universe when he's
not exploring RPG worlds.
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MR. HUSSEIN?

It's a beautiful day in the neighborhood when you've got the:power to rule over SimCity 3000™ Because now
you can make friends and influence neighboring cities, too. So mind your manners, or be mind-blowingly mean.
Give them a warm welcome or the cold shoulder. It all depends what kind of neighbor you are. Will your reign
be characterized by diplomacy or duplicity? Sharing or shearing? Wil you build bridges or burn them? We just

give you the power. What you do with it's your business.
I CITY

S000™

simcity.com

To our knowledge, neither Mr. Rogers nar Mr. Hussein endorse, are associated with or even play SimCity 3000, ©1998 Electronic Arts Inc.
SimCity 3000, Maxis, and Elsctronic Arts are tradomarks or registered trademarks of Electronic Arls in the U.S. and/or other countries. All rights
reserved. Environmental Audio is a trademark and the Environmental Audio Logo is a registered trademark o Creative Technologies Ltd. Made
in the USA, For product or ordering informalion, contact your local retailer or call 1-800-245-4525.




REVIEW « RAGE OF MAGES

Daze of Mages

Monolith’s Rage of Mages Coulda’ Been a Contender

by Johnny L. Wilson

etrayal, carnage, and
sorcery abound in
Monolith’s RAGE OF
MAGES, a mission-
based role-playing
game with real-time
combat. The 3D terrain
affects line-of-sight
and impacts travel. The spell
effects are delightful. The story
makes sense in an epic way.
Natural catastrophe has set off a
cycle of endless war. And your
hero must travel through a magi-
cal portal to the mysterious
island (or alloid in the Russian
version) of Uimoir to recover the
artifact, which will stop the suf-
fering. The missions are short
enough to provide a quick game
fix, the single-player equivalent
of a beer-and-pretzels game. Like
the protagonists in the movie

COMPUTER ™

playing fans who
want a quick fix of
fantasy each night
but don't have to
give up depth.
PROS: Interesting
tactical problems;
nice plot twists;
great design concept.

CONS: Bug doesn't allow completion of

one scenario; some puzzle solutions are
far too linear.

DIFFICULTY: Easy but scaleable.

REQUIREMENTS: Pentium 166,
Windows 95/98 ar NT 4.0, 32MB RAM
(recommended), 85MB hard-drive
space, DirectXs.

3D SUPPORT: None.

MULTIPLAYER SUPPORT: Modem (2
players), LAN or IPX (2-4 players); 1 CD
per player.

Price: $39.99

Publisher: Monolith Productions

Kirkland, WA

{425) 8273901

www.lith.com
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SNAKE HANDLERS My mage had to retreat back to the rest of
the party to keep from being killed by this bone snake.
Fortunately, the NPC mage was ready to heal me.

Stripes, "You get in, you get out.
Nobody gets hurt.” Yet...

The game, which could have
started a trend—lightweight
Monte Haul role-playing where
you play fast, advance fast, and
get lots of goodies—doesn't start
a trend. It has nice plot twists,
terrific art, scaling play balance,
reasonably intelligent pathfinding
and fighting Al, and interesting
terrain allowing you to use varied
tactics—and there’s plenty to do.
Yet, RAGE OF MAGES ultimately
fails to satisfy.

The Beast

We won't even mention the bad
voice-acting. It was better before
the English translation. Impartantly,

CLOAK AND CHOKE Sure you can heal the
NPC with the cloak you have to regain,
but can you get past his bodyguard?

&_cowu TER GAMING WORLD « JANUARY 1999

RAGE OF MAGES features two
design problems that have killed
games for eons. First, the game
suffers from being too Monte Haul.
The generous nature of the wealth
thrown at your party and assem-
bled in the course of each mission
causes an inflationary spiral within
the game world. The costs of your
mercenary units, the allies you'll
need in most missions, simply keep
going up. This requires a boring
part of the game that | call the
"scavenger phase.” You've already
defeated the bad quys, rescued the
good guys, or recovered the potion,
amulet, or cloak. Now, instead of
moving to the next mission, you
have to run around and retrieve all
of the weapons, gold, potions, and
armor left behind by
your late foes. There
should be a "retrieve
all bags onscreen”
hot-key to reduce
the mundane task.
Second, the game
suffers from single-
answer solutions.
Need some air
support when you
break the siege of
that castle? You
must go to the

southwest corner of the map and
retrieve that elixir. Then, go to the
northwest and make sure that the
correct mage has the elixir so that
the dragon will talk to you (other-
wise, nothing happens). Then, you
go to the northeast corner of the
map and perform salvage opera-
tions after the dragon has wiped
out most of the opposition.
Another scenario requires the use
of a certain spell. If you haven't
purchased it, you're dead.
Another scenario requires the
discovery of “Teleport,” but you
might have to stretch the truth to
get it. Otherwise, you're dead.

The Beauty

If you don't mind playing
“Read the design team’s collec-
tive mind!” in some of the
missions, there's lots of pleasure
in RAGE OF MAGES. The animated
spell effects are delightful; tactical
opportunities are interesting; and
the story has some interesting
surprises. There are hot-keys to
speed up play and plenty of
options to help you play your
way. You can get into the game
quickly because there are in-game
tutorials on most things. Best of
all, you can play for 30 minutes or
spend the entire night gaming.
It's role-playing that doesn’t
require a lifestyle change.

It's highly unusual for the per-
son who wrote the sneak preview
for CGW to also write the review.
With RAGE OF MAGES, however, |
felt it was necessary. | had hoped
it would become the next
DIABLO—Monte Haul role-playing
with a bit more depth. Instead, it's
a game for people with patience,
Unfortunately, that doesn't include
most of us. (47

Johnny L. Wilson is the Editor-
in-Chief of CGW but still loses to
his colleagues playing AGE OF
EMPIRES.
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You can give your SimCity 3000™ all the blow-dried good looks of a Hollywood production—or all the
blown-up bad looks of a civic catastrophe. Recreate the Golden State with famous landmarks. Or deconstruct
it with detailed disasters. So what will it be? The San Francisco skyline or the San Andreas faultline? Surf's
up or tsunami? 72 degrees and sunny or 458 degrees and runny? We just give you the power. What you do

with it's your business.
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REVIEW ¢ GRAND PRIX LEGENDS

Blast From the Past

Papyrus Takes Racing Simulations to New Heights of Realism, Difficulty

by Gordon Goble

apyrus Design Group
has a history of devel-
oping games largeted
squarely at those who
will accept only the
most realistic PC
racing available, The
fact that titles such as
NASCAR RACING and INDYCAR
RACING—with their hypercom-
plex car models, realistic tracks,
and sophisticated garages—have
met with huge critical and com-
mercial success proves that there
really is an audience for the seri-
ous racing simulation,

Recently Papyrus has relented
somewhat on the strict authenticity
of its products, adding “arcade”
features, numerous driver aids, and
an omniscient crew chief/spotter to
the latest NASCAR. Is this a sign of
things to come? Not bloody likely.

—
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APPEAL: Serious "PRETIn I
racers craving
realism; historical &
racing buffs.

PROS: Authentic
physics modeling;
excellent Al; big

time crashes and -
autstanding replays; ultradetailed cars.

CONS: Car dynamics may be perplexing
for many; possible frame-rate problems;
collision detection questions.

DIFFICULTY: Advanced.

REQUIREMENTS: Pentium 166,
Windows 95/98 with DirectX5 or later,
32MB RAM, 59MB hard-drive space, 2x
CD-ROM, 2MB DirectX-compatible SVGA
video card.

3D SUPPORT: 3D4x or Rendition.

MULTIPLAYER SUPPORT: Internel,
LAN (2-20 players), modem (2 players),
serial (2 players); 1 CD per player.

Price: 849.95
Publisher: Siera Sports
Eugene, OR

(800) 757-7707
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www.slerrasports.com
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I MEANT TO DO THIS Handling the cars in GRAND PRIX LEGENDS is going to take every ounce of
talent that you have. Plan on spending a lot of time sideways or on fire.

GRAND PRIX LEGENDS (GPL) is
the latest in the Papyrus/Sierra rac-
ing collection, and it is anything
but dumbed down. Instead, it will
in all likelihood elicit one very
serious question from even the
staunchest of the Papyrus faithful:
Has this realism thing perhaps
been taken a bit too far?

Glory Days

Now, make no mistake about it,
GPL may well be Papyrus' finest
hour. Dave Kaemmer, Matt Sentell,
and the usual suspects at Papyrus
have fashioned the most astonish-
ing physics model ever to grace a
racing game. They've coupled it
with heretofore unseen levels of
artificial intelligence, intricate
graphics, typically bloodcurdling
Papyrus crash effects, and a
compelling sense of history that
focuses on one highly interesting
era: 1960s Grand Prix racing.

But at the same time, GPL is so
rigorous that even the most skilled
sim driver may well find himself
several hours into the game before
he's managed to turn his first suc-
cessful hot lap, never mind getting
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moderately com-
petitive. In short,
if you've felt
the inherent
difficulty of past
Papyrus games
barders on evil,
GPLis a few
more steps
down that dark
staircase 1o vir-
tual racing hell.
The culmina-
tion of three
years of develop-
ment, GPLis a
stucy in retro racing from the first
moment on. Its conservative menus
are decidedly subdued, classic in
design, and without the flash and
musical explosions of most other
auto racing games. As a matter of
fact, there's no music to be found
anywhere—and for some that will
be a step in the right direction.
GPL chronicles the cars, drivers,
and races of the 1967 Grand Prix
season. It also takes great pains to
re-create the storied and oh-so-
hazardous racing circuits of the
time. These were mean streets that

RUSH HOUR GRAND PRIX LEGENDS' excellent
replay feature lets you view the results of
your race from a variety of angles—which
can be a great teaching aid.

took skill and cunning and, often,
life and limb. The design team has
done an excellent job on every
major element, including each nar-
row Monte Carlo chute and all
14.2 excruciating miles of
Germany's sprawling and night-
marish Nurburgring.

Pedal to the Metal

As for the driving experience,
well, there’s never been anything
quite like it. Mostly though, it's just
difficult, really really difficult—a
trembling journey into the limits of

www.computerganming.com



track adhesion of period cars
(Lotus-Fords, Ferraris, and the like),
which were far too fast for the
stick their bodies and tires could
provide. There’s no mistaking that
the power is applied through the
rear wheels, and there’s also no
mistake that Papyrus has removed
virtually every safety net.

Sure, braking and throttle assis-
tance and automatic transmissions
are available, but even with these
aids drivers are constantly on edge
from green flag to checkered flag.
And don’t be thinking you'll have
some magical on-screen HUD to
convey pertinent information. Back
then, everything was manual, with
the simplest of cockpit instrument
panels and no pit communication
whatsoever. So it is in the game.

Heck, | stifl find myself going
back to the “arcade” rear chase
view over and over again, despite
knowing that the truly fast times
will eventually come through the
in-car perspective. | certainly can't
perceive subtle in-car sensations
quite as well from back there, but
it does give me a better grasp of
space restrictions, momentum,
velocity, and skid intensity—impor-
tant aspects to consider when you
can't confidently regulate the
advanced GPL car model.

But those who do manage to
come to grips, so to speak, with
the complexity of the physics will
find their job far from complete.
You see, no matter how good you
get behind the wheel, it's going to
take some extensive mechanical
tinkering just to get past midpack,
much more so than any other
Papyrus product to date. For that,
of course, there's the GPL garage, a
facility that allows you to tweak
virtually every tweakable aspect of
these vintage cars.

Yet having the necessary tools
and knowing how to use them are
two completely separate issues,
Unlike previous Papyrus titles, the
GPL garage does not stock any
"Fast" or "Ace” setups and is
brain-numbingly involved, featur-
ing a number of esoteric modifica-
tions whose combined effects can
be fully understood only through
time, experience, and lots of

www.computergami ng.com

SRGLE HACE

£ saman
L wistadinsm e

| ¥ Grosser Preis

i SiA,
i £

SUMMER OF LOVE GRAND PRIX LEGENDS' plain-
vanilla setup screens are prettied up with
authentic posters from the actual Grand Prix
races of 1967.

patience. The game does come
with a thorough strategy book, but
it stops short of spelling anything
out for you.

Saving Grace

GPL features some of the finest
artificially intelligent drivers ever
plunked in a racing game. | mean,
these guys are smart—hobbing
and weaving and showing off their
collision avoidance time and again
during my unimpressive initial
forays. | know it's hard to believe,
but they'll even veer calmly off the
track and back on again should the
situation be severe enough. Odd
then that a completely motionless
car may force an entire field to a
full stop: The cars line up behind
the stalled vehicle just as they did
in both INDYCAR RACING games,

Visually, GPL will seem a bit
stark at first. Lighting effects are
nonexistent and incidental track-
side objects are often very 2D and
appear to be no more complex
than previous Papyrus games, But
play the thing a bit, and you'll
notice that the game developers
have funneled their artistic talents
into the things that really matter.

Other critical perks include
amazingly intricate cars that are
solid and perspectively correct from
any angle, suspension that jitters
and jumps at all four corners of the
car, varying degrees and shades of
gritty engine and tire smoke to suit
each circumstance, and a lovely
assortment of sound effects.

Most notably though, GPL is
widescreen, with black bars across
the top and bottom of the screen
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PRIX LEGENDS.
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OLD SCHOOL HEROES Race with some of the,
eh, legendary figures of the 1960s in GRAND

t
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AIRBORNE! One of the upsides of racing a car that you can
barely control is that you'll spend a lot of time doing things
you never would survive in real life—like flying, for example.

and a panoramic perspective from
side to side—a great idea for a
driving sim. And in quintessential
Papyrus style, multipositional
replays are both TV-quality and a
great learning aid.

Time to Die

If you enjoy a little slice-'n"-dice
with your wheel-to-wheel action,
Papyrus hasn't forgotten about you
either. These cars blow apart into a

shower of strewn chunks that acro-

batically flip through the air.

It's an all-too-real ode to the
danger of mid-'60s Grand Prix rac-
ing, but one that's muted slightly
by collisions that shouid have hap-
pened but didn't. You see, some-
times cars can contact without any
noticeable result. In fact, I've
watched several replays where the
wheels of ane car have merged
through wheels of another like
they weren't even there. Of course,
| was backtracking at the time
hoping for yet another episode of
horrific carnage, and maybe the

game just isn't set up to handle
crashes at a combined speed in
excess of 350 mph.

The frame-rates, meanwhile,
seemed just fine under normal
racing conditions but far less so
should mangled cars and smoke fill
the screen. Fortunately, Papyrus has
included an absolutely enormous
graphic options menu.

Hard Sell

Papyrus is to be praised for its
commitment to authenticity and
the know-how and creativity
involved in concocting yet another
landmark simulation. However,
many will find GRAND PRIX
LEGENDS to be almost too realisti-
cally tough and will give up before
the game’s many joys can be
uncovered. It's a great game, but
the question to ask yourself is: Do
you have the talent and patience

to handle it? (L97

Gordon Goble is a former agent
for a professional racing team.
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Speed Freak

Beautiful, Realistic, and Intense, NFS lll Takes Arcade Racing to the Limit

by Kenneth Johnson

EED FOR SPEED l1I: HOT
PURSUIT (NFS 1lI) is the
latest addition to
Electronic Arts' long-
running series of
driving games, and it
takes the series’
reputation for excel-
lence to new heights.

The graphics are absolutely
gorgeous—perhaps the finest I've
seen in a racing game to date. The
texture maps used on the cars
accurately reflect the surrounding
environs. Reflections of trees,
buildings, other cars, and tunnel
lights flicker across the surface of
your car, The effect is really intense
at night and in Hot Pursuit
mode—flashing blue and red
police lights adding to the tension
of the chase.

COMPUTER
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APPEAL: Fans of
driving games and
anyone else look-
ing for the ulti-
mate road-racing
experience,

PROS: Stunning
30 graphics; ultra-
realistic physics model; clever track
design; truly cool cars.

CONS: Menu interface is somewhat
nonintuitive; some cars not available in
Hot Pursuit mode.

DIFFICULTY LEVEL: Easy.
REQUIREMENTS: Pentium 166,
Windows 95/98, 16MB RAM, 90MB
hard-drive space, 4x CD-ROM; supports
Direct¥5-compatibile graphics and sound
cards, mouse.

3D SUPPORT: Direct3D, 3Dix Glide.

MULTIPLAYER SUPPORT: Modem or
serial connection (2 players), LAN (2-8
players).

www.needforspeed.com
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REVIEW ¢ NEED FOR SPEED IllI: HOT PURSUIT

EL DIABLO Y LA POLICIA If your vice is the desire to speed past the cops in a Lamborghini, NEED
FOR SPEED Il can help you legally fulfill it.

But, fortunately, NEED FOR
SPEED Ill is a lot more than just
pretty graphics.

Drive-by

NFS Il provides several single-
player modes and supports multi-
player action over a local network.
The most basic mode lets you drive
a single race against a single car or
a full grid on any of the unlocked
tracks. Tournament mode pits you
against a full grid of other high-
priced road racers across a series
of tracks. Knockout mode is similar
except that the car placing last is
eliminated at the end of each
race—until it's just you and one
other driver.

The full-featured multiplayer
mode can make for some seriously
competitive white-knuckle driving
sessions. Playing against the Al
is okay for getting familiar with
the tracks and unlocking the
secrets, but the gameplay really
takes off when you go up against
other real drivers.

Hot Pursuit mode is where you
get to see whether you've got
what it takes to run from the
cops—or to chase down speeders
if you prefer to play the long arm
of the law. Each of the tracks
presents a different group of
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police interceptors, The small
town cops of Hometown talk and
drive like they're straight out of
Hazzard County. On the Red Rock
Ridge track you'll encounter
rangerlike officers driving souped-
up utility vehicles.

The Al here is the most
advanced |'ve seen. The police set
up roadblocks with tire spikes
and use realistic tactics, such as
trying to box you in and slow you
down. They are also not beyond
running you off the road—since
after all, you're probably armed

| Saat Bwal
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and dangerous. If your speed
drops below 55 mph and a patrol
car is close enough, you're
stopped and either sternly warned
or, after repeated violations,
arrested and taken off the street.
The complete rush of being
involved in a high-speed pursuit
is certainly one of the most
compelling aspects of the game.

Circuit City

The game comes with four basic
tracks—each with its own distinct
challenges and ambiance. The
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IS THIS ROUTE 51 OR AREA 51? The varied locales in NEED FOR
SPEED Il include traditional country roads as well as this race-

track in the Nevada desert.

www.compltergaming.com
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REVIEW « NEED FOR SPEED lil: HOT PURSUIT

tickets: '0 '/'3'

BUMPIN’ UGLIES WITH THE MAN While noticing the smoke, lighting, and rain effects in this shot,
also pay attention to the cop here because...

Hometown track is set in farmland
located in middle America and fea-
tures a wicked 90-degree turn right
in front of the county courthouse.
Redrock Ridge is set in the painted
deserts of the southwest and is a
roadrunner's paradise. Atlantic
offers a futuristic high-tech
cityscape by the sea, while Rocky
Ridge provides the classic Alpine
road racing course with steep
climbs and hairpin curves.

If you win in Tournament
mode, you unlock extended ver-
sions of these basic tracks, which
leverage the experience you've
gained with each track but are
more challenging and expansive.
(It will also unlock the Jaguar XK8
or the Mercedes SL600, depend-
ing on the difficulty setting.) The
attention paid to small details is
what really makes these tracks
stand out. The environment is
completely interactive—anything
you might knock over will remain
that way the next time you pass.
These tracks are real 3D environ-
ments, not just pretty backdrops
that flash by your car. Each one
also offers secret shortcuts and
cool jumps to keep things inter-
esting. Sounds—such as barking
dogs—as you scream through a

town in the early morning add to
the game's overall realism.

To unlock the other tracks you
must win in Tournament mode and
Knockout mode. Winning in Knock-
out mode unlocks the Empire City
track, a noirish nighttime inner city
with lots of steep hills, freeway
underpasses, and hidden jumps.

Auto Shop

NFS Il offers a very cool selec-
tion of cars. There are offerings
from Aston Martin, Ferrari,
Lambarghini, Italdesign, Jaguar,
and Mercedes. From the fabulous
handling Ferrari 550 Maranello to
the powerhouse Lamborghini
Diablo SV, the entire gamut of
high-priced, high-performance
automobiles is well represented.
Particularly interesting is the
Italdesign Scighera, which is a
prototype interpretation of an Alfa
Romeo sports car and is not for
sale. This could be the closest
thing you can get to actually
driving one. EA is also going to
periodically provide new cars for
downloading from the game's
Web site (www.needforspeed.
com). The first car made available
at the time this review was written
is the experimental Spectre R42—
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a good force-feedback wheel. Using
a force-feedback wheel lets you
really feel the road. When the road
surface changes—when you drive
over a cobbled bridge, for exam-
ple—the effect is extremely realis-
tic. You also feel the vibration of
the car’s engine, and each car has a
distinctive response. The amount of
feedback for road effects, collision
effects, engine vibration, and road
grip can be adjusted until the bal-
ance feels right.

Finish Line

What distinguishes NFS 11l from
other arcade racing games—
besides the sheer visceral thrills—
is just how realistic it feels. The
combination of near-photorealistic
graphics with a relatively accurate
and detailed physics model really
captures the experience of high-
speed road racing. During the time
| was writing this review | went

PULLING OVER A PUSHOVER ...his ruthlessly aggressive Al could
have you seeing this screen often. Again, note the excellent
chrome effect that is shining all aver your car.

an English supercar with lots
of power.

The Lamborghini Diablo SV is
the fastest car in the game and
has the best acceleration,
Although the curvy nature of most
of the tracks makes it difficult to
maintain top speed, the ability to
accelerate past the pack makes it
the best car to use in the single-
player modes. In Knockout mode it
is always one of the other Diablos
that you will be dueling on the
final Empire City track.

The game's force-feedback sup-
port is excellent, and owning this
game is reason enough to purchase

driving in the mountains. As |
cruised along narrow, twisting
roads, | kept thinking about how
much the experience reminded me
of playing NEED FOR SPEED Ill—at
least as far as handling the car
went. | wasn't being chased by the
police, and | wasn't pushing my
Lamborghini much past 60 mph.
Okay, so | don't own a Lambor-
ghini. But after playing this game,
I sure wish that | did. (£97

When he’s not crashing exotic
sports cars, Kenneth Johnson can
be found playing WORLD CUP "98
and GRAND PRIX LEGENDS.

www.computergaming.com
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Maddening No More

EA SPORTS Finally Gets (Almost) Everything Right

by Brett Todd

o close yet so far away.
That simple sentence
just about sums up the
checkered history of the
MADDEN football series
on the PC. MADDEN 96
had so many problems
that it never shipped.
MADDEN 97 made it to the shelves,
but basketball-like scores caused a
lot of buyers to wish that it hadn't,
MADDEN 98 went out the door
incomplete, and required a 10MB
patch to bring both the gameplay
and the graphics up to par.
This year, however, it's a whole
different ballgame. Just when you
were ready to throw in the towel,
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COMPUTER

APPEAL: PC
pigskin fans who
want a good mix
of action, simula-
tion, and manage-
ment options.

PROS: Accurate
on-field action;
franchise made;
gorgeous visuals
and sound.

CONS: A few problems with the
computer interceptions and running
game; Internet play too laggy.

DIFFICULTY LEVEL: Intermediate.

REQUIREMENTS: Pentium 166 MMX
with Direct3D compatible graphics accel-
erator card (P200 MMX without),
Windows 95/98, 8x CD-ROM, DirectX6-
compliant sound card, 16MB RAM,

3D SUPPORT: 3Dfx, second-generation
D3D-compatible cards (all major
chipsets).

MULTIPLAYER SUPPORT: IPX-compli-
ant netwark (2-8 players) ; modem
(28.8Kbps or faster required, one CD per
computer), or serial play with null
modem cable (2 players); TCP/IP intemet
connection (2-8 players).

PRICE: $49.99

PUBLISHER: EA Sports

Redwood City, CA

(650) 628-5999

Www.easports.com

REVIEW « MMADDEN 99

EA Sports and Tiburon Entertain-
ment have produced the Vince
Lombardi {sorry, John) of football
sims. And | don't use the ‘s’ word
lightly. MADDEN NFL 99 is a true
simulation that brings virtually
every aspect of the pro game to
life. Want a pile of current and
classic teams? You can pick from
more than 120 provided here. Sick
of the way that Jim Fassel has
been running the Giants into the
ground this year? Replace him and
draw up your own playbook. Need
TV-quality visuals? The Broncos'
Bill Romanowski looks almost as
mean here as he does on Monday
Night Football. Up for guiding your
favorite club through multiple
seasons? Key up franchise mode
and you too can have the pleasure
of chealing the salary cap. As John
Madden says in the intro: “You
want big time football? The hits,
the boom, the doink, the whap?
It's all here.”

She's a Beauty

The gorgeous graphics are what
you'll first notice about MADDEN
99, After stumbling badly last year,
the designers have responded by
crafting perhaps the most gor-
geous visuals ever seen in a PC
sports game. It's certainly the most
stunning-looking football game
ever, EA SPORTS boasts that each

BACK TO SCHOOL “The hits,
the boom, the doink, the
whap”? Hmmm. Maybe
Madden 101 should be an
English course.

m COMPUTER GAMING WORLD » JANUARY 1999
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JAGUARS RIPPED MY FLESH Those sad sack Colts aren’t much of
a match for the powerful Jags this year—on the computer
screen or anywhere else. Oh, and accuracy fans should note
that Mark Brunell does throw left-handed in MADDEN 99.

player contains 1,200 polygons,
but you'd never know it. Thanks to
excellent use of 3D acceleration
(Direct3D and 3Dfx modes look
virtually identical, by the way), the
players are almost as rounded and
as lifelike as what | watched on my
TV last Sunday.

The little touches, such as
authentic weather effects, really
make this game something special.
Dorsey Levens pants hard after
every tough run, and you'll even
see each puff of his frosty breath if
it's cold enough at Lambeau Field.
All the atmosphere of stadiums like
Soldier Field and 3Com Park
{Candlestick) is brought to life
courtesy of some beautiful art-
work. Uniforms are reproduced in
exacting detail, right down to the
last shoulder patch.

Animation is equally superb,
Players walk, run, juke, and dive
exactly as they should. Tackles are
as authentic as you'll get this side

of NFL Films. Instead of the stan-
dard “touch 'em and fall down”
approach of football games past,
MADDEN 99 players haul down
their opponents with textbook
wrap-and-rolls.

Let the Good Times Roll
MADDEN 99 is much more than
a pretty face. Quite frankly, this
game plays more like NFL football
than anything | have ever seen.
Where past MADDENs leaned so
far toward action that they left
realistic football behind, this one
successfully walks the fine line
between arcade and simulation.
You really have the best of both
worlds. Gamepad pushers get full
10-button support for jukes, stiff-
arms, spins, and swim moves,
along with a new one-button
mode to simplify things (get the
timing right and the PC handles
everything else) and a directional
pass method (point the D-pad

www.computergaming.com



toward the receiver). Strategists
can switch over to coach mode
and call all the plays with a

mouse. Both modes work great.

I've also been delighted with the
intelligence of the computer-
operated clubs. Whenever the PC
has a chance to bury me inside the
10 with a well-angled punt, it does
s0. Clock management is very
good. You can usually count on the
computer to work the ticker with
all the experience of Mike Ditka in
the waning moments of the game
(although you'll occasionally see
some wasted time), Perhaps most
impressive is the way that the Al
learns from its human opponent. If
I call a half-back push up the mid-
dle on first down too often, the PC
makes me pay for it with a rather
prescient defensive call. Same goes
for pump fakes.

These smarts also mean that
teams generally behave as they
should, Thanks to custom play-
books that mirror the real-world
originals, MADDEN 99's Dallas
Cowhboys run out of the 'I' forma-
tion a lot, the 49ers favor a wide-
open aerial attack, and the Red-
skins commit ritual suicide on the
sidelines after the coin toss. Vir-
tually all of the decisions made by
the digital coach are proper ones.

NO. ]._u

UP YOURS, MODELL! You can
get a jump start on the
NFL's return to Cleveland by
playing with a fantasy
Browns 99 team—it's a lot
better than the one that
moved to Baltimore, too.

That said, the gameplay is not
perfect. Defensive backs and
safeties are a little too good with
their coverage. | like the fact that
MADDEN 99 is tough on QBs who
like to throw into crowds, but mak-
ing this mistake shouldn’t result in
as many interceptions as it does.
Balls that would simply be batted

www.computergaming.com

away in the real world usually end
up as picks here.

The running game is also flawed
at times. While you can develop an

makes like Jerry Rice (or
should that be Willie Mays?)
with a dynamic over-the-
shoulder snag.

effective ground assault, it's overly
tough to run to the outside—
particularly at the higher difficulty
settings. Blocks rarely materialize
when you run a sweep, with the
result being that even the likes of
Barry Sanders has a tough time
making it back to the line of
scrimmage. The PC sometimes
can't accomplish anything on the
ground. Even the better running
teams like Green Bay and Dallas
have it tougher than they should.
Porous defenses (that of Carolina,
for example) can often completely
shut down the Emmitt Smiths of
the league.

Play it Again, John

A huge list of options adds to
the replay value. Three skill levels—
pro, all-pro, and Madden—allow
beginners to work their way up to
the big leagues. You can further
tweak almost every game condition
imaginable, including fatigue,
injuries, and penalty sensitivity.
Internet play is available for those
who get bored playing by them-
selves. A play editor lets you create
and save your own customized
playbooks. All of the current NFL
teams and stadiums are included,
along with every Super Bowl and
NFL championship club going back
to 1966. There's even special 1964
and 1999 Cleveland Browns squads
and stadium on hand for those
who can't wait for the league to

return to the Mistake by
the Lake,

There are a number of
different play modes, from
practice and exhibition
right through to 8- or 16-
team tournament, season,
and custom season. You
can also run customized
fantasy draft tournaments,

dumping the entire league

into a common pool and

selecting rosters for 4, 8, or

16 clubs who will duke it
out in a single-elimination
tourney.

MADDEN 99 « REVIEW
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ORANGE CRUSHED...AGAIN Thanks

to the huge selection of past teams,
you can replay any Super Bowl you'd
like. History occasionally repeats
itself, though. Craig Morton and
crew fared just as bad against me as
they did against Tom Landry.

Probably the most
eagerly awaited feature is fran-
chise mode. While it won't satisfy
the FRONT PAGE SPORTS: FOOTBALL
PRO junkies out there, average
players will appreciate the added
depth in franchise play. Having to
run a four-round draft, stay under
the salary cap, and win enough
ballgames so you don't get canned
is also a real challenge. Computer-
owned teams add spice to every-

2 e
IN YOUR FACE ACTION Picks get run
right into your lap in MADDEN 99,
Shawn Wooden almost jumped off

the monitor after breaking up a long

drive of mine at Pro Player Park.

thing by serving as major partici-
pants in the action. They'll offer
trades to the player and make
moves with one another. The only
real flaw in all this is a 15-season
limit. So if you want to guide the
Eagles into 2013 (hey, it'll probably
take that long for them to become
competitive again!), you'll have to
wait for Sierra's FOOTBALL PRO 99.
Of course, there are a few mis-
takes in execution. Default settings
for the Sidewinder gamepad are
atracious (thankfully, they can be
customized). The menu and play
editor interfaces betray the title's
console roots. There's still no way to

create or edit a player. Franchise
play is limited to the 30 current NFL
teams, and, unlike single-season
mode, you can‘t customize any of
the divisions. You can’t use the fan-
tasy draft in either franchise or sea-
son modes. Also, lag is a major
problem with Internet match-ups.
Strangest of all is the sub-par
audio. For a game that plasters
John Madden's mug all over the
place, he's rarely heard
from ance the players take
the field. He and Pat
Summerall are relegated
to providing just the occa-
sional generic comment
this year. In-game sound
effects are somewhat
more effective than the
play-by-play, but are little
better than average.
Regardless of these
minor issues, it's impossi-
ble not to give MADDEN
99 an unconditional
recommendation. This
game delivers on all the broken
promises of previous editions in a
big way. With dead-on gameplay,
career and management options,
and ravishing visuals, it is the
closest we've come to recreating
foothall on the PC. | don't know
about the “boom” and the
"doink," but John's sure made
good on everything else—it's
definitely all in here, (977

Brett Todd has been enjoying
FRONT OFFICE FOOTBALL and is
currently planning to murder the
quy who designed mission #10 in
COMMANDOS.
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REVIEW « FRONT OFFICE FOOTBALL

Front Runner

An Outstandling, Addlictive Football Management Sim

by Dennis McCauley

RONT OFFICE FOOTBALL
(FOF), a football manage-
ment sim from tiny start-
up Solecismic Software, is
unabashedly inspired by
last year's surprise smash,
BASEBALL MOGUL.
However, FOF takes
MOGUL'S winning formula several
planes higher. It's an incredibly
detailed simulation of the business
side of the NFL. After intensive
FOFing, | feel qualified to take over
the reins of a pro football team.

Show Me the Money

FOF walks you through an NFL
season in cycles. As the new cam-
paign begins, your most important
task is to conduct the college player
draft. For draftniks like me, this
game within a game is itself almost
worth the price of admission. Your
team’s draft position is based on
last year's standings. However, you
can trade up or down based on
COMPUTER — ]

WORLD
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APPEAL:
NFL fans,
sports
management
devatees,
control freaks.
PROS: Has the details down; gives a
realistic depiction of how money
runs pro football

CONS: Interface is a tad cumbersome
in places; has no opportunity for on-
field leadership.

DIFFICULTY: Intermediate.

REQUIREMENTS: 486 100MHz PC,
Windows 95/98/MT, 16MB RAM, 256-
color SVGA, mouse,

MULTIPLAYER SUPPORT: None.
3D SUPPORT: None.

Price; $34.95
Publisher: Solecismic Software
Seattle, WA

FRONF DFFioE 'rgmu

(888) 3797878
www.solecismic.com

your assessment of the talent level
in the draft. Available players
receive a rating number from your
scouts. As the draft progresses, your
choices mount. Should you draft the
most highly rated player? Or should
you select a collegian whe fills one
of your position needs even though
he's rated lower? Such quandaries
have sent more than a few player
personnel directars scurrying for
their ulcer medicine.

With drafted players in hand,
you'll move into the free agency
period. You'll be stunned by sticker
shock NFL-style. Players expect
signing bonuses on top of annual
salaries. The bonuses, which can
be huge, apply against the cap. It's
your job to conduct negotiations
and lock in your key players—all
the while keeping costs down.

FOF's negotiation model is the
best I've seen in a sports sim. The
dickering is truly interactive. You
can opt for single- or multiyear
contracts, adjust the bonus, or
decline to make an offer. The play-
er agent Al is formidable. Virtual
Jerry Maguires won't let you
“hack load" contracts. They under-
stand a ruthless general manager
like you will probably release their
player in the expensive later years
of the deal. While there is some
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room for salary adjustments; the
Al aggressively protects players’
financial interests.

Trading offers another means
of building your team. Deals in
FOF can be made for players or
draft picks. You can approach
other teams or they may contact
you. Trade Al is fairly tough,
although a team can occasionally
be persuaded to ship you a first-
round pick for an aging star.

Field General

Once you've set your roster, you
can tweak your depth charts or have
your staff do it for you. Games can
be quick-simmed or played out by
the CPU with a text-
based, play-by-play
accompaniment. The stats

k- )

Eﬂ and results generated are
fiy within realistic ranges.
=4 J There is, however, no
22 | human control during the

m-mw Pt

DETAILS, DETAILS In FOF you can't
actually play the game on the field

yourself, but you can twealk virtually
every detail of your team's on-field
behavior for simulated games.

@ COMPUTER GAMING WORLD + JANUARY 1993

'_Tﬂ game itself. The best field

e | | generalship you can pro-

A A 5 T o s o fiddle with the

X ;'h;::.m.\;“u‘.::n:::dzf;::u 2t fom mdimentafy pErcentage

| e L [ e | e system that passes for a
game plan.

Winning the financial
game is paramount, but
success on the playing
field is also an important
consideration in FOF. To

WANNA TRADE? Like everything else in this game, the trade Al
in FRONT OFFICE FOOTBALL is realistic and tough.

win you'll need to accumulate tal-
ent. This means solid scouting and
coaching. Player ratings are nol
transparent in FOF, 5o you'll need to
rely on your scouting reports.
Scouts and coaches are rated on
their ability to evaluate, teach, and
motivate various players. If you do
feel the need to make a change,
there's always a pool of replace-
ments available—at a price.

in the Red Zone

Is FOF a perfect game? Not
quite. The interface could be
smoother, requiring fewer clicks to
access various data. Although the
game saves career stats, it would
be more useful to be able to view
yearly stats as well. In the current
version once the season ends, the
stats and standings disappear.

Despite these few minor flaws,
FOF is easily the deepest NFL sim
I've ever played. It offers a loving
attention to detail that is too
often missing in games these
days. For hard-core NFL junkies,
FRONT OFFICE FOOTBALL is as good
as it gets. (A4L7

Dennis McCauley was caught com-
mitting recruiting violations in
FRONT OFFICE FOOTBALL. He has
been declared ineligible for post-
season play.
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REVIEW « NCAA FOOTBALL 99

College Try

NCAA FOOTBALL 99 [s Better Than Last Year’s Model, but It Could Still Use a Tutor

by Dennis McCauley

eteran sports gamers
will recall EA Sports'
NCAA FODTBALL 98 as
one of the few bright
spots in last year's
computer football deba-
cle. Despite its throw-
back graphics and poor
viewing angles, gamers were
enamored of the NCAA's fluid
player animations and authentic
college football flavor. Small won-
der, then, that the football crowd
was expecting big things from the
NCAA franchise this time around,
Does the game deliver? Yes and no.

The Gang's All Here

The old school flavor is still
there—with every Division 1-A
team represented in authentic
uniforms, There are also 123 differ-
ent stadiums provided, although
their level of detail is rather

COMPUTER ]
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APPEAL: College
football fans.

PROS: Great
atmosphere; fluid
player animations;
recruiting system.
CONS: Weird Al
tricks; clunky inter-
face; bad camera angles.

DIFFICULTY: Easy.

REQUIREMENTS: Pentium 166,
Windows 95, 16MB RAM, 1TMB
DirectDraw 5.2a, 4x CD-ROM; supports
DirectX5.2a-compatible sound and video
cards, keyboard, and mouse.

3D SUPZPDRT: 3Dfx Voodoo or

Voodoo# chipsets.

MULTIPLAYER SUPPORT: Two players
on LAN, modem, or serial connections; 1
CD per player.

Price: $49.95

Publisher: £A Sports

Redwood City, CA

(650) 628-1500

wWww.easports.com

DEKE LOVE Fluid player animations were one of the highlights of last year's
NCAA FOOTBALL, and this year they're even better—thanks to sharper poly-

gonal models.

uneven. NCAA's polygonal players
look much better this year, espe-
cially at 800x600 resolution with
3Dfx acceleration and detail
settings at high. Returning are the
excellent player animations, which
ensure the action in NCAA 99 is
impressively realistic. You'll see ball
carriers leveled with jarring hits,
defenders swiping at the pigskin,
and tackled players going down
realistically—at times sliding
along the turf.

Unfortunately, the game drops
the ball with an absurd collection

SNOW DAY Variable weather patterns keep things
interesting, as do the 123 modeled stadiums.

& COMPUTER GAMING WORLD » JANUARY 1999

of camera angles. The default view
behind the offensive backfield is
too constricted to be effective. By
failing to show much beyond the
tackles, gamers can only guess
about what their wide receivers
are up to. If a comerback is cheat-
ing up for a blitz, you'll have to
remember to sneak a peak with
your game pad; otherwise, you're
dead meat.

The alternative views aren‘t
much better. Ranging from a
helmet cam to a blimp view,
there's not one that offers a truly
useful per-
spective.
Since the
view was a
major gripe
with NCAA
last year,
you'd think
the EA
Sports
machine
could have
devised a
better solu-
tion, Worse,
there's no

simple way to
switch between
cameras. If you're
forced to punt, for
example, and you'd
prefer a perspective
from the defensive
side of the ball,
you'll have to back
up to an options
menu, cycle through
the views, and then
return to the play-
calling screen.
Wouldn't hot-

keys have been a
much less painless
way to accomplish
this task? The cynic
in me suspects a
contagion effect
from the console
version. After all, PlayStations don’t
have keyboards, do they?

Can | Get Some
Scouting Here?

NCAA 99 offers several play
modes, including practice, exhibi-
tion, tournament, and a collection
of classic past matchups. Gathering
the most attention, however, is the
game's Dynasty mode, a feature
sorely missed in last year's edition.
In Dynasty mode, would-be Steve
Spurriers can take multiple stabs at
achieving a number-one ranking
by recruiting the best high school
talent available.

While Dynasty mode is fun, it's
little more than a roster-filling
exercise as currently realized. That's
because your choices are basically
which positions to recruit and how
hard to recruit them. The intensity
of your efforts to impress the high
school seniors—all those letters,
campus trips, and dates you've
arranged with buxom cheerlead-
ers—come down to a simple per-
centage point expression. How you
spread your 100 points around
equates to the likelihood a given

Wi Lompu terganming.com



recruit will sign on. It's an overly
abstract system. Other than their
position, you know nothing about
the seniors—not even their names.
Is it satisfying? A little. Could it be
improved? Definitely.

For example, if I'm recruiting 18-
year-old horse flesh, | want to
know his size and weight and also
where the kid is from. I'd like to
know his SAT scores and whether
he'd even consider my school
before | waste precious recruiting
time on him, For an example of
how this is done, I'd refer the
NCAA 99 design team to GTE's
NCAA CHAMPIONSHIP BASKETBALL
from a couple years back. Of
course GTE is out of the game
business and EA Sports is kicking
butt—so what do | know?

However, there are some nice
touches of recruiting realism. It
seems harder, as it should be, to
entice blue-chip prospects to
downtrodden football programs
such as Temple. The service acade-
mies, with their high standards
and military commitment, also
seem to reap a less-talented
harvest. Along with recruiting, the
game generates an annual report
on players who have left the
team—be it for the NFL draft or
simply because their eligibility has
expired. Returning players are
rated for their improvement or
lack thereof. Using this information
as a guide, you can adjust your
roster accordingly.

Good Game

Once you've set your roster, play
options include arcade, sim, or
coach-only. Sims are lightning fast,
with scores in the accurate range.
An entire week's slate of games
can be handled in a matter of
seconds, and the game system
seems to account for intangibles,
such as home-field advantage.
Scheduling itself is handled well.
The game generates an authentic
slate of opponents, including the
odd Division 1-AA team.

Arcade play is quite challeng-
ing, particularly since it's constrict-
ed by the camera angles. For the
tactilely impaired, coach mode
offers the chance to call the plays

www.computergaming.com
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WATCH OUT FOR THAT BAND NCAA FOOT

NCAA FOOTBALL 99 ¢ REVIEW

7N

BALL includes 40 historic real-life matchups, including the

infamous Cal-Stanford game that took down a few marching band members in the end.

without responsibility for carrying
them out. Defense is particularly
hairy since you have only five
seconds to enter your play before
the ball is snapped.

Play calling involves selecting
a formation and a play from a lim-
ited set of choices. Each team has
a default offensive and defensive
scheme, Navy, for example, offers
a Wishbone. Tennessee features a
pass-otiented attack even though
Peyton Manning has moved on to
NFL glory. Within offensive forma-
tions, you can choose several
looks and can run a dozen plays
from each. While the selection of
plays is certainly enough to get
you through a typical Saturday
afternoon, the lack of a play
editor severely limits your ability
to tweak the Xs and Os.

Despite these shortcomings,
NCAA 99 is one hell of a lot of fun
to play. Although the interface has
rough edges, the game action is
right on the money. In particular,
the Al does some very nice things,
such as having a pressured quar-
terback throw the ball out of the
end zone rather than risk a pick.
As mentioned, the player anima-
tions are excellent. Running backs
duck and cut in an effort to avoid
tacklers, and blitzing linebackers
sometimes slam quarterbacks to

the turf. Penalties, in
particular, feel right—
both in timing and pre-
sentation. It's incredibly
frustrating to see your
left guard forget the
snap count and jump
aut of his stance just as
you were anticipating a
big play. Say, can | yank
his scholarship?

s

On the other hand,
the Al does some

A BUG'S LIFE NCAA FOOTBALL has a lot
of camera angles to choose from, but
none are very good—including this

strange things, too.
Quarterbacks seem
intent on passing to certain
receivers, even in the face of triple
coverage. Running backs occasion-
ally become hung up on the offen-
sive line for up to 10 seconds—
legs churning furiously—before
they're either tackled or break
loose. On one occasion near the
end of the first half, the Al elected
not to employ its time-outs even
though it was within easy field
goal range.

Why are we dwelling so long
on the artificial intelligence, you
ask? Isn't this the age of Internet
play? Well, yes, but not for NCAA
99, which only supports LAN,
modem, or serial options for
multiplayer. Perhaps EA can recruit
some Net play for next year's
edition. I'd also be remiss if |

view from way back.

didn’t point out that a game with
a system as rich as NCAA's
deserves a decent manual. Once
again it shows its console her-
itage with what appears to be a
PlayStation manual on steroids.

Fourth and Long

I like NCAA 99 quite a bit.. Its
strong points far outweigh its
annoying rough edges. Even more
encouraging, at press time a patch
was rumored to be near comple-
tion that would address some
passing issues and add more time
for defensive play calling. (97

Dennis McCauley was caught
committing recruiting violations in
NCAA 99. He has been declared
ineligible for postseason play.
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REVIEW » CAESAR llI

Hail Caesar!

Friends, Romans, Countrymen—CAESAR lll Is a Resounding Success!

by Tim Carter

ome. The very name
conjures images of
grandeur and might,
the dominator of the
world, the conqueror of
vast armies, and truly
one of the world’s
greatest empires. Now,
fortunately (and finally), the great-
ness of Rome has been reflected in
a truly impressive game. Rome, if
historians are to be believed, was
unique in its era; and while
CAESAR Il probably doesn't stand
alone among strat titles, it surely is
one of the best, cleanest, and most
fun computer games to come
down the pipe in recent years,
CAESAR Il is a game of city con-
struction and defense in ancient
Rome. SIMCITY fans (and fans of
CAESARs | and 11) will no doubt be
familiar with the basic concepts of
designating land for housing, vari-
ous economic and social functions,
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APPEAL: Hard-
core strategists.

PROS: Fun, addic-
tive, and clean; nice
matching of city
building with story-
line and plot to f
give the game vari- ~
ety and direction.

CONS: Quirky Al; may be too daunting
for all but the hardest of the hard-core
strateqy gamers.

DIFFICULTY: Advanced,

REQUIREMENTS: Pentium 90,
Windows 95/98, 16MB RAM, SVGA
graphics, 4X CD-ROM; supports 16-bit
Windows-compatible sound card.

3D SUPPORT: None.
MULTIPLAYER SUPPORT: None,

Price: $49.95

Publishar: Sierra Studios
Bellvue, WA

(BOO) 757-1107

www.sierrastudios.com
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THE ROAD TO SYRIA Trade is a key to success, and this map
view lets you ahserve and manage your trade routes.

and military defense. As you might
expect, your city will also depend
on an effective transportation grid
(more on that later) and a working
economic base of taxes and trade
with the rest of the empire.

Rome Zones

Cities in CAESAR IIl revolve
around the concept of neighbor-
hoods. In each neighborhood, you
must allocate space for the area’s
primary function (for instance,
housing) as well as various related
buildings. For the most part, the
game makes the process of build-
ing a working industrial area quite
straightforward, and most gamers
will have little trouble arranging
the flow of raw materials, storage

Population Explosion

space, workshops, and the like,
Residential areas, on the other
hand, require considerably more
planning. All Roman homes must
have access to roads and water,
and all but the most simple homes
must also have access to food. A
fully functioning city will require
large neighborhoods of high-value,
high-density housing, which will, in
turn, require health care (baths,
doctors, barbers), commercial

goods (fumniture, oil, pottery), a vari-

ety of foods, places of religious
worship (a number of different
types of temples dedicated to vari-
ous gods), entertainment (including
venues and performers), policing,

Planning and execution will enable you to
transform this quaint, rural neighborhood...

A COMPUTER GAMING WORLD = JANUARY 1999

tax collection, and education
(schools, libraries, and academies).
Of course since land is usually at
a premium, good planning is a
must, Each building you construct
sends out a related warker—for
instance, markets send out food
vendors—who services a limited
"route.” If you structure your resi-
dential neighborhood in such a
way that your medical clinics are
located too far away from the
housing, your physicians will be
unable to reach the people, and
you'll end up with a health crisis
on your hands. When planning,
integration and overlap are two
concepts that aspiring emperors
will want to get familiar with.

Imperial Edicts

The city building core of this
game is nice and well executed,
What elevates CAESAR Ill to great-
ness, however, is the campaign
structure within which players
operate. (You can build cities just
for the sake of building, but | can't
see why you'd bother.)

The campaign takes the form of
a series of assignments, each with
specific objectives set out by Rome.
At each step in the campaign,
you're given the choice between a
dangerous city site and an eco-
nomically challenging one. Even if
you repeatedly select the same

...Into this thriving, revenue-generating metropolis.

www,computergaming.com



scenario type, your path through
the campaign will present you with
an impressive variety of situations
and planning challenges.

This overlay of plot and game
direction lends, in my opinion, a
much needed storyline to the
august series of “building” games
that comprise CAESAR IlI's lineage.
Instead of building city after city
along the same lines, you must
tailor your efforts to the require-
ments of the scenario. CAESAR Ill
will require different goals from
you in terms of how your city
looks, while the local situation will
present obstacles to be overcome
and, if Rome's enemies are around,
throw some nasty curve balls at
you. (Those Carthaginian elephant
troops can be a real problem, if
your walls aren't thick enough.) At
each new level the designers also
throw in some twists (natives, wolf
packs, increased dependence on
trade) that go a long way toward
keeping the game fresh,

On the whole, CAESAR Ill is a
magnificent accomplishment. It
comes with a thorough manual, a
good tutorial, and useful anline
help functions, The game ran
smoothly on my Pentium 166, even
when the large cities created a
fairly complicated graphical screen.
It never crashed once, which for
any program running on Windows
95 pretty much amounts to voodoo
as much as solid programming.

Non-Roamin’ Citizens

I do have a few minor quibbles,
however. For instance, if your ware-
houses fill up (as mine frequently
did), delivery crews will stack up
along the road leading to the
warehouse itself, blocking the path
of any incoming trade caravans.
Since most trade-centered ware-
houses operate on a "fill up, then
sell out” basis, this can be a
problem—particularly if you're
trying to micromanage trade in a
big city and want to tee up certain
goods at certain warehouses.

Another problem is that the con-
tours of terrain often leave fatally
weak flaws in your defensive walls
(see “Fighting in Ancient Rome”
sidebar), which the computer is

www.computergaming.com
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Fighting in Ancient Rome

HOUSE OF CARDS This big, high-value home is a key
sign of success in CAESAR lll. Keep the home supplied
with items, though, or it won't stay big for long

only too willing to exploit. I'd have
thought that a wall that runs
directly into a rock face would be
stronger, not weaker, Yet | found
myself in several scenarios tailoring
my defensive design to counter
attacks that repeatedly ran along
“seams” in my city walls,
Moreover, in some scenarios the
terrain will force you to expand

your city close to the edge of the
map. This becomes a problem if
invaders appear virtually in the
middle of your city because you
will have to build somewhat
strange defensive fortifications to
accommodate the attack.

In some later scenarios in which
you're given higher objective lev-
els, the game can drag somewhat

as you wait for your peace
and prosperity levels to rise.
Gamers sometimes have to
sit and wait while their fully
functioning city generates the
long-standing security and
positive balance sheet they
need to achieve a high score.

There are also a few
design decisions that I'd like
to mention. Overall, the
“paths” method of attribut-
ing influence to a particular
building is a neat idea that
works well in gameplay. It
does, however, encourage some
rather strange transportation grid-
building tactics. Consider the fol-
lowing: A maintenance worker
(prefect or engineer) will leave his
workplace and walk in a random
direction. At each intersection he'll
randomly pick a direction to tum
and keep moving outward until he
hits the edge of his walking range,
then he'll walk back. Generally
speaking, this means that four-way
intersections should be avoided at
all costs. And if you really want to
control where your service people
go, you'll primarily want to build
dead-end streets that feed into
residential neighborhoods. What-
ever you do, don't build a complete
grid because an optimally efficient
transportation network will give
your workers simply too many
choices and will force you to build
many more service buildings than
is strictly necessary to manage
your neighborhood.

Ultimately, these objections are
quite minor and don’t detract from
the fun or addictiveness of game-
play. CAESAR IIl has that elusive,
difficult-to-define quality of “excel-
lent gameplay" that can really only
be quantified in terms of the num-
ber of hours it shaves off of your
sleep patterns. By that measure, as
well as most others, CAESAR Il s a
certified winner. (L7

Tim Carter holds a master’s
degree in Strategic Studies and is
now playing 1015T AIRBORNE as
well as THE OPFRATIONAL ART OF
WAR. His strateqgy guide for
CAESAR Il will appear in the
February 1999 issue of CGW.
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When in Rome

REVIEW ¢ AGE OF EMPIRES: THE RISE OF ROME

The AOE X-pack Is More Than the Sum of Its Parts

by Ken Brown

GE OF EMPIRES is essen-
tially a game of rock,
paper, scissors, A good
human or computer
player can counter any
unit or strategy with
something else. There's
no silver-bullet strategy,
and that is, in part, what brings
gamers back time and time again.
For the RISE OF ROME, Ensemble
Studios sought to add new civiliza-
tions, units, and technologies to
those of the original game, while
at the same time improving play
balance. The design team’s goal
was to add new counters to strong
units and to make some of the
weaker units more attractive,
They've succeeded and, with a few
interface enhancements and Al
tweaks, the game is now easier 1o
play. It isn't AGE OF EMPIRES Il, but

COMPUTER ™

APPEAL: AGE OF
EMPIRES fans who
can't wait for AOE 1I. |8

PROS: Enough new
stuff to revitalize the
game; unit queves
make a big
difference.

CONS: No gathering points; only one
unit type can be queued at a time; unit
Alis still iffy.

DIFFICULTY: Intermediate.
REQUIREMENTS: Windowrs 95/98,
Pentium 90, 16MB RAM, 30MB hard-
drive space, 2x CO-ROM drive, IMB
VRAM video card, original AGE OF
EMPIRES game,

3D SUPPORT: Nane.
MULTIPLAYER SUPPORT: itodem, LAN

of Intemnet play (8 players) via the MSN
Gaming Zone,; 1 €D per thiee players.

www.microsoft.com/games/aoeexpansion

Carthaginian war elephants against the Romans.

it delivers enough cool new fea-
tures to rekindle your jones.

Friends, Romans,
Countrymen...

The biggest features in RISE are
the new civilizations and units, The
Romans aren't as strong as you
might expect, although they do
have a construction advantage and
fanatical swordsmen. The Carth-
aginians, however, can open up a
giant can of whup-ass on the
Romans—or any other civilization,
for that matter. They get more of
the new units, special naval advan-
tages, and +25 percent hit points
for academy and elephant units.
The Macedonians offer a new
counter to the dreaded priest
strategy, with units four times more
resistant to conversion. But
Macedonians can't research the
wheel, limiting their units and
productivity. The Palmyrans have
uber villagers, but they cost 50
percent more than other civs,

renclering them vulnerable early on.

The five new units add interest-
ing counters to the units of the
original game. Stone-throwing
slingers have an attack bonus
against archers and fortifications.
Camel riders enjoy a +8 attack vs.
cavalry and other horse-mounted
units. Both the new scythe chariots

A COMPUTER GAMING WORLD = JANUARY 1999

and armored elephants inflict dam-
age on adjacent units. Once you
upgrade to the scythe chariot, you
can build them with just food and
wood. This can be a major advan-
tage as gold supplies dwindle in
the Iron Age. Last, the fire galley is
a devastaling naval unit that eats
triremes for lunch. It breathes fire
onto anything next to it, and serves
well in coastal defense, although it
is susceptible to siege weapons.

Queue Ball

RISE OF ROME's new unit queues
made me wonder how we got by
without them in the first game. You
can queue up as many units as you

ik,

BLADE RUNNERS Scythe chariots are one of
the coolest new units. They'll shred weak
infantry and they don't cost any gold once
you've upgraded.

.£'.:1
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like, but you'll only build as many
as your resources will allow. You
cannot queue more than one type
of unit within each building, and
there are no gathering points,
which is unfortunate.

If you play solo, the heart of the
game is still the random maps.
Several new map types freshen up
the field, especially the Mediterran-
ean map, which requires that you
control the water to win, Ensemble
tweaked the pathfinding and unit
Al to make units respond faster to
threats. Despite this, units still get
stuck sometimes and enemy units
occasionally slip by unmolested.

Salty AOE vets will find plenty to
dig into here. RISE OF ROME isn't a
quantum leap over the original
game, but it freshens the experi-
ence, improves the mechanics, and
beefs up the computer opponents. |
certainly recommend it to any die-
hard AOE player—it'll keep the
Hun fires buming until AGE OF
EMPIRES II. (917

Ken Brown is an avid priest
hunter and a master of the
phalanx rush. He's also the
Executive Editor
here at CGW.

Map Type

:; Small Islands

| Large Islands

'_ Coastal

f. lnkami

| Highland

I Continental

| Mediterranean
Hill Country

| Narrows

LESSONS IN CARTOGRAPHY New map types in THE RISE OF ROME
add new challenges and ensure that you don't have to keep
shedding blood over the same old ground.
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REVIEW ¢ KNIGHTS & MERCHANTS

Serf's Up!
Taking the Middlle Road Through the Middle Ages

After building an imposing army
(infantry at the front of the legion,
for example, archers in the rear,
protected and positioned to fire on
approaching enemy forces), players

Sawmill and a Carpenter for mak-
ing planks. You'll need a Weapons
Workshop and another Carpenter
to cut longbows from planks.

In addition to the regular farm,

Animal Breeder for husbandry. You
will need two Butcher/Tanner sub-
jects—one to make sausage from
the pig and a roll of pigskin; the
other at the Tannery to turn pig

by Pete Scisco

n this trip back to the Middle
Ages, real-time strategy fans
will have to mellow their

pace to achieve the game's

objective—rebuilding a king-

dom torn by feudal war. As a

captain (the last one, mind

you) in the Royal Palace
Guard, you must reconstruct the
kingdom campaign by campaign,
ultimately defeating the King's
own treacherous son.

Holy Shakespeare! With a dassic
plot like that and an entertaining
display that turns the computer
screen into a miniatures playland,
this import from Germany's
Topware Interactive is not without
its charm. The strategies involved,
particularly in battle, take some
deeper thinking than what's
required from many recent real-
time action games that follow the
mantra "the biggest fist wins.”

COMPUTER
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APPEAL: Real-
lime strategy and ¢
empire-building
fans who don't
expect much.

PROS: Great ani- -
mated graphics
bring miniatures
1o life.

CONS: Slow pace; micromanaging bogs
down strategic play; no wenches.
DIFFICULTY: Intermediate,
REQUIREMENTS: Pentium 133,
Windows 95, 24MB RAM, 70MB hard-
disk space, 4x CD-ROM, 256-calor video
card with 1TMB of VRAM (2MB recom-
mended), 8-bit audio.

3D SUPPORT: None.

MULTIPLAYER SUPPORT: LAN (2-6
players); modem (2 players).

Price: $39.95

Publisher: Interactive Magic

Research Triangle Park, NC

e

(800) 789-1534

www.imagicgames.com

can experiment with formations

and positioning.
Attacking an enemy's
flank or rear brings huge
benefits. In solo play, the
game’s Al is sophisticated
enough to make parrying
and drawing the enemy
into the open a challenge.
In multiplayer games, it
adds a thoughtful compo-
nent to attacks.

It Takes a Village
Unlike so many real-
time strategy games, the
support structure for mili-
tary units plays a key role
in the game and provides

much of the entertain-
ment. None of that short-
cut "click on a archer and
out he comes” stuff. Here,
il takes a village to raise
a Bowman.

First you'll need a
Schoolhouse, which the
game provides at the
beginning of each mis-
sion, to produce the
type of king's subject
you'll need. Farms and
vineyards produce food
and drink. You'll also
have to build an inn so
your people will have a
place to eat.

Back to our Bowman.
You'll first need a bar-
racks, which, like all build-
ings, must be connected
to other buildings by a
road. The laborers build
everything, while serfs
haul the supplies. Now
you need a Woodcutter's
Hut and a Woodcutter to
fell trees. Next comes the

& COMPUTER GAMING WORLD s JANUARY 1999

serfs whistle as they work, hauling lumber,

stones, and farm goods.

PART 2: JOIN THE ATTACK

you need a Swine Farm and an

oL

A unit of Lancers

initiates an attack against enemy forces.

¢ iy

PART 3: TIME TO DIE The Lancers break rank
under a volley of arrows while the enemy
outflanks a squad of infantry. Ouch.

skins into leather. Your Bowman
will need that for his
armor, which is made at
the Armory Workshop.

Bedeviling Details

All of these details will
satisfy the most anal-
retentive empire builder.
And watching the little
people at work is a charm-
ing experience. Still,
KNIGHTS AND MERCHANTS
is just as notable for what
it doesn't provide. Religion
plays no role, there's no
medical component, and
there are no women char-
acters. Another oddity is
the constant reference to
corn rather than wheat—
since corn is indigenous to
North America. Players
looking for verisimilitude
between the game and
actual Medieval village life
will be disappointed.

The characters and
landscape details give
KNIGHTS AND MERCHANTS
a charm that's hard to
resist. But with the real-
time strategy elements
bogging down in minutiae
and the empire-building
elements skipping some
essential details, it will
have to wait for its seat at
the round table. (X477

Pete Scisco’s interest in
the Middle Ages centers on
the ramifications of mov-
able type and the spread of
information as agents of
political change—which
means he gets more chain
letters than chain mail.
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Taiwan’s bold political activities challenge the
power of Mainland China. With the fury of an angry
dragon, China reacts — crushing the upstart and
expanding its empire. Soon 19 nations are drawn

® into conflict. World-wide war begins...
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PEOPLE'S GENERAL] the second
generation of the critically-acclaimed
Panzer General® ll, features: %

P New ultra-modern and
prototype weapons. -

P New “hide and seek” capabilities.
. P New unit design flexibility. --
> New Air Mission System. 4

CHOOSE from over 200 task forces and fight as efther Chinese
¢ or Western Alliance forces. Deploy weapons systems such as
- M1A3 and T-99 Main Battle Tanks, Werewolf Attack Helicopters,
. Starstreak Surface-to-Air Missiles and more. New 18-hit calur
. and random events add realism Ll S
1o this strategy epic of
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REVIEW ¢« AXIS & ALLIES

World Conquest Made Easy

AXIS & ALLIES Is Very Good, but a Little Buggy

by Tim Carter

f you're looking to conquer
the world in only a few hours
(beer and pretzels firmly in
hand), Hasbro's AXIS AND
ALLIES, a computer con-
version of the classic board-
game, nicely fills the niche
between games like RISK!
and PANZER GENERAL (which is
admittedly still pretty simple on
the grognard gaming scale). |
imagine that the design team
approached the conversion of this
classic boardgame with both
trepidation and anticipation. On
the one hand, they already know
and respect the aspects of the
ariginal that make it popular; on
the other hand, there's a devoted
fan base out there—fully prepared
to judge their product harshly
against a much-loved original.

) S
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APPEAL: Anyone
who wants a
light, replayable
strategy game.
PROS: Simple,
fast, fun, and
endlessly
replayable; a very
good recreation

of the boardgame classic.

CONS: Some programming woes; erratic
Al; it's still a boardgame on a PC.

DIFFICULTY: Casy.

REQUIREMENTS: Pentium 133,
Windows 95/98, 16MB RAM, 40MB
hard-drive space, 1MB SVGA graphics
card, 4x CO-ROM; supparts Windows-
compalible sound cards.

3D SUPPORT: None.
MULTIPLAYER SUPPORT: 1-5 players

via Modem, serial cable, LAN, hotseat or
Internet (through MSN Gaming Zone); 1 CD
per player

Price: §39.99

Publisher: Hasbro Interactive

Beverly, Massachusens

(508} 921-3700

www.axisandallies,.com

RED SUN RISING The world of 1942 becomes Japan's co-prosperity sphere.

AXIS AND ALLIES, for the uniniti-
ated, is a pretty straightforward
World War I global strategy
game. There are enough compo-
nents to make the game interest-
ing and to give players a range of
aptions, but the basic system and
rules are simple enough that any-
one can learn them easily. It
offers a quick, simple game based
loosely on World War Il but
doesn't let too much history or
realism get in the way of having a
good time. The game begins in

HOMN-COMBAT MOVE

submarines when playing the British can
create problems with play balance.
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1942 with the Axis (Japan and
Germany) at the height of their
powers but facing an industrially
superior trio of opponents in
Great Britain, the United States,
and the Soviet Union.

Your forces are drawn from a
limited selection of units: infantry
and tanks, fighters and bombers,
battleships, transports, subs, and
aircraft carriers. The world is divided
into regional zones similar to RISK!,
each worth a certain number of
industrial points. Winning requires
you to ally in
order to domi-
nate the world's
economic-rich
areas or to
overrun your
opponents'
capital zones,

The tutorial
system quickly
introduces play-
ers to the
game's system
of orders and
units and also
provides a quick

run-through of the
strategic problems
facing each of the five
powers, This, combined
with the short manual,
should provide gamers
with all the technical
information they need.

Simple Strategy

Even though the
game system is
mechanically simple, it
allows for quite sophis-
ticated strategy. This is
particularly true in a
five-player game in
which at least one
player on either side
will have to take the
brunt of the opposi-
tion's attack, sacrificing
their short-term gains
for the good of the alliance.

In this respect, Hasbro's com-
puterized version of AXIS AND
ALLIES offers a few advantages
over the boardgame: It's easier to
organize a true five-player game
via multiplayer play on the
Internet or using the computer
Al. It's also fun solo, especially
for those late nights when you
have neither the patience nor
the mental energy for THE
OPERATIONAL ART OF WAR.

While you'd be hard put to
argue that AXIS AND ALLIES cap-
tures the flavor of World War 1I
(but see Terry Coleman’s sidebar,
next page), it does a great job of
re-creating the diplomatic and
planning elements of any multi-
player game in which tradeoffs and
cooperative operations are
required to win, AXIS AND ALLIES
also allows gamers to select the
Second Edition or Third Edition
rules and to add or exclude a
variety of other optional rules,

Given the simplicity and fun of
the game system, it's a pity that
the designers didn’t see fit to add

www.computergaming.com
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RUSSIAN BEAR GROWLING An early Soviet attack into
Norwayi/Finland is one of the standard gambits for an

aggressive Soviet player.

a map editor or variable setup
options to AXIS AND ALLIES (to
allow for Warld War | scenarios,
for instance), but I'll admit that's
quibbling.

Great Plan,
Poor Execution

On a technical level, the conver-
sion of AXIS AND ALLIES to a
computer format is largely well
done. The game is easy to play,
most commands are intuitive, and
the game system functions
smoothly. Sadly, the programming
isn't quite as clean.

My version of the game crashed
relatively frequently (about once
every game) and didn't interact
particularly well with Windows, The
auto-install functions failed to
create a working shortcut, which |
had to do manually instead. In
addition, some small but still
annoying glitches can cause prob-
lems in highly specific situations,
For instance, if you stop a game
midway through any player's turn
and start a new game without

shutting down the entire program,
you run the risk of starting the new
game with units in the same posi-
tions they were in the old game.
The confusion in orders and place-
ment that results will, eventually,
crash the entire program,

Also | found that the Al moved
very slowly for so simple a game.
| played AXIS AND ALLIES on a
Pentium 166, which is hardly
top of the line, but the game is
neither graphically nor mechani-
cally complex.

On a more subtle level, the
computer Al will occasionally do
strange things in pursuit of total
victory. At the beginning of the
game, the computer appears to
select opening moves from an

AXIS & ALLIES » REVIEW

array of established strategies for
each country. Reliable sources tell
me that most of these strategies
have been adapted from popular
openings in tournament play. This
means that at the beginning of the
game the computer will generally
follow an identifiable, and often
very effective, strategy.

Yet, once war gets rolling, this
consistency breaks down. Some-
times, the Al will continue with a
winning strategy, executing a
series of clever moves and provid-
ing a serious challenge (or assis-
tance, if it's playing one of your
allies). In other games the com-
puter appeared to become fixated
on a single path to victory and
became stuck in a highly repetitive
and completely pointless set of
exchanges, which led to stalemate.
At other times the Al pursued
annoying, self-defeating policies.

For instance, as the Soviet
Union, you depend on immediate
and continual assistance from the
Western Allies. When playing the
Soviets, | helped the British land in
Norway early in the game with the
expectation that this would facili-
tate a second front, taking the
pressure off my valiant Red Army
troops. Instead, the computer-
controlled Brits and Americans
both began a major submarine-
building campaign despite the
complete absence of any kind of
maritime threat to either of their
shores. Aaargh. Needless to say,
the Axis conquered

CDVBAT HOVE
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all of Europe and
Asia and won
handily on points.
These glitches
aside, AXIS AND
ALLIES provides a
strong game system
(not surprising given
the pedigree of the

EE AR I -
HAVE DICE, WILL ROLL Ported right from
the boardgame, this is a good example of
an attack in progress on the Battle Board.
Note the Japanese heavy bombers, which
pretty much guarantee a victory for the
Sons of Nippon.

WAR IN THE FAR EAST You won't see this on the History

Channel: Japan attacks through Siberia, ending the war.

wiw.computergaming.com

boardgame) that will
not only satisfy
experienced tabletop
gamers but will also
give a fun, relatively
short beer-and-
pretzels alternative
to hard-core
computer gamers. As with
crossover games like SIMCITY,

it may also attract a wide audience
outside the normal confines of
strategy games.

It's fun, fast, eminently
replayable, and enjoyable virtually
every time—even when you're los-
ing. What more could gamers ask

for? (907

Look for Tim Carter’s strategy
article on PEOPLE'S GENERAL in PC
Gaming Expert.

Beer-and
Pretzels
WWII?

' hile | generally
W agree with Tim's
assessment of

AXIS & ALLIES—it is unrealis-
tic and quite abstract—I
disagree with his take on the
game's historical flavor or
lack thereof, For me, AXIS
AND ALLIES has always
offﬁred a very broad view of
WWII that, while simplistic,
still touches on several of
the main themes of the war:
» [f Russia falls, the Allies
almost always fall with them.
« If the Axis doesn’t win
fairly quickly, Japan and
Germany will eventually lose
to the overwhelming might of
the U.S. industrial machine.
« It's very difficult to knock
Britain totally out of the war.
* Research is risky and
expensive, but getting a

super-weapon like heavy

bombers (there’s no A-Bomb
in AXIS AND ALLIES) can turn
the game around quickly.

And where Tim and | totally
agree is that you can get a lot
of people to try AXiS AND
ALLIES, some of whom may
eventually move on to THE
OPERATIONAL ART OF WAR.
Long live beer-and-pretzels
wargames! —Terry Coleman
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REVIEW ¢ ENTREPRENEUR: CORPORATE EXPANSION

Delivering the Goods

CORPORATE EXPANSION PACK Aims to Expand ENTREPRENEUR's Consumer Base

by Lance A. Larka

ave you ever had fan-
tasies about running the
world? About being the
CEO of an industrial
giant? How you could
do a better job than,
say, Bill Gates? It's time
to test your business
savvy with the CORPORATE EXPAN-
SION pack for ENTREPRENEUR by
Stardock.

Following through on its
promise, Stardock has come out
with a huge expansion pack for
ENTREPRENEUR. Now, in addition to
the venerable PC market, you can
try your hand at selling aircraft,
Internet browsers, cars, cereal, cola,
shoes, and soda. If you're finished
with the original slew of random
maps and real-world maps, you get
more fictional maps and some

COMPUTER
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APPEAL: People
who want to start
their own company
but only have i

F.lllrr:prcllenr

$24.95.

PROS:New prod-
ucts; lots of humor;
tough Al; excellent
multiplayer support.

CONS: A bit expensive for an add-on
pack; graphics are of boardgame quality;
doesn't really change the game.

DIFFICULTY: Intermediate.

REQUIREMENTS: 486DX4-75(Pentium
recommended), Windows 95, NT 4.0, or
052 WARP 4.0, 12MB RAM, 20MB
hard-drive space, 2X or faster CD-ROM,
DirectX~ (or DIVE- under 05/2) sup-
pored SVGA video card, original
ENTREPRENEUR game.

3D SUPPORT: None.

MULTIPLAYER SUPPORT: Modem (2
players), LAN and Internet (2-8 players).
Price: $24.95

Publisher: Stardack Systems

Livonia, M

(800) 672-2338

= NS
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GREASING THE WHEELS If you're having problems, simply
bribe, er, convince the government to lend a hand.

great, detailed real-world markets
(including Australia, Japan, and
Singapore) to play with.

Dog-Eat-Dog World

What sets ENTREPRENEUR apart
from other market simulations is a
little thing called Direct Action
Cards (DAC). These represent the
"unmodelable” actions, such as
playing golf with rival executives,
contributing to a politician's
re-election campaign, networking,
filing lawsuits, spiking the competi-
tion's product line, starting a war,
or just a random act of the market-
ing gods. The CORPORATE EXPAN-
SION PACK doubles the number of
existing cards in play and makes
certain cards dependent on the
market that you're in. For example,
the "starting a war” DAC is only
available when selling aircraft,
not Internet browsers. (Though
internal memos from Mitrosoft
and rival Nepscape later show
this to be false.)

Instead of just adding some new
titles and custom maps, Stardock
used the EXPANSION PACK to add
depth to the game by changing the
underlying infrastructure for each
product. Each product line now has
different components and factars
that contribute to its underlying
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production, research, marketing,
sales, and appeal attributes. Some
minor changes have been made to
the game as well. A lot of players

the dust of history with your boot
heel as you laugh your way to the
big piggy bank called monopoly.
It's good to be a capitalist.

You start your company with a
basic facility and one sales rep.
From there you must expand your
region of influence, develop a good
marketing strategy to promote
your product, engineer improve-
ments, keep your employees happy,
sidestep the competition, and,
incidentally, make a profit.

The Al didn’t lose anything with
the expansion. It proved to be a
shrewd operator, time and again
pulling itself from the brink of
bankruptcy, and had me scram-
bling to maintain my positions.

Speaking of business savvy,
Stardock seems to have taken a
cue from its own book of corporate

complained that

it took too long
to expand your
company
because of the
high cost of con-
structing facili-
ties. Now con-
structing new
sites and
upgrading your
buildings at the
corporate park is
cheaper. But to
offset this
advantage, they
hold fewer workers. It's a good
balance in terms of gameplay.

Business as Usual

When you get right down to the
nitty gritty, this is still the same
game. You're goal is to bring a bet-
ter product to the people, make the
quality of their lives better, foster
friendly competition with your
“rival” companies, and strive for
the best one to win. Yeah, right.
You want to manipulate the con-
sumers, gouge them for all you
can, and grind the competition into

e S |
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CAR WARS Cars are among the new products
in the EXPANSION PACK. Good luck selling
them in Japan's competitive market, though.

jackaldom and priced the EXPAN-
SION PACK at $24.95. That's more
than most add-on packs, and it's
pretty steep for a game we give
only three stars.

Still, if you're itching to see what
it feels like to build a company
from the ground up, the
CORPORATE EXPANSION PACK for
ENTREPRENEUR is cheaper than
mortgaging your house. (X227

Lance A. Larka is currently reliv-

ing his childhood by playing the
computer version of AXIS & ALLIES.

www.computergaming.com
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That’s because it'll be spent in the company of a captain,
a farmer, an archer, a merchant, a priest, a swordsman, a combat and growth you'll become completely immersed
miner, a spearman, a woodcutter. ..in fact, 150 unique and with your new found friends. Meet the challenge of the
stunning characters that populate the addictive world of gods on screen, over LAN or Internet play.
SETTLERS* III.

In this real-time strategic simulation of tactics, prosperity,

T

Quote ref: CGWS3BOYS
51&1{0/
Check out: www.settlersd.com for latest SETTLERS 111 Information

AVAILABLE NOW
CALL 1-800-933-BYTE TO ORDER DIRECT AND RECEIVE FREE SHIPPING! .
Blue Byte Software * §140 North Mopac = Sulte 1V-230 « Austin * TX 78759
Technical Hotline: 512 343 1099 » Fax: 512 343 1886
10 YEARS OF
£ 1998 Blue Byle Soltware. All rights reserved, The Settlers is a registered trademark of Blue Byte Software, Ine. EXCELLENCE!

Go to #280 @ www.computergaming.com/infolink



REVIEW « WAR ALONG THE MOHAWK

French and Indian Ware

Neither the French,

by Bob Proctor

he French and Indian War
took place in North
America about 20 years
before the American
Revolution. Europe was
embroiled in the Seven
Years War, and English
and French colonists each
saw an opportunity to expand at
the other's expense. Had this war
remained an affair between
professional armies it would have
been little noticed. But both sides
enlisted the aid of natives who
took the war to the civilian popu-
lace. This should make for a fasci-
nating game. But nothing about
WAR ALONG THE MOHAWK will
excite history buffs or gamers.

Who Are You?
After choosing to play from
either the French or British side,

COMPUTER
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APPEAL: Movice
gamers with
no basis for
comparison.

PROS: Novel
setting and period;
somewhat decent
price paint.

i

CONS: Easy to get dead-ended
in this woefully underdeveloped,
weak design; multiplayer mode
doesn't work,

DIFFICULTY: Intermediate.

REQUIREMENTS: Pentium 100,
Windows 95/98, 16MB RAM, 65MB
hard-disk space, 2x CD-ROM.

3D SUPPORT: None.

MULTIPLAYER SUPPORT: Modem
or serial cable (2 players), LAN or
Intemet (24 players); but remember,
multiplay doesn't work.

Price: $19.99

Publisher: Empire Interactive
Gaithershurg, MD

(800) 216-9706

www.empirestrategy.com

weapons. Every
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-
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-
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IMPLAUSIBLE MISSION Here is our party of five soldiers (and a
woman) leaving for their mission. Too bad the sentries aren't

smart enough to close the gates.

you select a character from about
20 choices that include colonists,
army requlars, and Native
Americans. Characters are rated in
seven basic attributes: health,
morale, experience, intelligence,
speed, strength, and shooting.
There are 17 skills, and each char-
acter starts with one to four skills
and can learn a few more. The type
of character you choose has a big
influence on the skills available to
you. For example, only soldiers can
have Barricade or Cannon skills,
while only Natives can control ani-
mals or wear a

the weapon he
starts with for
the entire game.
This is a severe
limitation since
all the characters
have to complete
the same set of
18 missions.
Nearly all these | —
missions involve .
combat, and if
you choose a
character with a
weaker weapon,
it's

deerskin to
disguise their
appearance.
None of the
17 skills involve

character uses

Distressed Damsel

With only a
dagger plus
Swimming and
Language skills,

Judiet Marguand

impassible to com-
plete some missions.
The only cure, unfor-
tunately is to restart
the game and pick a
better character!

How do you
improve weapons
skill if there's no skill
to learn? You buy
upgrades at the store,
using gold you earn
by hunting and selling

Juliet is never

going to win this game. She can
coax big, brawny men to do her
fighting for her until she getstoa

mission that must be done solo.
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the skins. Since every
character has but eight inven-
tory slots, and when they're full
you can't carry anything or
develop further.

the Indians, nor the English Fares Well in This Loser

Neither Fish nor Fowl

Despite the copy on the box,
MOHAWK is hardly the game
"where role playing meets real-
time strategy.” The game is sort of
an RPG in single-player mode and
sort of a real-time strategy/
wargame in multiplayer mode. The
concept for multiplayer is that all
players select up to eight charac-
ters and fight a war of attrition
until only one is left. But in practice
it's totally unplayable; as soon as
the game starts, all the characters
run away and the game ends.

The single-player mode has
some elements of an RPG but is
nowhere close to X-COM or

CASTING CALL The 23 British characters
shown here have unique voices, but the
acting and the rest of the game's audio is
unimaginative at best.

JAGGED ALLIANCE, The gameplay is
like a bad adventure game in
which the too-linear missions must
be done in exact order. In MOHAWK
you must divine whatever trick the
designer intended you to perform:
swimming past a sentry, finding an
NPC with a special skill, or obtain-
ing a needed object like a key. Until
you discover it, expect to restart
over and over. Native and imported
Americans (and Canadians)
deserve hetter than being trapped
in such an endless loop of bad
history and bad gameplay. (£977

Bob Proctor has been writing for
CGW since the first issue.

www.computergaming.com



Have A Ball
This Holiday Season

"5 out of 5 stars”
—-Game Pro/Next Generation

“Editors Choice Award”
—-PC Gamer

Money Back Guarantee
if your actual gameplay

doesn’t improve.
See box for details

The Ultimate 3D Pool Simulator... Guaranteed

Real-time photo-realistic animation with 3 new texture-mapped pool halls.

All new physics model for accurate cue ball/cue stick interface which even allows you to jump
balls! 5 new games: 3-Ball, 6-Ball, 10-Ball, Bank Pool and One Pocket, plus the classic line-up of
8-Ball, 9-Ball, Straight Pool and Rotation.

Tournament mode with 128 computer opponents and player ranking categories.

Adjustable table characteristics (Amateur, Pro and Championship) with 4 settings for each: pocket
size, pocket cut, rail cushioning, and table speed.

-t Bimulaler

- L 28 Full simulation of all physical action including friction, speed, collision, roll and true
N _— computational ball tracking.
P g

The Ultimats 30 Fe

‘-“I-C resefr

Call 1-800-INTERPLAY

7 - -
@Celeris www.interplay.com BY GAMERS. FOR GAMERS.™ FE (Y
©1998 Celeris, Inc. All rights reserved, Virtual Peal, Interplay. the Imerplay logo and “By Gamers. For Gamers," ang 1 of Intarplay Prod All rights reserved. Exclusively licensed and distributed by Interpiay
Productions. The APA logo is a reqistered trademark of the American Poalplayars Association, Inc. Mi 11, W and the lago are d trad ks of Mic Corporation. All rights res All other
copyrights and trademarks are the property of their respoetive awners,

Go to #286 @ www.computergaming.com/infolink



REVIEW  CREATURES 2

They're Dead, Jim

Natural Selection Goes Awry in This Depressing Update

by Dawn Jepsen

evoted fans of Mind-
scape’s CREATURES
artificial life program
have anxiously awaited
the arrival of CREATURES
2, which promised
Norns genetically
complex enough to
appeal to the likes of Dr. Moreau,
as well as a genetic splicing
machine for all your mad scientists’
needs. | confess | had visions of my
own little Galapagos; the strongest
and smartest not just surviving, but
flourishing, within their changing
environment. How little did |
realize that these darling, some-
times devilish Norns had minds of
their own. And this stubborn inde-
pendence was going to lead many
of these cute little creatures to
their demise, despite my best
efforts to help them.

COMPUTER —
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APPEAL: Fansof
the original =
CREATURES looking ‘;’_"Eatuﬁf

for a greater S i
challenge, sadists. - m
PROS: The ever- [l
changing and s
adapling Noms [l =3
keep gameplay

from becoming predictable, despite the
constancy of situation and environment.
CONS: Death-prone Norns make game-
play difficult and frustrating; annoying
scrolling problems; limited viewing areas
make locating Noms challenging.
DIFFICULTY: Advanced.
REQUIREMENTS: Pentium 166,
Windows 95/98, 16MB RAM, 2MB
video card, 2x CD-ROM drive, 16-bit
sound card.

30 SUPPORT: None.

MULTIPLAYER SUPPORT: None,

Price: $39.99
Publisher; Mindscape
Novato, CA

{423) 6702022

www.creatures.mindscape.com

THE ROAD TO HELL A Norn finds its way

A Better Place

The overall premise of
CREATURES 2 doesn't differ tremen-
dously from the original; hatch
some eggs, help your Norns
explore their world, and get down
to breeding your very own bio-
diverse, genetically mutated
Darwinian dynasty.

What does differ is the effort
needed by the gamer to make all of
this happen. The Noms are darling
little animals resembling the
Mogwai from the film Gremiins.
Each Norn contains its own “digital
DNA," which sets its distinct char-
acteristics—personality, intelli-
gence, and even physiology.

While basically sweet-natured,
some Noms possess a mischievous
side. They're extremely affectionate
and often even attempt to befriend
the likes of the Grendel, a disease-
carrying and rather violent little
monster. In CREATURES 2, the Norns
continue to live in lush and
Edenesque Albia. This time, though,
its surface has been destroyed by a
violent volcano. What remains is a
much more primitive and challeng-
ing arena in which to raise Norns.
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The Norns are now far more
structurally complex and, as a
result, more delicate. The environ-
ment is less friendly for dynasty
building, but certainly proves
more interesting after hours of
gameplay. Albia now has seasons,
complete with seasonal plants,
animals, and variable tempera-
tures that affect Norn activity and
health. The addition of these vari-
ables does not come without its

T —

into the Grendel's lair, a dangerous place.

price. | lost 27 Norns within five
Albian hours.

CREATURES 2 is touted as an arti-
ficial life program. After several
frustrating hours of play, | was bit-
terly referring ta it as an artificial
death program. | learned the hard
way that the new Norns now pos-
sess organs, including hearts and
lungs. Norns are curious by nature
and unfortunately few have little
fear regarding the exploration of

g

MMM... CHEESE... You can lead a Norn to the cheese machine,
but good luck getting him to eat.
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Survival of

the Fittest

A rare sighting,
(right) of a baby
Norn actually eating;
you'll lose many
generations of Norns
with Ally McBeal-like
eating habits early
in the game.

ondering how
W later genera-
tions of crea-

tures will differ from their
forefathers and mothers?
Because of distinctiveness of

each individual Norn, the
genetics in the game mimic real
life. Each creature (including the

Grendel and the new Albia inhab-

itant, the Ettin) has its own DNA.
With 550 individual genes to
manipulate, there are countless
potential Norn varieties.

As in life, stronger traits do
seem to be passed on to future
generations. Once | had several
very healthy Norns, many of their
babies would begin eating what-
ever was nearby without ever
being shown to do so.

Norns also come in different
colors, sometimes with a con-
trasting hair color and length.
Others have cute little knee

REVIEW ¢ CREATURES 2

Digital DNA

boots or unusual hairstyles. These
variables all get passed on to
create a myriad of distinctly dif-
ferent Norns.

CREATURES has inspired a
community to rival that of pet
breeders. Some of the most popu-
lar CREATURES Web pages offer
Norn adoption centers. Here,
gamers can exchange Norns of
unusual colors, personality traits,
breeding abilities, or life spans.
Also available on many pages are
COBs, (CREATURES OBjects). COBs
are items created by both Cyber-
life and individual gamers. Players
will find toys, food, and many
objects designed to make life in
Albia easier or more interesting.
You'll find links to dozens of sites
at www.creatures2.com.

READING IS FUNDAMENTAL You'll use the computer to teach
baby Norns words. Once they have a vocabulary, you can con-
verse with them by typing.
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water. With several lake and pond
areas present in the vast expanse
of Albia, it's
not difficult
to lose a few
Norns to
drowning.
They look
quite happy
moving
about in the
water, with
no real signs
of distress,
Eventually
however, a
drowning
Nomn will curl up in sleep position
and develop little stars over its
headl. At that point, the science kit
can he opened and your Norn can
be injected with defibrillate to
restart its heart. Usually, a Nomn can
be resuscitated in this way, but
often they seem "off" for a while.

Lemming-like Behavior
Albia now has gravity as well.
Some Norns appear to have a
rather low self-preservation instinct
and have little problem stepping off
a cliff. While it's not likely that a
Norn will die from this, it may
injure him and alter his health
status. The average life span of a
Norn is supposedly about 10 hours,
but they can, and do, die in any
number of ways much earlier in life.
Certainly the most frustrating
way in which this happens is from
starvation. While most Norns learn
to feed themselves at a very young
age, approximately half of my
initial babies never learned to eat.
To make matters worse, because of
their increased brain capacity,
CREATURES 2's Norns have
improved speaking skills. They also
now understand concepts, and
have an increased variety of facial
expressions. So imagine, if you will,
your beloved Norn looking right at
you with its big, sad eyes and
turned-down mouth and saying
“Emmie extrmly hngry. Get
Mamma,” all the while dying next
to a big piece of cheese. | thought
about naming all my Norns after
ex-boyfriends to prevent becoming
too attached, but eventually | just

ended up exporting them from the
program while | learned how to
help them.

Obviously, | was relieved to
learn that | was not a terrible
parent. Cyberlife apparently had so
many complaints about stupid
Norns that the company created
new eggs that could be down-
loaded from the Web. Since | was
losing about half of my water-
happy Norns to the lake, | also
downloaded electric fences for the
periphery of all the water in Albia. |
named my first new and improved
Nomn "Hope,” on the off chance
that her fates may be quided by
her name. Alas, she was dead in
just 20 minutes.

Hope in the End

Eventually, | did get several
seemingly healthy Norns out of the
new batch. The “natural birth” sec-
ond generation of Norns possessed
greater survival and communication
skills, and started living longer and
healthier lives, Several generations
later | had very few starving, sleepy,
or bored Norns. But | wonder how
many people will have the patience
to watch generation after genera-
tion of cute little Norns die before
achieving a species with the basic
capability to survive?

At a point, CREATURES 2 does
evolve into a game that's a richer,
more challenging, more living ver-
sion of the original. But the Norn
graveyard will be so littered with
corpses by then that many adult
gamers will have given up in frus-
tration—and young children play-
ing the game will probably need
counseling after the experience.

Get past that point, though, and
you'll find that the new, larger
Albia does make for a more inter-
esting place to raise Norns.
CREATURES 2's 16-bit color graph-
ics are gorgeous. Exotic plants and
animals abound and change with
the seasons. Just be careful—the
way to Eden is not as safe as it
may seem at first. (A0

When not mourning her lost
Norns, Dawn Jepsen'’s heen spend-
ing her spare time gamelocked on
an emulated version of MILLIPEDE.
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New “Niagara Strength” Adult Diapers provide the ultimate
in adult protection -- for those times when you just can’t hold it in! l
This product has been found to be a helpful aid in the playing of the CD-ROM game YOU DONT KNOW JACK® ‘ H | “ "
I
AU

Yes folks, now you can laugh all you want. The patented self-activaled Liqul-Guard™ system absorbs the unsightly mess, |
helding it comiortaiy away from your skin. And now, with our new triple-action heavy-duty reservoir receptacle, you'll stay |
00000 1078520 2

dry up 10 6 games of YOKJ longer than with the othar leading brand. Actual results may vary. Do nol use in conjunction
with fancy uphelstery. Use only as directed. By the way, if you're reading this you have way too much time cn your hands, ©
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A game this funny requires
a certain degree of preparation.

Prepare to laugh hard. Really hard. The latest YOU DON'T KNOW JACK®
mixes high culture with pop culture in a fast-paced, trouser-drenching
CD-ROM game. It's JACK like never before. So be prepared to lose it.
But be warned: appropriate attire is recommended.

The irreverent quiz show party game.
BERKELEY | Do) SIERRA

EY S TEMTS attractions
Go to #200 @ www.computergaming.com/infolink

screen graphics and packaging 21998 Berkeley Sy In. The Berkeley Sysiems Iogo is a registered trademark of Berkeley Systems, Inc. Al text and sound Eeliyvision Inc. YOU DON'T KNOW JACK
and the Jellyvisian logo are registered trademarks of Jellyvision, Inc. ©1898 Sierra Online Inc.& andior T designated trademarks are licensed to Sierra On-Line, Bellevue, WA 98007,
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STRATEGY e CHEATS ¢ WALKTHROUGHS

Rainbow Six

How to Make Terrorists Check Out in Body Bags

by Robin Kim
kay, rookies: Listen up.
In the brutally unforgiv-
ing arena of counter-
terrorist operations,
there are no small mis-
takes. With the lives of
innocent hostages and
the members of your
team hanging in the balance, every
move must be executed with fore-
thought and precision. To help you
new recruits rise to the challenge
in RAINBOW SIX, we will run
through some of the fundamental
skills and tactics you must master
to succeed in both campaign mis-
sions and multiplayer battles,

Fire and Movement

Each of you has already been
trained to maintain maximum con-
trol over your weapon as you move
so that you can bring it to bear
quickly and accurately on targets of
opportunity. Nonetheless, there are
many ways you can improve your
hit percentages in various situa-
tions. For example, when sniping
from afar, kneel down to improve
your aim. And when using an M-16
or CAR-15, always fire short, one-
to three-round bursts. The accuracy
of these powerful weapons deterio-
rates so rapidly on full automatic
(see "Gun Control” sidebar) that
longer bursts are a waste of
ammunition unless the target is at
point-blank range.

How you move also influences
the effectiveness of your fire.
Stopping, starting, and changing
speeds will all temporarily upset
your aim. Accuracy daes return if
you continue the movernent
(though the larger and heavier the

See the Review

DECEMBER ISSUE » 3.5 STARS

FIELDS OF FIRE By freezing team members in place using the Hold command,
then moving team leaders to different positions, you can set up multiple fields

of fire prior to entering a room.

weapon, the longer it takes to
recover). Consequently, when ene-
mies may be present, it pays to
glide smoothly out from behind
cover—allowing time for your aim
to settle before you.reveal your-
self—rather than proceed a single

SENSOR GRID If you position subordinates hold-
ing heartheat monitors at strategic locations,
you'll get up-to-the-minute information on all
enemy locations in a building under siege.

COMPUTER GAMING WORLD ¢ JANUARY 1999

step at a time. If you happen 1o
know an enemy is around the cor-
ner, one extremely effective tech-
nique is to slice the pie (see “Slicing
the Pie" sidebar) in one continuous
motion—aopening up with a burst
of automatic weapons fire just
before the
target comes
into view,
then walking
the reticle
onto the tar-
get. Only the
Heckler &
Koch
MP5SD5
suppressed
submachine
gun is con-
trollable
enough to
do this, how-
ever, which

gives it a huge
advantage over
assault rifles dur-
ing close-range
combat.

Avoid running
forward or back-
ward when hos-
tiles are liable to
pop up. It takes
a long time to
stop and steady
your aim before
you can effec-
tively return fire.
Running side-
ways does not
have this disad-
vantage, allow-
ing you to shoot
your target while
making at least
some attempt to
evade return fire.
This can be
effective in mul-
tiplayer combat, but note that Al-
controlled Tangos (terrorists) are
undeterred by such fancy footwork:
They will still gun you down if you
don’t shoot them first.

Against unarmored targets (or
when using a CAR-15 or M-16,
whose 5.56mm rounds can pene-
trate any armor), always aim for
the target’s center of mass to maxi-
mize the chance of a hit. With light
weapons against armored foes,
head shots are preferred.

Occasionally, you will be fortu-
nate enough to spot the arm or
legs of a partially obscured target
unaware of your presence. Go
ahead and take the shot; damage
to those areas can bring down
even the besl-protected adversary.
Make sure you fire off a good long
burst, since it usually takes several
hits to finish the job. Remember
that your goal s to incapacitate,



Firearms in RAINBOW SIX are
madeled with far greater realism |2
than in any previous first-person
shooter. Take a peek inside the
 textfiles that define their characteristics, and you'll get useful insights into both the sub-
ety of the simulation and the practical pros and cons of each weapon, The files are
notjustto i the Rainbow Six\DataKit folder: each has a pw or sw prefix. - effect
wound, Your sidearm generally will | The key attributes of each gun are: ammo type, magazine size, rate of fire,  lasts only for a moment, shooting
not get much use, but don't forget " sniper mode magnification, accuracy, accuracy change with each round  accuracy takes seconds to recover.
that it's there. If you're caught with an " fired, and reticle time constant multiplier. Though most attributes are Finish off your stunned opponent from
empty clip in the middle of a firefight, " self-explanatory, the last two deserve special attention, as far away as possible to minimize your
you can draw your pistol in a third of the Accuracy change applies mostly to fully automatic weapons: - chances of getting hit by a lucky return
time it takes to reload your primary weapon. It determines how much the reticle size (probable impact  <hor. |f you see a flashbang tossed toward
The two seconds you save can be decisive. area) grows with each shot in a burst. The larger the you, start running immediately. Your hope is
When stealth is not mandatory, keep in mind numbey, the more quickly you lose control when * at this will spoil your assailant’s aim, let you
that silenced pistols are considerably less accurate  ¥ou hold down the trigger. As a graphic SKAMPIE, 1y 1o safety before he or she can react, and/or
than their noisier counterparts, compare the two images above—each of bring you so close that your shots can't miss even if
which depicts the effects of an entire clip you're stunned,
Sound and Fury he‘_"-g ile sn.toulhly m""'“g_the To make the most of your limited supply of grenades
aim point from left to right. Note: ; i :
and flashbangs and to avoid surprises in general, bring
that the pattern of bullet holes : e B
along heartbeat monitors on any mission that doesn’t

. . . ? } ' made by the M-16 shows how : ST 7 )
tools for dealing with hostiles hidden behind cover. In ~ n::ty recoil effects wifl  2ready provide real-time intelligence on terrorist locations
from external sources. If you don’t want to carry a monitor

RAINBOW SIX Version 1.02A, each has an effect r_adius of eight reduce your accuracy erna
meters, except where blocked by walls. When using them to almost nil after  YOUrself, give it to one of your teammates for use when the

indoors, try to bank grenades off doors or walls so that they only a handful  Advance rules of engagement are in effect.
bounce safely out of your line of sight before exploding. Just be of rounds. Heartbeat monitors are also invaluable for multiplayer combat
certain you have a clear opening through which to throw first—hay- Cantrast in urban seltings. With a large team, assigning one person to scan
ing your grenade stopped by a doorjamb <o it lands at your feet can this  ahead for hostiles can be a great force multiplier. Because any con-
ruin your whole day. Assuming all goes well, listen for grunts from the tacts the scanner detects also show up on all other team members’
other side of the wall after the boom. If you don't hear any, then either Maps, your teammates can concentrate on fighting known enemy posi-
the room was empty or the occupants were out of range. tions rather than wasting time clearing every space they cross into in
A fragmentation grenade is usually lethal all by itself, For flash- with . fear of hidden threats. Even if you are on your own, a heartbeat
bangs, ready a weapon immediately after the throw and charge in the very . monitor lets you set up devastating ambushes and avoid the
if you hear any grunts, In version 1,00, the amount of time the tight pattern of . same, This is particularly true against misguided opponents
victims remain stunned depends on their state of alertness bullet holes made by . who choose not to carry monitors, Despite the heartbeat
and can be as short as a half a second. Version 1.02A ( the much more manage-\, monitor's utility, it can't see into different stories. So be
extends this to three seconds regardless of initial alert- able MPSSDS submachine gun. extra careful around staircases and ladders,
ness—plenty of time to finish them off. Even if the The other attribute—reticle time
enemy is too far away to be stunned by the blast, constant multiplier—determines the speed \, B, mbs and Ba ggage
it can still serve as a useful diversion. As the mﬂﬂ'::;:i:;a;:::d:gea‘h;i'xif’:::pﬁ Z’ t§ Aside from heartbeat monitors, the other
enemy turns toward the sound to see whatis e . . tools that the eggheads in R&D have put in
going on, you have a chance to move in aim. Handguns ae best here, wih the M-16 and the hictyy the inventorygcgan generally be dispensed

; ; having the slowest settling reticles. Y 3 0
quickly and take them from the side. Consider these factors carefully when selecting lyour \aramén with. The extensive training each of
Flashbangs are not commonly

) ol ich Assault rifles are unmatched for long-range, single-shot sniping, _and'm'ey'pa_c'k.  You has received enables ary tea.m
used in multiplayer games, whic awallop. But in a close-quarters battle when you don't have much time to aim, the », ™ember to perform any lock pick-

lets you catch many opponents oo control that lighter weapons give you can make all the difference. ing, electronics, or demolition
off guard. While the blinding task successfully without

Although somewhat tricky to use, fragmentation
grenades and flashbangs (stun grenades) are valuable

COMPUTER GAMING WORLD » JANUARY 1999 4




I RAINBOW SIX
3
3

Slicing the Pie

ntering rooms and
rounding corners
requires great caution
since these are the
most common pre-
ludes to confronta-

Against an alert enemy, the only
safe way to do this is with a tech-
nique called “slicing the pie.”

The idea Is to sidestep, bringing
successive wedge-shaped sections
(hence the name) of the room or
space beyond a corner into view.
By methodically scanning a room
from one side to the other in this
manner, you can be sure that any

€9 Start out to the left of the door PP

tions with armed foes.

special kits—it simply takes a
bit longer. Anyone with high
skill levels in those areas will
usually get the job done fast
enough anyway.

Door-breaching charges
can sometimes be handy for
killing or stunning threats on
the other side of a locked door.

enemy present will not be able to
see you hefore you see him.
Keeping your aim point right at
the edge of your cover allows
you to react quickly if a threat is
eventually spotted. Compare this
to just waltzing straight

into a room and having

to instantly scan about

180 degrees of space for However, either picking the lock
gunmen—a surefire and lobbing in a grenade or simply
recipe for disaster. blowing up the door with a

It is usually best to do grenade in the first place can be
this in one smooth equally effective, As an aside, locked
motion. Starting from a doors can also be shot open by any
stop upsets the accuracy weapon—not just a shotgun as the

of your aim when you

need it most. On the

other hand, you can

sometimes reveal justa

part of your opponent's

body, like his arm, allowing you
to attack from concealment.
Which method is best depends
on how far you and your target
are from the opening. The far-
ther each Is, the better the step-
by-step method hecomes.

manual implies. A shotgun will sim-
ply do it the fastest with a mere
three blasts (as opposed to 10 blasts
for 5.56mm ammo, 12 for .45 cal-
iber, and 30 for 9mm).

We could go on about other strat-
eqy apects of RAINBOW SIX, such as
the pros and cons of keeping multi-
ple teams close together for mutual
support versus splitting them up for
multipronged attacks, but we have
run out of time. Use what you have
learned today, keep your reflexes
sharp, and bring those hostages and
yourself back in one piece.
Dismissed, (27

CHECKPOINTS Assigning Go codes just short of natural
stopping points, such as doorways and corners, allows flex-
ible control of a team's rate of advance. Controlling multi-
ple teams is easiest if you use a unique Go code for all ofa
particular team’s checkpoints (e.g., Go code ALPHA for all of
Blue Team's stops). If you want multiple teams to move out
at once, you issue all appropriate Go codes simultaneously.

{ i 7o =
2 Sidestep right while rotating left

Kee

g =

(/ o Once the enemy is uncovered, your targeting reticle is already on
him, so you simply need to pull the trigger to take him down

éﬁi COMPUTER GAMING WORLD = JANUARY 1939
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The tower you designed at Waikiki is the ultimate tourist magnet. $3888-a-
night hotel suites.Duty free shopping. Korean BBQ restaurants. You're
packing them in. Unfortunately, the same could be said for your only
elevator. You betler spend the dough to build more or the taurists will go to
Miami and you'll be taking the express car ta bankruplcy. wwuw.yootpe.cam
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Scorpia's Mail

CGW s Resident Adventure Expert Returns From Remodeling Her Dungeon

ell, it's been quite
a while since we
were last here in
the mail room.
Then again, there
haven't been that
many games this
year, and so far,
the autumn isn't shaping up too
well in the new products depart-
ment, either. The way things are
looking, if all those promised
adventures show up, they're all
gonna hit at around the same
time—namely late October to
mid-November. In the meantime,
here are some hints for games
that some of you are still strug-
gling with.

BLACK DAHLIA

This game, with its multitude of
manipulation puzzles, has annoyed
a lot of peaple. Many of those puz-
zles, however, can be bypassed by
using cheat codes (bet you didn't
know about that, eh?). Here are
three to get you past some of the
more irritating ones. For the Raven
Room invitation seal: ringcling. For
the folding invitation card: triangle.
And, for the runestone (possibly

Might & Magic VI

the most difficult of all): gemstone.
Simply type in the word while you
have a close-up of the puzzle.
Using the codes has no other effect
on gameplay—unless you count
the number of gray hairs and
ulcers you miss thereby.

TEX MURPHY: OVERSEER

On your second visit to the
Law & Order offices, you get to
play around in the Reception
Hall, as long as you're not
caught by the video camera. So,
you need to block the camera,
What you need is something that
looks like the room. A lot like it
(you'll want to read up on this).
And, of course, a handy little
item nearby to, ah, heighten the
effect, as it were,

STARSHIP TITANIC

Not a vessel I'd like to take a
trip on, bul sometimes you don’t
have a choice. Anyway, there's an
important item in the broken
light in the parrot's room; per-
haps you've already noticed it
yourself. To get it, you have to be
truly hosed as well as Busted.
And while we're speaking of par-
rots, getting his perch is
no easy matter. You
have to hold the goodie

BATTLESPIRE

or those hardy souls still playing this one, here's a handy tip.
F Occasionally, it's possible to repair worn-down items. Here and

there around the Spire are restoration chests (empty, of course,
when you find them). Putting =" =
an item into one of the chests

| restores it to full durability. A

chest can be used only once,
but you can carry it with you
until it's needed. Many thanks

to Ulises Victoria of Mexico for 8

passing this one along. <

CURSE OF VIONKEY ISLAND

uybrush has his hands full trying to scare up a crew for his

| G ship (kinda reminds me of the original game, heh). One of

these jolly sailors is Haggis McMutton, He's the brawny

type, and there's no way our boy can beat him at caber tossing.

Well, not unless one cheats a hit. Something lightweight in trees
would do the
job—if you
could just get it
into the pile.
This is a rum
situation, and a
little fireworks
could be help-
ful here—
especially if
you cut to the
heart of the

to the extreme left matter first.
(almost, but not quite, R e

off the screen) and be
ready to grab al the
right moment. Timing is
important here, but so

here is a little (ahem) undocu-
mented feature you can make use
of if you need money. Note that this
works only in the original, unpatched

F rom our Dirty Tricks department,

ZORK: GRAND
INQUISITOR
Having a good time poking

though; we need you alive to
save the world. Until next time,
happy adventuring! (97

version of the game, and you'll have to
sweat for it. Specifically, after you have
found the treasure of the obelisks, the

chest always refills
with gold once you've
left the sector. So if
you drop a beacon
right there, you can
teleport back any time

you need a little cash.
Very handy for those
expensive training ses-
sions late in the game.

is keeping the yummy
as far away as possible.

@ COMPUTER GAMING WORLD = JANUARY 1999

around GUE Tech? No? Maybe
those lockers, or at least one of
them, is giving you a little trou-
ble. The one that has no button
on the vending machine, for
instance. Violent tactics are
required here; you'll need to use
the rock and roll (or maybe that
should be blow) method. Well
fizzed (cup not required), the
stuff will do the job when it's
popped into the right place. Don’t
hang around in the vicinity,

Visit Scorpia
WWW.SCOTpia.com
scorpia@scorpia.com
Thursdays, 9:30
p.m. EST (port: 6667; server:
scorpia.com).
Scorpia,
P.0. Box 338, Gracie Station,
New York, NY 10028.

(Enclose a sell-addressed, stamped
envelope if you live in the U.S.)
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‘GANGSTERS' Wanna be a
gangster in tha 1920's?
Gontrol an organization
dealing in extortion, illegal
liquor, prostitution, vio-
lence, Intimidation, gam-
bling, pang  warfare,
' biribery of officials, perma-
| nent elimination of individ-
| vals and a host of money-
making aclivities. Maintain,
| @ decent and honest repu-
tation on the surface by
| supporting pood causes,
| helping the police and run-
Inim;; legitimate business-
| es. Balance these two per-
sonas 10 gain influence
and control over the city,

Eidos lSIrateux)

Release: 11/9

|PCCD

[*FIGHTER SOUADRON:
SCREAMIN' DEMONS OVER |

EURDPE' Ground-breaking simu-
lator gngine based on the most
accurale inertia, gravity, & lorce
calculations to date. Each of the
nine planes flies just like its real-
warld counterpart, and contains
30 unique scenarios. Planes lake
damage on a per-polygon hasis,
which realistically and adversely
atfects handling

Aclivision (Simulation
Release: 11/98

PC CD

‘LINKS LS 1999' Features Arnold
Palmer & others at 5t Andrews
Links Old Course, a new lourna:
| ment environmenl, 30 objects,
imernet voice chal, and over 25

CHIPS &BITSINC.

POB 234 DEPT 11085

ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

COMPUTER GAMES: SIMULATION

Tone Feorase  Pret T Riteast Pk Tin Frueese  Pre T Rist Peict
1943 Euro Air War T0/98 $45.99  Fromt Line Fighters 08/98 $39.99  Meed tor Speed 3 G998 §4299  Super Touring Cars 12/08 $4199
30 Maval Battles 0109 $4099  Grand Prix Legends 10/98 53999  Mewman Haas Racing  10/98 $39.99  Superblke World Champ 1008 $39.99
30 Railroad Mastor 1098 $4999  Independence War 09/gs 54499 Panzer Commandar 05/98 529.99  Test Drive 5 11/98 837.99
Anarchy 1198 $41.89  Jet Fighter Full Burn 07eE 51999 Phantom Ace 01/38 54899  Test Drive O Ao 2 1098 $37.99
hpache Havoc 1108 §39.89  Jhaoy Hibrt GP Champ 10096 $2990  Powerslidy 11/98 §31.99  Tie Fighters W/ Aefmee 10/88 332.99
Ares Rising 0903 2899  Lultwalfe Commander  11/98 $49.98  Pro Pilol USA 10/ 51999  TOGA Racing 09eE 53799
Comancha Gold 0508 $2599 MY Tank Platoon 2 0498 $2089  Prof Sportscar Racing 01799 54299 Top Gun 2 Homets Hest 11788 52693
Cyberstrika 2 11/98 54289  Man ot War2 1128 83805 Recol 11/98 53999  Train Dispatcher 2 Dame 3889
Dawn of Aces 11/98 54459 Mg AN 0189 23800  Fed Baron 30 10/08 $4499  Trans-Am Racing 68-72 0199 $4299
F1 Bacing Sim 0498 52993  Monaco Grand Prix Rop 2 0298 34399 Red Line Racer 0298 £43.89  UmraFighters 12198 $37.99
F-15 0383 $3899  Monster Truck Madnss 2 07/98 54683  Rush 2 11798 $4399 V-Rally 12/93 54499
F-16 Agressor 10/98 $4299  Moto Racer GP 2 1195 54299 SGP 02/89 S39.99  WAP Israel Air Fre 03083 £4489
F-22 ADF Red SeaOps 0998 51598 Mutocross Madness 0898 54499  Scrnn Demons Europe  11/88 54599 Warbirds 30 11/98 54489
F22 Total Alr War 11/98 $38.98  Matorhead 11/98 §44.99  Siewra Pro Pilol 99 D/g9 54499 Wing Commmir Prpcy Gl 10498 33793
Faicon 4.0 12/98 85280 1S CombatFlight Sim  11/98 S4898  Shies 0993 $4290 W || Fighters 11/98 34493
Fatcon 4.0 Mi 29 1208 53089  MSFight Sim Triple Pk 0898 51690 Spearhead 0998 $3799  Xenocracy Da/se $39.99
Flight Unlimited 3 1188 54599 M5 FS 96 Aif Force One 00/58 82009 Spearhead Exp Pack 12/98 $2289  K-Wing Alliance 0289 $49.99
Fiying Gorps Gaold 0108 $18.99  MSFS 98 MegaScenery 1098 $30.09  Starsiege 1198 $45.09  X-Wing Collector's Srs  0G/38 $29.99
Farmuta 1 CE OR/ME 54099  Nations Fighter Command 02/99 $35.99  Super Horner 2000 11788 $46.98  X-Wnp v Tie W Blnc Pwr 1096 539.99

’_ COMPUTER GAMES: HARDWARE

Controflers GH Racng Whi W Pedal 1097 $79.89  POPI L4 Dip Game Gard 0898 $79.99 Sound Cards
CH EXL 500 Racing Sot 09/98 '$5299  CH Vinual Pilot Pro 1294 57499 Satek Cyborg 3D Jstk  09/98 $5299  Diamond Monster MX200 06/98 $139.99
CH F18 Fignterstick 11/96 $6499  Gravis PC GPad Pro USB 10/98 52999  Saitek Cyborg aDPad 0388 53899  Sound Dlaster LIVE 0A/58 817,50
CH Fore FX 12005 $9500  Gravis Xlesminator GPad D7/95 $4399  Saitek A4 Frc FdbkW1  10/985169.99  Tunt Beach Mantegn AJDX0G/%8 589.99
CH Gamestick 30 Jystek 0093 $4589  Jogswilch 0994 53699  Sanek X-36 Cont Sys 05/98 5107.99 Video Cards
CH Gamestick 3D USH 1098 $4590  Logich WingMan Ferce 1098 £0499  Space Orb 360 10/95 $42.99  ATI Rage Fury 32MB 10798 5279.99
CH Jane's Combi Stek  07/87 S68.89  Ltech WM Form Frc Whi 11/885169.89  TM F22 Pro 10/96512053  Canopus Spectra 2500 10798 $169.99
CH Joystick Swichbox 1187 $23.89 WS SideWinder FF Whi 10MAS169.90  TM Frag Master 10/98 $65.89  Diamond Viper V550 PCI 01/92518099
GH Pro Pedals 12/04 57099 WS SideWindr PPad USB 09/98 56599  TM Fusion Game Card 0038 §19.89  Dmd Mnstr Fusion AGP16 10498 §149.99
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™ worth the
expense,
Once you
have
enough
artillery and
air defense,
it's lime
to invest
in some
choppers.
The
replacement
rules now

Code
Mpclip

Mpkfa

Cla

ang-range guns can also
Lprouide counter-battery fire,

allowing you to start your turn
with the other side’s artillery already
weakened.
Since enemy helicopters are a nasty
business, devote some resources to
your own air defense and SAM units.
Mabile air-defense units are crucial
to victory on hoth sides, and are well

THE OPERATIONAL ART OF WAR

roads: Move your task force next to the
road and let it sit there. This is especially
useful in the Sicily, D-Day, and Korea scenarios,
Massed artillery bombardment can do the
work of a conventional attack if you don't have

S hips can impede movement along coastal
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critical that you destroy rather than
just damage enemy units, It's gener-
ally a good idea to hold one or two
units in reserve during your turn to
mop up badly hurt—but not entirely
dead—enemies that will otherwise
appear next turn at full strength.
Tanks and helicopters are most
useful in this regard.

make it

CR

luck—

you'll need it!

The Grendel
is back with a
new look;
beware if your
Norns try to
befriend him,
because he
carries disease.
—Dawn
Jepsen

—Tim Carter

the necessary offen-
sive troops. For
instance, the Italian artillery at Tobruk can batter
the British garrison during the Crusader scenario,
even though the accompanying infantry probably
isn't up to storming the fortress outright.
Similarly, artillery and carpet bombing by
v B-29 hombers can damage the North
Koreans stacked up around the Pusan
perimeter in-Korea until the Americans
can counterattack with ground forces.

A skillful delaying retreat, necessary
in many scenarios, requires careful use
of mobile troops. Sometimes you may
need to dig In and fight for dear life,
but more often.you only need to slow
the enemy, either to beat a deadline or
to wait for reinforcements, When delay-
ing. leave your troops in mobile mode

Mpgod

Mptears

To access the cheats:
1) Press t (or the button you have assigned for messages)
2) Type one of the codes listed below
3) Hit the Enter key

Result

You fly and pass through walls
Makes you invincible

Gives all weapons and full ammo
Gives you unlimited ammao

—Terry Coleman

he Science Kit includes various elixirs that you can inject into
I unhealthy Norns in an attempt to prolong their lives. Good

and don't dig in. Your defenders should have as
many spare movement points as possible and
should remain in minimize-casualties mode. You
can compensate for the lack of fortifications by
locating units on rough terrain or in urban areas.
Staying mobile allows your troops to retreat
without taking too much damage. If you're
worried about engagement, try to plan ahead to
have a clear retreat path for your units. If you
can, leave a second defending unit behind, thus
ensuring a path and also providing support so
that if the attackers follow up and hit the now
retreated unit, your second defender can take
the brunt of the attack. Against a human oppo-
nentwho's In a rush or suffering from bad
reconnaissance, use this technique to give the
attacking units a nasty surprise, —Tim Carter




Adventure/RPG w

FINAL FANTASY VII
Simulation/SpaceSim w

INDEPENDENCE WAR

Fun and
Games at the
Gold Saucer

elcome
Wto the &
famous

Gold Saucer, where adventurers come from all over
Sorpigal to race thoroughbred Chocobo. If you

breed a gold Chocobo and ride your steed to victory
in the S-class races, you will be rewarded with
Counter Attack materia. Each Counter Attack entitles
the wearer to—you guessed it—one potential
counterattack in normal combat. So, grabbing a
number of these instantly boosts the firapower of
your party. When you win enough races in the S-class,
you'll get a prize package that includes a pair of
Sprint Shoes, which grant automatic haste in battle.
And for our runners-up, there's always Rice-A-Roni,
the multidimensional retreat. (Yes, we're kidding; buy
your own vermicelli —Ed).

Worthy heroes should also prove their prowess in
the Battle Square, earning battle points to buy Speed
Plus and Pre-Emptive materia, Cloud's Omnislash
manual, and W-Summon (which allows a character to
cast two summon spells per turn). Once you have
purchased Omnislash and W-Summon and have killed
the Ultimate Weapon, have Cloud learn Omnislash, and
equip him with his ultimate weapon and W-Summon.
Then enter the Battle Square for a special series of
battles. If you win, your prize is the Final Attack mate-
ria that lets you cast a connected spell before dying:
Attach it to Phoenix or Revive.

When you're fighting in the Battle Square, be sure
that you have Big Guard, White Wind, and some attack
spells; spell effects will carry over from battle to
battle. A Ribbon is very helpful in protecting you
against most status effects, and you should cast Big
Guard fairly early on, then cast Regen when you
become worried about hit points.

Other useful materia to equip are Restore, Counter
Attack, HP Absorb, and MP Absorb attached to
Deathblow or other materia. Steal Mime, HP Plus, MP
Plus, and Speed Plus are also helpful if they fit with
your fighting style. Remember that all ill effects from
fighting in the Battle Square (including death) last only
while you're in the arena. —Petra Schiunk

re you
A finding
that the

more realistic
physics of
INDEPENDENCE
WAR are cramp-
ing your spacefar-
ing style? During
flight, enter cheat
mode by typing
darkgoat, then
type in one of the
codes below. As

Code Result

Dock with any vessel Left-shift + k
Explode targeted ship Left-shift + 0 (zero)
Force next mission event Left-shift + s

always, you
Freeze target Left-shift + ; should make sure
Invulnerability Left-shift + i to back up your
Jump to lagrange point Left-shift + save-game files
Jump to target Left-shift + 8 before you try

Left-shift + 9
Left-shift + a
Left-shift + backspace
Left-shift + w

Match target’s velocity
Superspeed

View previous movie
Win the mission

using any cheats.
—Terry Coleman

he two patches to
TSS{'S PANZER
COMMANDER have
given us more accurate
vehicle modeling, better
pathfinding, more aggres-
sive Al combat, and even
two new vehicles. The most
significant change, how-
ever; is in how the game
| system deals with gunnery.
Ny You can now toggle the Al
gunner and the illuminated reticule, which lets you use the Mark | eyeball to
spot a target Instead of relying on a glowing beacon. What used to be an
intimidating 102-percent difficulty shot thus becomes a manageable 76 percent.

Gameplay is improved, because you have to scan the field more carefully
and pop out of the cupola more often than in PANZER COMMANDER 1,0, The
restricted width of the magnified gunner’s position (the F7 key) and the time
used to adjust for range makes the previously little-used F5 position, with its
broader field of vision, Invaluable. Even when firing the coaxial machine gun,
you cannow find the range much more quickly than before.

The greater aggressiveness of the computer opponent means that Al tanks
apen up:at longer range, and this, combined with enemy vehicles that sport
improved armor, means that your fire discipline becomes more important.
Banging away at a target when you first spot it will merely exhaust your
limited ammunition. Learn to use cover to close to an effective range, and
maneuver for a shot at a vulnerable enemy point. In short, the 1.2 patch adds
a lot to an already good game, and | heartily recommend it. —/im Cobb
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Hi-Tech

Jobs

on the
web
N

L]
www.dice.com

Try the largest online job service for high
tech professionals! Point vour browser to
www.dice.com for FREE access (o
thousands of IT jobs. DICE has contract and
fulltime job listings for Programmers,
Software Engineers and much more!
Use DICE - it workhs!

The Lightning 4 features VStick: The Ultimate Virtual Joystick
which means you never need to plug or unplug your game
controller devices. They're all active with up to 32 individual buttons
available. With VStick you can assign any button a Keystroke

From the world’s leading maker of radio control model airplanes

() Incredibly accurate flight —
planes respond just like real R/C models.

) Awesome 3D backgrounds —
with photo-realistic flying sites.

() Stereo soundtrack — includes engine noise,
crash effects & music.

Visit: www.rc-pilot.com for more information and a listing of dealers.

GO TO #199 @ www.computergaming.com/infolink

Too many Controller§? Not enough ports?

WA\

; ._.Sf \

om www,.pdpi.net

GO TO #050 @ www.computergaming.com /infolink



HALL OF FAME

WEeLCcOME TO THE COOPERSTOWN OF COMPUTER (GAMES. Games that broke
the records, established the benchmarks, and held gamers in delighted trances for hours untold.

Alone in the Darl (I-Motion, 1992)
Lovecraftian horror qoes 3D, with shifting camera angles
adding to the creepy atmosphere.

The Bard's Tale (EA, 1985)
Pioneered three-point animation, 30 color mazes,
and auto-mapping.

Battle Chess (Interplay, 1988)
The Franklin Mint of computer chess games, with violent
and funny animation disquising a solid chess engine.

Betrayal at Krondor (Dynamix, 1993)
As rich and imaginative as Raymond Feist's world itself.

Chessmaster (Software Toolworks, 1986)
The Cadillac of castling, it gets better with each version.

Command & Conquer (VirginWestwood Studios,
1995) Moved beyond Dute IT with innovative features
and multiplayer play, ushering in the current real-time
strateqy game explosion,

Day of the Tentacle (Lucasérts, 1993)
Offbeat sequel to Matac Mansion; the interactive
equivalent of a classic Chuck Jones cartoon.

DOOM (id Software, 1993)
Revolutionized PC action games and network gaming;
now surpassed in technalogy, but not in gameplay.

Dungeon Master (FIL Software, 1987)
Trend-setting graphics, digitized stereo, and great hack-
and-slash from a decade ago.

Earl Weaver Baseball (E4, 1986)

Revolutionary physics-based baseball game pleased both
action and statistics fans; still unsurpassed more than a
decade later.

Empire (Interstel, 1978)

WWIl in space, this mainframe transplant brought
elegant mechanics, depth, and unending replayability to
the PC.

F-19 Stealth Fighter (MicroProse, 1988)
A “thinking man's” sim, with great missions, in which
sneaking around is as fun as dogfighting,

Falcon 3.0 (Spectrum HoloByte, 1991)
Tough, detailed jet sim with ambitious Al, graphics, and
connectivity to match its realism.

Front Page Sports Faotball Pro (Dynamix, 1993)
Physics-based system, good Al, and unmatched career
play make this the ultimate in pigskin play.

Gettysburg: The Turning Point (551, 1986)
First variable order of battle changed the look of all
American Civil War games on the PC,

Gunship (MicioProse, 1986)
Greal character continuity, R&R for fatigued pilots, and
even sick leave; best chopper fare until Jane's Longaow.

Harpoon (360 Pacific, 1989)
In-depth modem naval battles in realtime, based on the
woild's Cold War fears.

Kampfgruppe (551, 1985)
Its WWII East Front armor battles were a success on
multiple platforms.
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King's Quest V (Sierra On-Line, 1990)
Redefined the graphic adventure with new parser and
VGA graphics.

Lemmings (Psygnosis, 1991)
The lovable cartoon Lilliputians were hits on every
platform.

Links 386 Pro (Access Software, 1992)
Topped the leader board in graphics and realism for its era.

M-1 Tank Platoon (MicroProse, 1989)
Realistic sim that properly focused on armored formations
rather than on single vehicles; good mission designs.

Master of Magic (MicroProse, 1994)
The atmosphere of Magic: Tue GameaiG with the
sophistication of Civ.

Master of Orion (MicioProse, 1993)
Remarkable diplomatic Al; deep and varied technalogy
tree; aliens required radically different playing styles.

Mech Brigade (51, 1985)
Improved Kauprcauree system for modern armored
battles.

MechWarrior 2 (Activision, 1995)

A serious treatment of Mech design and resource
management, combined with complex and addictive
hattles; legitimized “giant robot simulations.”

Might & Magic (New World Computing, 1986)
First-person, maze-hased RPG with huge environment
and tough combat.

M.U.L.E. (EA, 1983)

A landmark multiplayer strategy game that had no
weapons of destruction, just cutthroat competition that
matle economics fun.

Panzer General (55, 1994)

Entertaining wargame with an elegant interface, great
campaigns, strong Al, goad graphics, and impressive
sound.

Red Baron (Dynamix, 1990)
WWI air combat with ?real graphics, incredible realism,
and a versatile replay feature.

The Secret of Monkey Island (LucasArts, 1990)
Cormedy that set new standards in writing quality and
social sensitivity.

sid Meier's Civilization (MicroProse, 1991)
CGWSs #1-rated game of all time; indescribably addictive
waorld-conquest/exploration game.

Sid Meier's Pirates (MicioProse, 1987)
Combines pirate adventure, action, RPG, and strategy to
make the most successful hybrid of all time,

Sid Meier's Railroad Tgcoorl (MicroProse, 1950)
SiaCiry meets 1830, with rebber barons for emphasis.

SimCity (Maxis, 1987)
Urban planning with fascinating consequences and
challenges; the first great software tay.

Starflight (EA, 1986)
Depth, great characters, and a good sci-fi storyline set
early RPG standard.

Their Finest Hour (LucasArts, 1989)
WWII sim with great campaigns, realism, and many
crew-member options.

TIE Fighter (LucasArts, 1994)
IMost satisfying Star Wars space-combat game to date;
lets you live on the dark side.

Ultima 111 (Origin Systems, 1983)
Coherency and surprising subitlety emphasized role-
playing and set the tone for later Urtinas.

Ultima 1V (Origin Systems, 1985)
Hi?h-concept RPG explored meaning of virtue and put the
rale in role-playing.

Ultima VI (Origin Systems, 1990)
RPG as morality play, replete with moral choices and
realistic environs.

Ultima Underworld (Origin Systems, 1992)

The first truly 30 RPG, and still the most convincing; its
dungeon walls are nicely “painted” with texture-mapped
graphics.

War in Russia (551, 1984)
More realistic than Easter Front, it captured the essence
of the largest land campaign in history.

WarCraft Il (Blizzard, 1996)
More cerebral than most real-time strategy games, it
offered deceptive depth and personality to spare.

Wasteland (Interplay, 1986)
Derived from Mike Stackpole’s Mercenaries, Spies, and
Private Eyes, this is the definitive postapocalyptic RPG.

Wing Commander({]:iFin Systems, 1990)
A hot space-flight engine, unfolding story path, and
great characters,

Wing Commander I (Qrigin Systems, 1991)
Darker story, grittier feel, sound card advances, and
tougher Al made this a sequel of sequels.

Wing Commander Il (Origin Systems, 1994)
Surprisingly satisfying FIMV space-opera didn't lose the
essence of the space-combat game,

Wizardry (Sir-Tech Software, 1981)
Defined the computer RPG with maze-based viewpoint
and atmospheric spell names.

Wolfenstein 3-D (id Software, 1992)
Smooth-scrolling action blastfest cleverly updated the
original and put shareware back on the map.

X-COM (MicroProse, 1994)

Premier tactical squad-level engine combined with alien
tech research and pop culture for a sci-fi game nearly as
addictive as CviLzaTion,

You Don't Know Jack (Berkeley Systems, 1996)
Fresh and irreverent, Jack tumed trivia gaming on its
collective ear to become the first mainstream CD-ROM
with a gleeful gameplay bite.

Zorl (Infocom, 1981)

The progenitor of adventure games on the PC; its humar
and challenging puzzles seem timeless. The game has
since spawned a number of sequels, none of which has
equaled the original,

www.computergaming.com
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56k Modem

NFL GameDay ‘99
Links Extreme

Links LS 1999 Edition
Turok 2 PC
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Herelic |l

Quake Il: Extremities
AICS

Q Sound
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Jack: the Ride
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Planescape/Torment 142
Redneck Rampage 222
Virtwal Pool 2 363
Gamestorm 154
WingMan Force Joystick 313
Star Wars: Roque Squadron 89
Gun Metal 310311
SimCity 3000 337,339
Millennia 290-291
European Air War 355
Falcon 4.0 306-307
MechCommander 148-149
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CGW'S MONTHLY READERS' POLL

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined
with the results of pravious months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please
return it with your ratings so that other gamers and game publishers can benefit from your feedback.

TOP ADVENTURE GAMES
h COMPANY SCORE_RATING
_l____1_ Quake Il Activision 843 4. Curse of Monkey Island  lucasAits 830 5
2 =2 Ouake Pal:k 2: Dissolution _id Software/Rogue  8.47 5 ‘Sanitarium ASC Games ~ 785 45
_—t LucasArts 847 45 Blade Runner Westwood/Virgin__ 7.69 4.5
4 uake P: _id Software/Ritual 846 4.5 Twinsen's Odyssey Activision  7.67 5
5 5 Unreal GT Interactive 833 4 Zork Grand Inquisitor Activision 7.60  NR
6 Jedi I_(|_1| Jht: Mysteries/Sith Lucasa\ns 8.33 4 Last Express RedOb 741 45
_ 8.04 35 Realms of the Haunting __ Interplay  7.41 45
Eldo.. 789 4 ) Rama Sietra 738 45
8 Moto Racer EA T84 Circle of Bluod Virgin 7.37 4
10 10 Tomb Raider Il Eidos 1.12 4 Tex Murphy Overseer Access Software 7.20 3

TOP CLASSIC/PUZZLE GAMES s TOP SIMULATION/SPACE COMBAT
TS AT GANE S COMPANY COMPANY SCORE RATING
1 You Dnn‘t Know Jack 2 Berkeley Systems  8.22 4.5 EA T IS
_ Betkeley Systems  7.96 4 2 Oign 837 45
"3 4 Smart Games Challenge 2 Smart Games Inc_ 793 5 3 F15 EAOrgin B4 45
4 3 YouDon't Know Jack Movies Berkeley System 7.0 4.5 4 F22 ADF DD 178 45
_5__ 5 Worms 2 __MicroProse 1724 5 Fighters Anthology EA .71 35
6 7 You ontKnnw Ja:kT\F Berkeley Systems  7.65 2.5 6 MechWarrior 2: Mercenaries /ctivision 162 A5
7 8 YouDon't Know Jack Spor'ls Berkeley Systems 7.8 45 8 Flight Unlimited 2 Looking Glass 7.5 45
8 9 Power Chess i __Siema 741 NR 7 M1 Tank Platoon Il MicroProse 735 35
9 6 Shanghal Dynasty ~Activision 130 3 10 Flight Simulator 98 Microsoft 726 3.5
10 — Lose Your Marbles egasoft 662 45 —  X-Wing vs, TIE Fighter LucasArts 7.15. 35

TOP STRATEGY GAMES

11 1 ~ NHL 98 EA Spoits 4 1 1 Heroes II: Price of Loyalty  300/NewWarld 897 5
__2___3__!5_I_FA Road to World Cup 98 EA Sports 45 12 3 TA:Core Contingency Cavedog 884 45
'3 4 NBALive98  EASpors 45 3 2 StarCraft A, Blizzard 882 5
46 NASCARRacng2  Siera 5 4 4 Heroesl ___ 3DOMNewWord 857 5
5 ﬁ___lyz_lg_l'il_l_gl_daus‘i Accolade 5 5 5 RedAlert VirginWestwood 848 4.5
68 NBA Live 97 _EA Sports 045 6 G Total Annihilation GT Interactive 825 45
W AR mond Mind Basebail 7.0 Diamond Mind _ 35 77 RedAlert: Counterstrike  Vigin/Westwood 818 4
8 — Tripleplay98 _r_\",- ors 3 8 — StarCraft: Insurrection Dlizzard 803 35
9 — Jack N::k!aus 4 Accolade 3 9 8 Ageof Empires Microsoft 797 45
10 9 Tnpleplay 99 EA Sports 2.5 10 10 Civ II: Fantastic Worlds MicroProse 7.91 4
TOP ROLE-PLAYING GAMES TOP WARGAMES
Rsig] COMPANY SCORE RATING 3 3
t and Magic VI NewWorld Computng 8.85 4.5 1 1 Steel Panthers Il Camp. Disk 551
___________ Blizzard 853 45 12 — Operational Art of War TalonSoft _ _ 8.32 3
_Eidos 833 4 3 2 Panzer General Il 551 8.30 5
4 Interplay 832 45 4 — Great Battles of Caesar |- Magic __ 815 4
5 5 Hellﬂre = Sierra 7.89 1 5 3 Sid Meier's Gettysburg Firaxis T T
6 7 Shadnws Over Riva _ Sir-Tech 6.60 3 6 4 Steel Panthers Il SS1 8.00 45
7 __55_ __Izz_up_q; of Ill_:,[e__ll Westwood 6,16 NR 7 5 Battleground: Napoleon TalonSoft 7.85 45
8 9 Meridian 59 : 54135 8 7 Battleground: Antietam TalonSoft 111 5
9 10 Ultima Online 482 15 9 6 Battleground: Bull Run TalonSoft 175 4
10 Battlespire 1.53 ) 10 7 Tigers on the Prowl Il HPS 1.67 4
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Games on unnumbered lines are tied with game on line above. 7 = Top game of genre. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space

Combat, ST = Strategy, WG = Wergame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame.

THIS LAST GAME/
MO, MO. PUSLISHER

GAME
GENRE

POLL
SCORE RATING

cGw

THIS LAST GAME/
MO. MO. PUBLISHER

GAME
GENRE

FOLL
SCORE RA

CGW
TING

1 1 Heroes II: Price of Loyalty New World Computing 5T 89 5 51 54 Tomb Raider Il Eidos AC .1 4
2 2 Might am.i. .Magic VI New World Computing RP 885 45 55 Worms 2 MicroProse P .1 4
3 4 Total Annihilation: Core Contingency Cavedog ST 884 45 33 51 Fighters Anthology EA —y Wy 38
4 3 StarCraft dizrd 88 5 54 61 Blade Runner WeswoodNigh W76 45
5 5 NHL98 E.;\ Sp_nrli : P 8.6.11. . 4 55 47 Tigers on the me! 11 HPS WG 167 4
6 6 Heroes Il New World Computing Mj 857 5 59 Twinsen's Odyssey Activision AD 167 5
} 8 Diablo Blizzard ﬁP 853 45 57 50 Battlezone Activision AC 1.66 &
8 7 Quakell &c-livisiun AC 849 4.5 58 61 You Don't Know_J_ack TV Berkeley Systems cp 1.65 15
9 11 Red Alert Virgin'Westwood 5 248 45 59 49 MechCommander MicroProse ) ST 762 4
;9 Quake Pack 2: Dissolution id Software/Rogue ﬁ( 847 5 55 MechWarrior 2: Mercenaries Ativision St 762 45
11_Jedi Knight: Dark Forces Il Lucashs AC__ B4 45 61 67 Descent:Freespace—the GreatWar liegly  AC 761 4
11 Longhow 2 EA sl 847 5 62 64 Zork: Grand Inquisitor Aciision A AD 160  NR
13 9 Quake Pack 1: Scourge id Software/Ritual AC 8.46 45 63 51 Diamond Mind Baseball 7.0 Diamond Mind 5P 759 35
14 11 World Cup 98 EA Spors $ 838 45 64 66 Flight Unlimited 2 Looking Glass § 154 48
17 Steel Panthers Il Campaign Disk 551 ="y W6 838 --1—5& 72 Myth Bunge ] ST 1.54 45
16 15 Wing Commander: Prophecy Qrigin Sl 831 45 66 83 Dungeon Keeper Expansion EA/Bulirog ST 151 45
17_17 Unreal GT nteracive AC_ 8B 4 67 67 Triple Play 98 A Spors ® 150 3
19 NBA Live 98 EA Sports 5P 833 45 68 64 You Don't Know Jack Sports i_!_e{i:._eley Systems P 7.48 45
20 Jedi Knight: Mysteries of the Sith LucasArs AC 833 4 69 72 Jack Nicklaus 4 Accolade ! i 7.46 5
27 Final Fantasy VIl idos R 83 45 70 51 Trpleplay 99 FASports 14 25
21 22 Fallout Interplay RP 832 45 71 76 Interstate '76 Activision AC 742 45
= Operational Art of War TalanSoft WG 832 5 72 74 Last Express Red Orb AD 141 45
23 21 Panzer General I.I S8l W6 830 5 78 Realms of t_f_le Haunting Interplay AD 741 45
23 Curse of Monkey Island Lucashrts AD S.ill]“__;s-_ 82 Power Chess Sienra P 741 NIR
25 26 Total Annihilation GT !nter_a_q_i_ve ST- 8.25 45 75 55_: F1 Racing Simulation UbiSoft 5 139 5
26 24 You Don't Know Jack 2 Berley Systems (82 45 76 80 Dungeon Keeper EABuliog ST 138 45
27 28 Red Alert: Counterstrike Virgin/Westwood ST .18 4 80 Rama Siera AD 738 45
28 — Great Battles of Julius Caesar Magic We 8.15 4 78 78 Circle of Blood Virgin AD 137 4
29 25 F-15 ENOiigin S 81445 79 61 M1 Tank Platoon Il Mirorose i AN
30 30 NASCAR Racing 2 Sierra ; sp 8.3 5 80 58 Shanghai Dynasty Activision cr 7.30 g 3_
31 60 Quake Il MP: The Reck-oning Xatrix AC 8.04 _35_ 76 Steel Panthers 11l 55 We 730 3
32 — StarCrafl: Insurrection Blezard ST 803 35 82 70 Virtual Pool 2 Interplay b m 45
33 31 Sid Meier's Gettysburg Firais W6 801 45 83 Achtung! Spitfire Avalon Hill §T .21 3 5
34 34 Steel Panthers Il 55| WG 800 i 45 85 Age q! Rifles Campaign Disk 55! Wa .27 4
35 32 Age of Empires Microsoft ST 197 45 85 90 Flight Simulator 98 Micrasoft S 126 35
36 38 You Don’t Know Jack 3 Berkeley Systems fF‘ 156 4 86 87 PGA Tour Pro EA Sparts 5P 1.24 F
37 43 Smart Games Challenge 2 Smart Games/Hashro e ?.93"- 5 87 89 Baseball Mogul Infinite Monkey P 1.2 4
38 29 Jack Nicklaus 5 Accolade 5P m i .5 88 85 élose Combat: A Bridge Too Far Miuosoft We 1.1 45
40 _Civilization II: Fantastic Warlds MicoProse 5T 191 4 89 — Tex Murphy: Duer:;eer Acgass Software Al 7 20
40 37 You Don't Know Jack Movies Berketgy__iystems (&5 7.90 45 90 94 X-COM:Apacalypse MiaoProse ST 7.19 4
41 35 Hellfire Sierra RP 789 4 91 87 Forsaken Aclaim AC 1.8 4
38 Tomb Raider fidos _ A 189 4 92 Lords of the Realm I Siera S 708 4
39 Civilization Il Scenarios MisoProse S 189 4 98 Lelsure Suit Larry 7 Sea W18 38
44 16 Sanitarium AsC Games AD 7.85 45 94 94 MDK Playmates/Shiny : AC 1.16 45
36 Battleground: Napoleon in Russia TalonSoft WG 785 45 96 Black Dahlia Interplay AD 1.16 g 3_
46 46 NBA Live 97 EA Sports 5P 1.80 45 96 91 Uprising 300 AC : 1.15 4
47 40 F22 ADF DID 5| 708 45 100X-Wing vs. TIE Fighter Lucashns 5| 115 35
45 Moto Racer FA AC ?_?é i _.1_ ! ?B — Mortal Kombat 4 A 1.12
49 47 Battleground: .Rnliela_m TalanSoft We 11 ";‘_ — FIFA Road tﬁ the World Cup 97 £A Sports .S.F' 712 45
50 42 Battleground: Bull Run TalonSoft WG ?.?5. 4 100— Theme Hospital EABulliog - ST 08 |
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The First Annual Greenspeak Awards

Or, My Big Excuse to Loudly Shout, “I'm the King of the Worla!”

appy New Year and
welcome to the first
annual Greenspeak
Awards, hosted by
me, Billy Crystal. Let
me take a second,
before we get to the
awards, to apologize
for My Giant. 1 won't make any
more movies now. | promise.

The Greenspeak Awards were
created to recagnize significant
achievements in computer gam-
ing over the past year—or at
least the ones we can make fun
of. Winners will receive absolute-
ly nothing. So, without further
ado, here's the creator of the
Greenspeak Awards, Jeff Green.
Please, everyone, stay seated—
the exils have been sealed.

Thank you, Billy—nice haircut.
First off, please note that these
awards should not be confused
with any official, important CGW
awards. This is just another bla-
tant attempt to draw attention to
myself in hopes, once again, that
someone will notice me. Should
anyone want to put this award
on their game box, remember—
I'm cheap and easy.

Okay, on with the awards.

Boneheads of the Year
Apple Computer. It takes
Apple's perfected blend of arro-
gance, stupidity, and flat-out
delusional thinking to top them-
selves year after year, but hey,
you don't reduce yourself to a
sub-5 percent market share with-
out a lot of effort! This year's
Darwinian move was releasing
the otherwise kinda cool iMac
without a floppy drive. Because,

“omputer Gaming World (ISSH 0744-6667) 15 published mont
ce mall, Postmaster: Send &

roduct (Canada Distnbution) Sales Agresme

countiies add $16,00 for su
Post Intarnational Pub’s Mai

you know, they're archaic now.
Brilliant, guys. Next year, try leav-
ing out the monitor, hard drive,
and CD-ROM drive too. That'll
make the machines easier to lift
when we toss them into the
garage.

Geniuses of the Year
WizardWorks, for making

DEER HUNTER. They saw a void,

they came, and they filled it. And,

JEFF GREEN

Let's all make a resolution

"I've got a flying machine!” |
almost named my daughter "Zug
Zug." So the cancellation of the
WARCRAFT adventure game hit
me hard. | actually plan on
remaining in a permanent bad
mood about it until WARCRAFT Ill
comes out. So until then, just
keep away from me.

Worst Trend of the Year
Big-breasted gun-toting
babes. You know, if we were
talking about real big-breasted,
gun-toting babes, | might have
called this the best trend of the
year. But guys, Lara Croft and all
these other computer chicks?
They're not real. Please stop
drooling over them now. It's
pathetic. Let's all make a resolu-
tion right now to talk to some
real girls in 1999, | know they're

gamers can learn to play your
games after buying them, okay? |
think you can afford it. And while
you're at it, slip Bill an extra $50
to get a decent haircut.

Please Put Your
Clothes Back on
and Go Away Award
Gillian Bonner, the former
Playboy Playmate responsible for
RIANA ROUGE, the most embar-
rassing, awful game of the year.
Imagine Janet Reno in a butt
thong, and you're just beginning
to get an idea of what a cold
shower this supposedly erotic
adventure game was. Yeeeesh,

Pathetic Weasels
of the Year

All the jerks who got on
battle.net to play STARCRAFT

right now

to talk to some real girls in 1999.

hoy, did they clean up. Everyone
in the industry spent the first half
of the year making fun of it, then
the second half trying to copy it
and cash in. You don't have to
admire the game itself, but you
gotta love anything that makes
the entire gaming industry, press
included, look stupid.

Bummer of the Year
Blizzard’s cancellation of
WARCRAFT ADVENTURES: LORD OF
THE CLANS. | admit my bias: | am
a WARCRAFT freak. | dream of
being in Azeroth. | have been
known to wake up screaming

hly by 20 Inc. One Park Ave

'y
b
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scary and are shaped different
than Lara Croft, but, on the plus
side, they'll actually talk back to
you, and they'll always know
where your keys are.

Cheapskates of the Year
Microsoft, for failing to
include written manuals in a
number of its games, including
MICROSOFT GOLF, 3D BASEBALL,
and MOTOCROSS MADNESS. Hey,
guys, now that you practically
own the entire world, try taking
a crowbar or stick of dynamite to
Bill Gates' giant money vault and
pony up for manuals so that

x 57167, Boo

pretending to be newbies, for the
sole purpose of padding their
rankings by beating on real new-
bies who were trying to learn
how to play the game. This is
called being a bully. This is called
being a coward. You hear me,
“Sean Yves"? | hate you. (X7

What Jeff doesn't realize is
that “Sean Yves" is actually the
pseudonym of his mother, who
enjoyed routinely kicking his butt
in STARCRAFT all year long. Send
Jeff any recommendations for a
therapist, which he’s now going
to need, to jhgreen@zd.com.

k. NY 10016. Subscription rate is $27.97 for & une-year subscription (12 issues). Canada and all ather
+. €0 803287167, Canadian G5T regiswration number is 83371 0442 RI. Canada
aid at Mewe York, NY 10016 and additional mailing offices. Printed in the U.S.A.



A POWERFUL NOTEBOOK SHOULDN'T
~ COST YOU AN ARM AND A LEG.
- ORA SHOULDER AND A BACK.

—

\ | NEWDELL INSPIRON™ 3500 D233XT
| PENTIUM® Il PROCESSOR AT 233MHz

= 3.2GB Ultra ATA Hard Drive

* Modular 2 Variable CO-ROM

= Modular 3.5° Floppy Drive

* NeoMagic MediaMagic 2564V AGP Video

* 30 Surround Sound and Software
Wavetahle

* Intelligent Lithium lon Battery

= MS" Home Essentials 98 with Money 98
* S Windows™ 98

= Touchpad

« 3-Year Limited Warranty'

* Internal 56K Capable™ Data/Fax
Modem, add $99.

* Upgrade to 64MB SDRAM, add $99.

* Upgrade to a 4GB Ultra ATA Hard Drive,
adid $99

1999

C’kay so were not doctors. But we're : Personal Lease®: $75/Mo., 36 Mos.
Y (rder Code 7

engineers. And if your high-performance
notebook weighs you down, then you should

pick up our latest portable, the lightweight

Dell” Inspiron™ 3500. Weighing just 6.1*pounds and

measuring just 1.5 inches thick, you'll find the 13.3-

2 . . " . X . T0 HO
inch display and Pentium’ II processor downright liberating. And at OEERS EEYONE

$1999, its price promises a lot of relief, too. So call, or visit us at our 800- 545 - 3818

online home store. M-F 7a-11p  Sa-Su Ba-Bp CT
In Canadar call 800-839-0148
For faster service, please have your order code and keycode available when calling. In Mexico? call 001-800-210-7607

“Personal leasing arranged by Dell Financial Services LP, an independent BUILD YOUR OWN AND ORDER ONLINE

entity, to qualified customers. Amount of monthly lease payments ahove based

on 36-month lease. All above monthly lease payments exclude taxes which n BE DIRECT" :
may vary; (for example, Hartford City, IN sales tax $377/month). Shipping cost

due with first payment. No security deposit required; subject to credit

approval and availability. Lease terms subject to change without notice. ~ Pentium www.dell.com/direct



Common features:

Mini-Tower Model
» Microsoft® Windows® 98 « 3-Year Limited Warranty'

512KB Integrated L2 Cache (128KB on Intel® Celeron’ Processor-hased Systems)
1-Year At-home’ Service Upgrades:

3-Year Next-Business-Day At-home* Service, add $39

NEW 3Com® USR V.907 Modem « 30-Day
HP* DfficeJat All-ire

DELL DIMENSION XPS R450
| PENTIUM® Il PROCESSOR AT 450MHz

DELL DIMENSION XPS Ra50
[ PENTIUM Il PROCESSOR AT 450MHz

DELL DIMENSION XPS R450
PENTIUM II PROCESSOR AT 450MHz

DELL DIMENSION XPS R450
PENTIUM Il PROCESSOR AT 450MHz

« 128MB 100MH: SDRAM
* NEW 17.2GB Ultra ATA Hard Drive

= 21" (19.8" viewable, .26dp) Trinitron®
1600HS Monitor

* 4.8X DVD-ROM Drive and Decoder Card

* NEW Turtle Beach Mantego Il A3D
320V Sound Card

* ACS-495 Full Dolby Surround Seund
Speakers with Subwoofer

* lomega Zip 100MB Internal Drive
* MS Home Essentials 98

« Dell Comfort Key Keyboard

* MS IntelliMouse

3299

Personal Lease”: $123/Mo., 36 Mos.”

Order Code 2501107

* 128MB 100MHz SDRAM

= VEW 17.2GB Ulira ATA Hard Drive

« NEW 19" (18.0" viewable, .26dp)
Trimitron P990 Monitor

» 16MB STE nVidia 30 AGP Graphics Card | » 16MB STB nVidia 30 AGP Graphics Card

* 48X DVD-ROM Drive and Decoder Card

= NEW Turtle Beach Montego Il A3D
320V Sound Card

« ACS-495 Full Dolby Surround Sound
Speakers with Subwoofer

* lomega Zip 100MB Internal Drive
« MS Home Essentials 98

* Dell Quietkey” Keyboard

= MS IntelliMouse

52899

Personal Lease™ $108/Mo., 36 Mos
Order Code #501106

| * Upgrade to a 16MB STB nVidia

* 128MB 100MHz SDRAM |

* NEW 17 2GB Ultra ATA Hard Drive

* NEW 19" (18.0°" viewable, .26dp)
Trinitron P380 Manitor

* BMB STB nVidia 30 AGP Graphics Card

= 48X DVD-ROM Drive and Decoder Card

* Turtle Beach Montego A3D 64V
Sound Card

* ACS-295 Speakers with Subwoofer
* MS Home Essentials 38

= Dell QuietKey Keyboard

« MS IntelliMouse

30 AGP Graphics Card, add 529

52699

Personal Lease®; $101/Mo., 36 Mos

Ordar Code #501105

« BMB STB nVidia 3D AGF Graphics Card

*+ 128MB 100MHz SDRAM

» NEW 12.9GB Ultra ATA Hard Drive

« 17" (16.0" viewable, .26dp) Trnitron
1000HS Maonitor

« 48X DVD-ROM Drive and Decoder Card

= Turtle Beach Montego A3D B4V
Sound Card

+ ACS-295 Speakers with Subwooier

* lomega Zip 100MB Internal Drive

+ MS Office 97 Small Business Edition
v2.0 plus Encarta Encyclopedia 98

+ Dell QuietKey Keyboard

» MS IntelliMouse

2499

Personal Lease™: $34/Mo., 36 Mos.

'DELLINSPIRON

T A,

Common features for Inspiron 7000: « 30 Surround Sound and Hc’lldl.'.'l‘lll}_\.-":.":'i\-'l,'lilil|u * Intelligent Lrtﬁium lon Battery + MS Windows 9_8_0 Touchpad
# 3-Year Limited Warranty' Common features for Inspiron 3500: » 30 Surround Sound and Software Wavetable + NeoMagic MediaMagic 256AV AGFP Video
| @ Intelligent Lithium lon Battery & MS Windows 98 ¢ Touchpad » 3-Year Limited Warranty! Upgrade: ¢ Targus Defcon Notebook Alarm, add 549

DELL INSPIRON 7000 D300LT
PENTIUM Il PROCESSOR AT 300MH:z

DELL INSPIRON 7000 D300LT
PENTIUM Il PROCESSOR AT 300MHz

DELL INSPIRON 7000 D266GT
PENTIUM Il PROCESSOR AT 266MHz

NEW DELL INSPIRON 3500 D233XT
PENTIUM Il PROCESSOR AT 233MHz

= 15" XGA Active Matrix Display
* 128MB SORAM
* NEW BGB Ultra ATA Hard Drive

* Removable Combo 2X DVD-ROM Drive
and 3.5° Flappy Drive

= 2% AGP BMB AT Rage Pro 3D Video

* Deluxe Nylon Case

* Internal 56K Capable™ Data/Fax Modem

* MS Office 97 Small Business Edition v2.0

* Second Intelligent Lithium lon Battery,
add 8129,

* Inspiron 7000 Port Replicator, add §149.

*3899

Persanal Lease®: $145/Mo., 36 Mos.
Crder Code #80

= 15" XGA Active Matrix Display

* 64MB SDRAM

= 4GB Ultra ATA Hard Drive

* Removable Combo 24X Max™" Variahle
CO-ROM and 3.5” Floppy Drive

= 2X AGP 8MB ATI Rage Pro 30 Viden

* Internal 56K Capable™ Data/Fax Modem

* MS Home Essentials 98

* Upgrade to a 6468 Ultra ATA
Hard Orive, add §199.

* Upgrade to a Removable Combo 2X
OVO-ROM and 3.5" Floppy Drive,
add §139.

52999

Personal Lease® $112/Mo., 36 Mos

Orcer Code 801103

* 141" XGA Active Matrix Display

* 64ME SDRAM

* 4GB Ultra ATA Hard Drive

* Removable Combo 24X Max* Vaniable
CD-ROM and 3.5" Floppy Orive

* 2X AGP 4MB ATI Rage Pro 30 Video

* Internal 56K Capahle™ Data/Fax Modem

« MS Home Essentials 9

* Upgrade to 2X AGP 8MB AT| Rage Pro
30 Video, add $39.

* Lpgrade to 128MB SORAM, add $199

* Upgrade to a Remavahle Combo 2X OVD
ROM and 3.5" Floppy Drive, add $199

52699 |

‘ Personal Lea

Order Code

2:5101/Mo., 36 Mos

#B01104

* 13.3" XGA Active Matrix Display

= 32MB SDRAM

* 3.2GB Ultra ATA Hard Drive

* Modular 24X Max* Variable CD-ROM
* Modular 3.5" Floppy Drive

* MS Home Essentials 98

* [nternal 56K Capable™ Data/Fax
Madem, add $99

* Upgrade to 64MB SORAM, add $99.

* Upgrade to a 468 Ultra ATA
Hard Drive, add $99
* Deluxe Nylon Carrying Case, add $48

1999

pentiume]|

« ‘Personal leasing arranged by Dell Financial Services LP,
" an independent entity, to qualified customers. Amount of
monthly lease payments above based on 36-month lease.
All above manthly lease payments exclude taxes which
may vary; (for example, Hartford City, IN sales tax
“$6.15/month). Shipping cost due with first payment. No
security deposit required; subject to credit approval and
availability.

Lease terms subject to change without notice,




F ConnectDirect™ Internet Service® « 3.5" Floppy Disk Drive « 2 Universal Serial Bus (USB) Parts « MeAfee VirusScan
600, add $499 (3449 after Mail-in Rebate®) » MS* Sidewinder Pro Joystick, add $69
L DIMENSION XPS R450 DELL DIMENSION XPS R400 DELL DIMENSION V333c

TIUM || PROCESSOR AT 450MHz

PENTIUM Il PROCESSOR AT 400MHz

INTEL CELERON PROCESSOR AT 333MHz

8MB 100MHz SDRAM

"W 12.9GB Ultra ATA Hard Drive
" (15.9" viewable) 1000LS Monitar
1B AT XPERT 880 3D AGP

aphics Card

=/ 4 8% DVD-ROM Drive

ystal 30 64V Wavetable Sound
:S-295 Speakers with Subwoofer
nega Zip 100MB Internal Drive

5 Home Essentials 98

1l Comfort Key Keyboard

S IntelliMouse

geade to a NEW 17.2G8 Ultra ATA
ard Drive, add $159.

* 96MB 100MHz SORAM
« MEW 12.9GB Ultra ATA Hard Drive
+ 177 (15.9" viewable) 1000LS Monitor

* 8MB ATI XPERT 980 3D AGP
Graphics Card

* NEW 4.8X DVD-ROM Drive

= Crystal 30 64V Wavetahle Sound

+ harman/kardon HK-195 Speakers

* MS Office 97 Small Business Edition
v2.0 plus Bookshelf 98

« Dell Quietkey Keyboard

= MS IntelliMouse

* Lipgrade to the Dell Comiort Key
Keyhoard, add §19

« 64MB SDRAM

« B.4GB Ulira ATA Hard Orive

« 17°(15.9" viewable) 1000LS Manitor

« ATI 8MB 30 AGP Graphics

* 40X Max™ Variable CD-ROM Drive

« Yamaha XG 64V Wavetable Sound

= harman/kardon HK-195 Speakers

+ lomega Zip 100MB Internal Drive

= MS Office 97 Small Business Edition
v2.0 plus Encarta Encyclopedia 98

= Dell Comfort Key Keyhoard

« NVEW Logitech First Mouse+ [PS/2v)

* Upgrade to a 4.8X DVD-AOM Drive,
add $59.

SOFTWARE SELECTIONS

Microsaoft Office 97 Small Business
Edition v2.0;

Word 97, Excel 97, Publisher 98, Outlook
98, Small Business Financial Mgr. 98 and
Expedia Streets 98.

Microsoft Home Essentials 98:
Word 97, Encarta Encyclopedia 98.
Money 98, Waorks 4.5, Greetings
Workshop 2.0 and Puzzle Collection

DIMENSION SOFTWARE BUNDLES

NEW Fast Track Game Pack, add $79:
Tomb Raider 2, Jack Nicklaus Golf 5.0,
Titanic; Adventure Out of Time,

Hardball 6.0 and Total Annihilation.

NEW Learning Library Ages 4-6,
add $79: Freddi the Fish: The Case of the

Stolen Coneh, Fisher Price: Learning in
Toyland, Jumpstart (Pre-School),
Jumpstart (Pre-K) and Jumpstart
(Kindergarten).

1599

Personal Lease™ $61/Mo., 36 Mos.
Order Code #501101

2199

onal Lease™ $83/Ma., 36 Mos.
1 Code #501103

1899

Parsonal Lease™: §72/Mo., 36 Mos.
Order Code #501102

GO TO OUR WEBSITE

Its tough to find a perfect holiday gift. But its quite easy to make

THE GIFT BOX
5 HUREERS =5 one. All it takes is a visit to our online home store. Without
£50 MAIL-IN REBATE WHEN YOU BUY CERTAIN DELL DIMENSION DESKTOPS

INCLUDING MONITOR AND SELECTED HP PRODUCTS. OFFER ENDS 1/30/99. leaving your chair or picking up the phone, you can custom

configure and purchase the PC of some lucky persons dreams.

PRINTER
HP DESKJET® 722C Whether it’s a deskrop or a notebook, Dell offers the features,
o PC Magazine's" Editors’ Choice b e specs and peripherals most people look for. Unlike some gifts,
. I peri| peoi 4
. ack te R 1 ; ; ; T g i
Up to 8 pages per min. in black text % S s 9 [ thisone will arrive with batteries included. And you can check
« Up to 4 panes per min, in color text W

: - BATE! the status of your order any time. Oh, and Dell’s 24-hour
« Add a printer cable for $25. $249 AFTER REBATE . \ \ .

SCANNER

NEW HP SCANJET 4100Cse
« Uses HP intelligent scanning technology

phone- and web-based technical support is like a nice, shiny

ribbon around the whole package. So do your holiday shopping
at www.dell.com/direct. Because the best gifts are the ones you

make yourself, Unless, of course, youre thinking about fruitcake.

800-545-3818

M-F 7a-11p = Sa-Su Ba-8p CT
In Canadar call 800-839-0148
In Mexico? call 001-B00-210-7607

BUILD YOUR OWN AND ORDER ONLINE

BE DIRECT'"ME

www.dell.com/direct

« USB** connectivity for easy installation

/$190

5149 AFTER REBATE!

= 600 dpi Hardware Super Sampling, 1200 dpi
enhanced, 36-bit color

POWER STRIP

APC SURGESTATION PROBT2

+ 8 outlets with black spacing for 3 outlets _,__"

« Includes 4-wire, 2-telephone line for protection
« Helps protect your system against electrical surges

's39.

ACCESS SPECIAL PROMOTIONS
DESIGN YOUR IDEAL COMPUTER
CHECK THE STATUS OF YOUR ORDER
ACCESS 24HR. ONLINE TECH SUPPORT

For faster service, please have your order code and keycode available when calling




DON’'T WORRY. EVEN WITH MORE REALISTIC 3D
VIDEO PERFORMANCE, IT'S NOT DANGEROUS.

INTRODUCING DELLS INEW16MB GRAPHICS CARD.

}

DELL® DIMENSION® XPS R450
{  PENTIUM® [I PROCESSOR AT 450MHz
* 128MB 100MHz SDRAM
N - NEW12.9GB Ultra ATA Hard Drive

+ 19" (17.9" viewable, .26dp) 1200HS
Maonitor

« NFW 16MB STB nVidia TNT
30 AGP Graphics Card

« 40X Max™ Vanable CD-ROM Drive

* Turtle Beach Montego A3D 64V
Sound Card

« harman/kardon HK-195 Speakers

S . 30om" USA V.90% FCI WinModem

* 30-Day FREE ConnectDirect™ Internet
Service" :

« MS* Home Essentials 98 with Money 96; [S58
McAfee VirusScan

« MS Windows" 98/ImelliMouse

= Dell Quietkey" Keyboard

+ 3-Year Limited Warranty'

* 1-Year At-home* Service

Hopefully you have a strong heart, because the new 16MB VRAM graphics * Upgrade o Altac Lansing ACS-295

Speakers with Subwoafer, add $50.

card will take you to a dimension you never even dreamed about. At 1024

x 768, high resolution 3D graphics can be displayed with more detail and 52299

Personal Lease™: $87/Mo., 36 Mos.

Drder Code 2501115

up to 108% faster' than on our previous SMB high-end graphics card. 3D

oraphics games will be transformed into a hyper-realistic experience. There’s

no excuse to stare into dullsville again, especially for such a greart price. S —
g 1 ) great 70 ORDER BY PHONE [T

Call or visit us at our online home store. We recommend laying off the 800-545 2818
. m

caffeine for a while. M-F 7a-11p = Sa-Su Ba-Bp CT
In Canada? call 800-839-0148
In Mexico* call 001-800-210-7607

BUILD YOUR OWN AND ORDER ONLINE

BE DIRECT'"MI

www.dell.com/direct

For faster service, please have your order code and keycode available when calling.

Personal leasing arranged by Dell Financial Services L.P, an independent entity, to
qualified customers; amount of monthly lease payments ahave based on 36-month lease.
All above monthly lease payments exclude taxes which may vary {for example, Hartford
City, IN sales tax $4.32/month); shipping cost due with first payment; no security deposit
required; subject to credit approval and availability. Lease terms subject to change
without notice.
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