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Death can strike anyone.

For the right price.

You never know when death will come—unless you make a few special
arrangements. Because once the Hitman takes your assignment, someone
takes a bullet. It’s not a righteous way of life, but we all have to make a living.
Even if it means making a Killing.

* Plan your assignment to account for multiple completion paths to each mission.

* Access black market weapons, decoys, traps, and personnel from an innovative
currency reward system.

* Artificial intelligence that redefines the genre of the "Thinking Shooter".

* Learn how to become a more proficient hitman through a comprehensive
weapons and agility training session.

¢ CGripping and mature plot driven by stunning cinematic visuals.
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SPECIES-

MECCARYNS

A high-tech and crafty race who
rule the sky with ingenius military
formations, awesome fire power
and the ability to contruct a
massive land base.

KABUTO

A huge ferocious beast capable of
performing wrestling style moves on
poor victims "futh his size, sending
out attacking offspring or pounding,
crunching and munching pretty
much anything in his way.




hree of the most remarkable

and unique species ever pitted

against each other on a
computer screen collide to form

Giants: Citizen Kabuto™
combining action, strategic thinking,
twisted humor and incredible 3D
graphics for the most frenzied single
and multiplayer battle ever staged!

« Eat, burn, drown, crush, kidnap and bury
your victims!

» Play as each of 3 different species: the
Meccaryns, the Sea Reapers and the Giant
Kabuto in intriguing story-driven single
player missions with multiple cut scenes.

« Battle on over 25 strikingly beautiful 3D
islands utilizing a vibrant color scheme
unlike anything ever seen before.

» Multiplayer mayhem! Choose your
favorite species or divide up teams for
cooperative play and let the frenzied
battle begin with up to 8 people via LAN,
modem-to-modem or TCP/IP.

» Choose from 1* or 3“ person perspectives
in addition to the revolutionary "Kabuto
Mouth-Cam" and "Foot Crunch".

« “Smarties” (island natives) work as a source
of power-ups for you by providing weapons,
vehicles, shops, spells and even a big base!

www.interplay.com/giants

SEA REAPERS

A species of lovely, ethereal females who
can decimate enemies with the cast of
a spell or construct a magical base
protected by fearsome creatures and
yet still retain their vixen charm.
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Often using nightmares to
weaken and corrupt those
who con best serve his dork
purposes, Diablo employs
illusion and fear as his
greatest weapons in the
tireless batfle ogainst Order.
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of the questions you'll confront in Baldur’s Gate II: Shadows of
Amn. Immerse yourself in a world of intrigue, adventure and

. fierce combat where the line between friend and foe is defined only by
- your inst :'j_fct and a quick blade. You may discover why some vows are

better [eft unspoken.

' Can love survive the struggle between good and evil? This is one

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

(e’ Create a new character or import your Baldur’s Gate character
ini_‘f? Baldur’s Gate Il and continue the epic saga.

@& Encounter hundreds of different types of monsters, thousands of
NPCs and over 130 new spells in a huge and intricate world.

@, New races and character kits such as the Half-Orc, Beastmaster,
Undead Hunter and Assassin add to an extensive array of
 character options.

‘www.interplay.com/bgate2

BALDUR'S GATE fi: SHADOWS OF AMM: Developed and ©2000 BioWare Corp. AN Rights Reserved. Baidur's Gate, Shadows of
Amn, Tales of the Sword Coast, Forgotten Reaims, the Forgolten Realms logo, Advanced Dungeons & Dragons, the ADSD logo,
and the TER logo are trademarks owned by Wizards of the Coast, inc., and ang used by interplay under license. Al Rights
Reserved. BioWara and the BiaWare logo are the trademarks of Bloware Corp. All Rights Reserved. Biack isio Studios and the
Black lsie Studios loga are trademarks of Interplay Entertalnment Corp. All Rights Reserved. Exclusively licensed and
distributed by Interplay Entertalnment Corp. All other trademarks and copyrights are property of thelr respective owners.




“...one of the
biggest RPGs ever”

—IGN.PC
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An RPG as Vast as Legend ltself.

/s In an enchanted medieval realm known
 ; as the Gael Serran, an evil Pharaoh has
overcome a curse and returned to wreak havoec.

Only the legendary Mavin Sword —

a blade forged of twin metals,
one cursed by evil, the other blessed
by the divine — has the strength
to bring his defeat.

4

Can you uncover the mysteries of the
Sword before terror reigns?

Encounter over 100 NIPCs, battle 350 Create a party of six adventurers from 15 Embark on over 100 quests, mini-quests
different characters and ereatures, different professions. Utilize Joo aml adventures in zoo hours of
wield weapons and east inventory items, including gameplay, battling in real-time
a myriad of magie spells, customizable picees. amd turn- based combat,

Over 200 hours of gameplay with:

\ « 45 different environments - 3o skills and 15 stats
* 60 traits and 8 attributes  « 10 races and 15 professions
~+150 character and goo possible party combinations - 6 spell books and 120 spells
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60 They Might Be
Giants

Just when strateqgy games were getting
as predictable as the plot of a pomn
flick, along come five new games, from
five experienced designers, that haven't a
single cliché among them. Get the word
on the fresh gaming styles of BLACK &
WHITE, DREAMLAND CHRONICLES,
TROPICO, REPUBLIC, and SIGMA.

80 Diablo Il

he Devil made us do it. Really! How else can

you explain this mammaoth review and strat-
egy feature on a repetitive, dated, absolutely un-
3D game that we can't stop playing? Obviously,
something right wicked is in the house.

140

142

144

146

Strategy Designers Talk the

Future of the Genre
Strategy Games by Robert Coffey

Fight, Fight Against the
Dying of the Flight

Simulations by Gordon Berq

How a Couple of Gamers
Created the Ultimate Mod

Action Games by Thierry “Scooter”
Nguyen

The Joy of Text

Homebrew Games by T. Byrl Baker
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Sports Gaming IV
Online Play

Sports Games by George Jones

48  Tribes 2

When TRIBES 2 goes to war, money's on that you
can score.

54 Call to Power 2

CIVILIZATION gels a makeover, and—girl!—it's
looking to get its groove hack.

5  Rune

A Norse is a Norse, of course, of course.
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one small step for man...

ane screaming /eap
for racing
games.

SANDPRPE

BY GEOFF CRANMMONI

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

B Formula One”, “Formula 17, and 'FY’,
F R Farmula One ‘.'.k.rl! Chamgpi >n hig”, (toge

| ] with their foreign translations and peon
FORMULAY tions) are trademarks of the Formuta One ge
WORI.D of companies
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BUNGIE TAKES THE MICROSOFT PLUNGE, CROATS
CRAFT SERIOUS SAM, TIPPECANDE AND TF2, AND
MR. SNEAKY GRABS A PEEKY AT GAMING'S DIRTY
LAUNDRY.
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Saving Your World

A hard-drive partition backup will spare you
future pain.

Under the Hood

How much 3D is enough?

Tech Medics

Our get-fixed-quick scheme.

Killer Rigs

Build a gaming beast.

Hardware Reviews
Microsoft IntelliMouse Optical
HP CD-Writer Plus 93101
Logitech Wingman USB Hub
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George Jones

What's Black & White and read all over?

Letters

Like email, but on paper.

Index of Advertisers

The phrase that pays.

Greenspeak

Big Daddy lays down the law.
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_Dominate the Internet wit
intense multiplayer action,
including King of the Hill
_.and cooperative play.

U TR
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N FROM

REIGN IN THE
TRENCHES.
REIGN ONLINE!

o

TAKE DEFENSIVE
AGIIQN TO RESCUE
\TROOPS.

=5

GROUND VIEW

Activision 5. eterea tragemark and Dark REih IS & roderirk of ctston,
Actiasion, nc. All nights seserved, The ratings ieon Is & trademark of the Interacrive
Association. All other raderuatks of rade nasies ate I8 properties
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® Run your war from the traditional RTS

view, or zoom into the heat of battle using
multiple camera perspectives to see the
carnage up close.

Feel the camaraderie of battle via
superior multiplayer features, including
Internet play, cooperative play, team
play, alliances and a full 3-D map editor.

Revisit glorious victories in instant replay
mode, reviewing past battles from any
angle and gloating over your rivals by
sharing replays on the Internet.

Go to war on the homefront against
your friends via LAN, or on a worldwide
scale via the Internet. Welcome to the
battlefield of the future.

"Dark Reign”2 1ooks set to take a commanding lead
among the next wave of real-time strategy titles.”

3-D REAL-TIME STRATEGY

GAMESPOT

THE BATTLEFIELD OF THE FUTURE



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

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

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

dozens of gquests and campaigns. | other reality.

Travel alone through this massive realm,

Choose dueling or discourse
to carry the day in this epic

Many means exist to
solve the dozens of guests
found throughout this
massive land.

Il

Rewards await heroes and
villains of hardy caliber and
constitution! Earn Fate
Points and enhance your
Reputation among the
denizens of Areanum.

==
Create your own online
campaigns with the

Arcanum World Editor, a
robtwt tool designed for the

Visit w
urcalll




(GRIMOIRE
& (GGASLIGHT

Discover the mysteries
of magie and technology!
Delve into dark caverns
or prowl the squalid
city streets to unearth
the secrets of this
jortured age.




The legacy of authentic D&D" aduenmﬁ#g
continues: New from SSI, the company

that practically invented D& platff
on computers, 3D aduentur

vile resurﬁénegfand defea i
you never thought po&s?ﬁle, the
Elven Cfty of Myth Brannor =3 ‘i

New character classes
and races: Sorcerer. Barbarian
‘and Half-orc.
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) Now for the flrst time you can summon allies over
""u;the Internet as you prepare for the ultimate battle.

' ‘-'l_fac_e_‘s_lms‘_ter_ monsters dewous traps and cunning
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.'js_atiléfy" your craving for dirt-bike actic n, head-numbing crashes and o i
s_tunts.on___uvar.#(_):tracks in 6 events including Stunt Quarry, Nationals, Baja, Enduro, =
| ' get: ) PUMpINg.
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12 Hours Later

s a general rule, unless the pay-off is a tropical heach

and brightly-colored drinks, or week upon week of

free time, 12-hour trips suck. But somewhere over
Nova Scolia, the appropriateness of travelling 6,500 miles to
England to see BLACK AND WHITE struck me. After all, a short,
traffic-filled, one-hour drive from San Francisco to San Jose
would have seemed, well, too easy a journey. I was on my way
to hecoming the first person in the world to actually play the
feature-complete version of what could be one of the most
important games in the lustory of PC gaming.

As journalists, we speak in strong words
quite frequently. It's part of the job. But prag-
matically speaking, BLACK AND WHITE repre-
sents a significant, much-needed shift. Up until
now, games have come in two flavors: linear,
puzzle-solving affairs that force you to move
along at a pre-determined pace; or the much
less popular, wide-open, creation-oriented
experience like THE SIMS. BLACK AND WHITE
melds the two together.

For the most part, even at their finest, games
still are held to the movie paradigm. Motion pic-

{b Up until now, games have come in

two flavors: linear, puzzle-solving affairs
that force you to move along at a pre-
determined pace; or the much less popular
wide-open, creation-oriented experience
like THE SIMS. BLACK AND WHITE melds the
two together. 39

tures (and hooks) represent the most linear plot possible.
Excepting movies like Go and Clue, and the Choose Your Own
Adventure books, the stories in these genres have only a sinale
way for the hero to win, or for the story to finish: the director's
or writer's way.

Too many computer games stick to this paradigm. I'm sure it's
much, much easier to develop games that feature solutions that
can only be solved via highly specific methods.

But PC games are capable of so much more. My hope is that
BLACK AND WHITE represents the inevitable shift, be it in
single-player or online, toward PC games that place you in the
middle of a giant sandhox with loosely defined rules—and still
manage to tell you a moving story. Isn't that the true meaning of
interactive entertainment?

I'm curious to hear your opinion. Do you think games need to
make this shift? Sound off at george_jones@ziffdavis.com, (97

Lo G
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The Tale is Legeydary. The Story is Yolrs.

Immerse yourself in the legendary
World of Darkness”and build your own
tales of horror. Then join thousands
of Vampire: The Masquerade players
online, sharing and hosting the

twisted adventures you have created.

0 Let the feeding frenzy begin...

ok k ok k.
“Picf it ap as svon as possible—yot'll fave the fime uf yotr Uplife.”

— Incite

Relive the pen—and—paper role—playing Manipulate your World of Darkness Customize a character of your own

experience with the revolutionary using real—time commands, including and join in other players' adventures
Storyteller system, creating and adding monsters, controlling NPCs through WON.net's free
hosting your own online adventures. and triggering events. matchmaking service.

www. activision.com

.\If\illid‘h seffuare

(TLIMEH I

Vamgirat The Masouerade, White Woll and World of Darkness are registered trademarks and Vampirs: The querade: s of Whits Woll Puslishing, Inc.
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LETTERS

Impossible Dream #409

BEE It's about time online gaming took a big step into the real world. Here's my proposal:
If | want a pint of Ben & Jerry's and a Snapple, | could drag myself to the store or go to
Kozmo.com and have it delivered, but where's the fun in that? Instead, | want to dial up a
local gaming server and challenge whoever's there to a 10-minute QUAKE IIl deathmatch, If
they accept and | win, the server automatically places my drink 'n’ ice cream order with
Kozmo.com and splits the cost belween my two opponents (whose credit cards are instantly
charged). Less than an hour later, my order is delivered and all is right with the world.

I know my idea is rife with problems, but | don't care! | think it would be great if something
like this existed. Please, bug all your game-design friends to get right on it. Or if not that, at
least give my Sims the ability to order me a real pizza.

Sim-antics
W B E Your Top 40 readers
poll in the August 2000 issue
rated THE SIMS at #6 overall,
and yet it fails to make the
top 5 in the “Simulations”
category. It finished 18 spots
ahead of your #1 Simulation,
MechWarrior 3. Am | missing
something? Doesn't the word
“sim” at the beginning of
games such as “SimCity” and
“SimCopter” stand for
simulation?
C. Atkins

CGW defines simulations
narrowly as vehicular simula-
tions from a lirst-person per-
spective. Many games with
“Sim" in their title involve
building and resource man-
agement, which we catego-
rize as stralegy games. With
genre hybrids becoming
more comman, we've mini-
mized the importance of
these classifications, but
they're still useful for com-
paring similar games,

Another Doom ldea

W B W What the hell is id
thinking? Sure, DOOM was a
great game...five or six years
ago. If id gave DOOM a new

engine and re-sold it, it would
be worth crap. Seriously,
what was the point in
DOOM? Collect four key-
cards to unlock a door, then
kill 40 more nightmare crea-
tures from hell. That's just
plain lame. | don't know how
many times I've played a
game with no point to drive
you through it. Id better give
the next DOOM some new
elements (especially the abili-
ty to jump and maybe some
RPG elements)...then it
might be worth your 50
bucks.

Daniel Portin

Greenspeaks
the Truth

BB W Jeff Green's June
Greenspeak was right on.
Blizzard truly is one of the
best gaming companies out
there, confirmed by my pur-
chase of DIABLO 2 recently.
But | think | know why game
companies don't carry out
conversations like those in
Jeff's column...some of them
have big egos. Really big
egos.

Unmeel Banerjea

DEPT OF CORRECTIONS

Dominick Cancilla

Role-Playing Rant

B W VAMPIRE: THE
MASQUERADE: Another fantas-
tic-looking piece of crap.

Once again, a great license
and a possibility to be some-
thing more than TOMB RAIDER,
But no, they apparently spant
their budget on graphics and an
unwieldy combat system.
There's no story, appaliing voice
acling, cut-scenes are as bad
as most console ports: two
faces looking at each other
while their lips move. Stupid
NPC artificial intelligence that
never lets you forget that they're
expendable.

BORING.

An RPG is NOTHING with-
out a good story. So what
makes a good story? A good
villain? No. Several good vil-
lains. Role-playing means decid-
ing how to react to a variety of
different circumstances, so con-
licts need that variety. A good
story has & beginning, & middle,
and an end, and progresses
through them without using a
leash. A good RPG is so
engrossing, so interesting, so
FUN that you can forget who
you are 1o the point where you
find yourself reacting not how
you would, but how that guy in
the cool pivels would. The best
RPG is when you don't even
notice yourself reacting.

You want profits? Put the
time and effort into a well-craft-
ed tale, with all these compo-
nents designed to make you
invest your life into the story,
and they will come!

John Talcott

In our July list of the Top 10 Mac Games (pg 1186), we
incorrectly referred to CALL TO POWER as “SID MEIER'S
CIVILIZATION: CALL TO POWER. Qops. CTP isn't a Sid
DAVIS.COM Meier game (although some wags may argue it's surely a
Sid design...). Sorry, Firaxis.

In our August review of X-PLANE, we incorrectly identified
| 4 an X1 in a screenshot as an X-15. As Clint Webb and oth-

)‘ ZIFF DAVIS ers pointed out, the little X-1 flown by Chuck Yeager when
Vo) he cracked the sound-barrier doesn't look much like the
COMPUTER GAMING WORLD 15 WOT AFFILIATED WITH 10G. ABC black, swept-wing, rocket-powered beasts that went to
ITHANK GOD). AUDITED
Mach 5. We stand corrected.

ALL RIGHTS RESERVED. MATERIAL IN THIS PUBLICATION MAY NOT BE
REPRODUCED IN ANY FORM WITHOUT PERMISSION. CONTACT ANYONE
ON THIS MASTHEAD VIA E-MAIL USING FIRST NAME LAST NAMEGZIFF-

Audit Bureau of
Cireulations
Muomber

Write to us at:
Cywletters@ziffdavis.com
For help with subscriptions:
Cgw@neodata.com
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i HANK GOD EVERYTHING'S NOT POWERED BY VOODOOR.

With the world’s first full-scene hardware anti-aliasing and our proprictary
Thufﬁ:r' 'cmcm'mc effects engine, the new Voodoos"is the most powerful 3D accelerator card on
: the planet. Want proof? See for yourself @ www.zdfx.com.

TBurFrFER CINEMATIC EFFECTS ENGINE: UP To L5 GIGAPIXEL /SEC.
THE MOST REALISTIC 3D ENVIRONMENT FiLL RaTE: TEAR THROUGH LEVELS,
ALLOWED BY LAW. BURN THROUGH SCENES,




| Microsoft Bags
| Bungie

3

Mac gamers
crushed, while
PC gamers
await word on
HALO's platform
preference

mE® It was ajump rather
than a push for Bungie
Software. On June 19th,
Bungie agreed to be pur-
chased by Microsoft. Bungie
was not in financial distress,
bul rather saw this acquisition as a good opportunity, according to Peter
Tamte, executive VP of Bungie, who talked to CGW about the deal.

"Why sell?” Tamte said. “For the opportunity to play a key role in the
launch of the X-Box. And by that, I mean that a lot of companies had
approached Bungie ahout buying us for more money than Microsoft
offered. But none of these other potential buyers offered us two
important things that Microsoft did. First, Microsoft is allowing
Bungie to maintain its independence as a development studio
and retain our Bungie values." Tamte elaborated on the val-

ues, saying that they “like to create new technologies
because it allows us to create far more original games. We
want the gamers to have a new experience when they
play a Bungie game.”

The other important element in the deal according to
Tamte is that Bungie is getting to be a key developer for the X-Box. “We're
jazzed up by the X-Box. We're really excited by the opportunity that
Microsoft has given us to be a leading developer for it."

As part of the sale, Take 2—which had owned 19.9 percent of Bungie—
received some cash, the rights to all the MYTH games, the rights to ONI
(which looks like a Fall release, according to Tamte), and the rights to create
two games using the HALO engine. Microsoft gets the exclusive rights to
HALO and the rest of Bungie's catalog, including MARATHON. Bungie will
relocate to Redmond as part of the deal, but will still maintain and operate
Bungie.net. They anticipate that HALO, one of the star games of E3, will be
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featured on Bungie.net.

While the deal makes sense for both parties—it gives Bungie a financial safety net
while still allowing them creative freedom, and it gives Microsoft a star developer for the
X-Box—it does raise some questions. Is this the future of all independent development
companies, finding a buyer? And what about support for Macintosh games?

Gathering of Developer's Mike Wilson thinks that “the industry is reaching a point
where being an ‘independent’ as a publisher makes little or no sense, unless broadband
distribution changes things the way the music industry has changed. There are still
good reasons for the artists to remain independent, but it's a hard road and most are not
cut out for it. Independent artists are the heart and soul of every entertainment industry,
and they are responsihle for virtually all real innovation in the media arts.”

As for the $64,000 question: For which platforms will HALO be available? Mac fans
should be comforted by Tamte's remarks. “A decision has not been made, but if we do a
PC version, we'll do a Mac version too." While that may ease the worries of Mac fans
somewhat, maybe it's PC fans who should be concerned. If you want to see a PC and
Mac version of HALO, fans have started a petition at www.game-over.net/halo/.

—Mark Asher

Aliens Hungry for More

mm@ Fox Interactive confirmed months of
rumors with their recent announcement that
Monolith is working on a sequel to ALIENS VS.
PREDATOR. The sequel is optimistically slated
for a late-2001 release, and will use the latest
and greatest, best and hrightest version of
Monolith's LithTech 2.0 engine. Though the
game is in the earliest stages of development,
we were excited to hear the designers' plans
for the game: a better sense of pacing, more
atmosphere (with a focus on scaring play-
ars), both brightly-lit and dark environments,
and a much greater level of detail. If the
detail we saw in some early character mod-
els is any indication of the final game, it
should be incredible—with different charac-
ter types readily recognizable at a distance,
thanks to 3D-modeled attachments like
gloves, ammo clips, and belts on Marines;
and an articulated (and most likely function-
al) targeting laser on the Predator. We don't
want to sound like hypesters, but this could be
the big breakout hit Monolith has been hoping
for. —Robert Coffey

Tchotch:ke [ch o’ch'k&}. Slang, from Yiddish: a .c'héap, shovﬁy trinket.

tion—the Alien face-hugger—has been reduced to a
lowly Beanie Baby. What's next, alien queen pinatas?
We're debating whether to gouge some collector on E-Bay,

'or to use it to wipe the lacquer out of our coffee mugs:
To save it from such fates, tell us in 100 words or less
why you want a soft, cuddly face-hugger and we'll
- send it to one lucky winner, while exposing your
- closet Beanie Baby obsession by putting your
plea in Letters. cgwletters@ziffdavis.com. No
office visits by costumed alien queens,
please. (That means you, Jeff.) :

Ala_s_, one of the creepiest monsters in all of science fic-

The GOOD...

WARGAMES
RESURGENT?

Two new wargames have caught

fire recently,
. SHOGUN and

COMBAT

MISSION,

both of

which are

finally giving

wargamers

realistic

combat

experiences in 3D (see the reviews
this month). SHOGUN debuted at #3
in the sales charts in the U.S., and
#1 in Great Britain. COMBAT
MISSION sold out in less than a
week, and it was only availahle
online. Here's hoping this success
augurs better times ahead for the
neglected wargamer.

The BAD...

LICENSED GAMES

Why spend a lot of money trying to
make a killer game when you can
spend fifty grand on a movie license
and move mountains of mediocre-
ware at WalMart? That's the ques-

tion a lot of

suits must

be asking,

hecause the

list of

licensed

games

keeps

growing:

BLAIR

WITCH, PLANET OF THE APES, OBI-
WAN, SOLDIER, EVIL DEAD, and now
HIGHLANDER. As if all the other
movie-based games didn't suck
enough...

and the UGLY

DIRTY

LAUN-

19134'

For tha

ugliest sto-

ries in the

gaming biz,

check out

the rumors

and mud-

slinging going on at fathabies.com.
Recent stories tell of mismanage-
ment and incompetence at EA and
German magazine publisher
Computec Media. The gory details
are enough to make any higwig
blanch—Bitch X would be proud.
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Can You Not See That | Am Serious?!

Croatia is the hirthplace of Serious Sam, the new darling of shooters

= m ® The heir to DOOM might just be from Croatia. That's
where a handful of guys have spent the last few years
programming a surprisingly good shooter—in between
stints in the Croatian army.

When Croleam released its SERIOUS SAM Technology
Test, they had modest expectations. “We hoped people
would like it. The reaction caught us unprepared,” says
Roman Ribaric, CEO of Croteam. What was initially “one
interview on GA-Source and a couple of posts on
BluesNews and VoodooExtreme” became two weeks of
nonstop press interviews and online posts raving about
the game.

How did this little tech Lest attract so many people?
Richard “levelord” Gray over at Ritual thinks "it's the
essence of the genre, an essence that seems to have been
lost amongst all the technology and hype of today's
games. It's simple and pure; it's efficient elegance in the
first-person shooter arena. It
reminds me of the original
DooM." Cliff Bleszinski at Epic
says, "It's fun stuff, no doubt!
There's something beautiful

SERIDUSLY MESSED UP A lot of people are
comparing the fast and furious gameplay in SERIOUS
SAM with DOOM. Pretty good for @ bunch of guys
coding in a warzone,

legitimizing 0.D.I. CEO

about unloading a hoomstick
into a monster and watching
the gun fly back as the mon-
ster is knocked flat on its ass.
These guys really get the issue
of 'feel’ when it comes to gun-
ning down monsters in an FPS.
The demo has buzz because of
this factor. It's just fun as hell
to shoot things in this absurd
title!"

With the fame that it has
garnered, publishers and
licensees predictably took

Mike Wilson hopes to
shape O.D.I as a sort of
“farm system” for up-
and-coming developers,
a minor league where
they can put out smaller,
shorter, but [un-packed
games before moving
on, as Wilson puts it, “to
creating their three-
year RPG."

It's a gaming Cinderella
story, where simple fun is
the champion. As

notice and started lining up.
Winner of the SERIOUS SAM sweepstakes? Gathering of
Developers and their new O.D.I. (On-Deck Interactive) line
of budget-priced games. While the technology and
resources 0.D.I. can provide is great for Croteam, this
move could be equally beneficial for G.0.D. by

Reality Check

CaW PC Gamer

£3

NFS: Porsche Unleashed
Starlancer

Messiah

Imperium Galactica Il
Tachyon: The Fringe
Star Trek Armada
NASCAR 2000

Gunship!

Ka-52 Team Alligator
Risk 1l

A
B
H
H
B
C
C
C
B
A

* indicates game has not been rated
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Levelord observes, “It's
very cool that the team is from Croatia. Here we are, with
all our mounds of money and power tools—and WHAM!—
along comes this terrific shooter from a country we
thought was still in the demise of civil and economic
unrest. Fantastic job, Croteam!”

NEED FOR
SPEED: PORSCHE UNLEASHED,
extending EA Sports’
excellent track record with
the series. There weren't any
real bombs this month, but
that may be due to the
gaming press playing softball
with games like MESSIAH.
Reality Check welcomes
Gamers.com to the spot
previously occupied by PC
Games, PC Accelerator, and
Incite. Hope you have better
luck.

Gamecenter



IFYOU GET BUSTED BY THE SHERIFF'S DEPARTMENT IN MESQUITE, TX, GET A GLIMPSE ATTHE LITTLE SILVER PLATES ONTHEIR SHOTGUNS BEFORE THEYTOSS
. YOU IN JAIL, YOU!MIGHT. READ THAT THEY WERE DONATED BY (0, TIRED. OF GETTING PULLED OVER INTHEIR FERMRIS 1D DONATED 53MGOTOTHE SHERIFFS

DEPARTMENT A FEWYEARS AGO, AND IT'S BEEN SMOOTH SAILING EVER SINCE.

The Latest Heaping Pile of Rumors, Innuendo, and Gossip

EEE Financially troubled Eidos is up for sale,
with EA rumored to be the new owner. Yes, the
$30 million Eidos poured into Ion Storm didn't
help, but the rumors of John Romero being
fired are wrong (or at least premature). Rumor

has it that Eidos did reject Romero's idea for a

massively

SUB SIM
RESURFACES

multiplayer
online RPG.
Industry
observers
speculate
that Ton
Storm's
expensive %
penthouse
offices will

| MECHWALKER 4 Is Aclivision
working on a game based on The
Empire Strikes Back?

SILENT HUNTER I
is under construc-
tion again, with a
new developer.

GATHERING. Players
will be able to trade
their virtual cards

be shut
down. [t was

online, and if they tire
of the online game, they will be able to

built for 100
people and 3 full teams, and they're down
to less than 30 people.

Now that Sony has purchased
EVERQUEST developer Verant
Interactive, the circle is complete.
Verant was spun off from Sony's 989
Studios during the development of
EVERQUEST, and now with the smashing suc-
cess of that game, Sony was all too happy to
lock up Verant's titles, including EVERQUEST 2,
STAR WARS ONLINE, and some other unan-
nounced projects. What this means is that
these games are controlled by Sony now, so
you can kiss any X-Box or Dolphin ports good-
bye. Verant is going to produce another
EVERQUEST expansion to tide fans over until
EVERQUEST 2 is ready for primetime.

Could Activision have grabbed a Star Wars
license? All [ know is, they've requested
footage of The Empire Strikes Back. It's possi-
ble that LucasArts, which is focusing on
making games based on Episode One and the
next movie, have licensed out the rights to one
or more of the older movies.

Hasbro Interactive and Wizards of the Coasl
have reportedly signed a developer to do yet
another online version of MAGIC: THE

Coming Attractions: EA.COM

Come September, gamers will get a glimpse of the
enormous implications of the Electronic Arts-AOL deal
sealed late last year. That's when EA's flagship online
sffort—ea.com—moves from heta-testing into the
general public.

How does AOL play in? Internet traffic, and tons of it.
Upon launch, the America Online games channel, cur-
rently one of the most populated gaming arenas on the
Internet, will be run exclusively by EA. This channel will

by Foghorn

Sneakhorn [l

swap their virtual card collection for a
duplicate collection of real Magic cards.

SILENT HUNTER II has resurfaced. Sim

fans will recall that SH II is heing

designed to work in conjunction with

S5I's DESTROYER COMMAND, so it makes
sense that both would be developed by the

same publisher, Ultimation,

Bethesda's sequel to DAGGERFALL,
MORROWIND, will ship with a full-featured
editor that allows players to create their own
adventures. The RPG scene may eventually
rival the shooter-mod community, with games
like NEVERWINTER NIGHTS, DUNGEON SIEGE,
and ARCANUM all coming with robust editors.

A lot of gamers are pointing fingers at
Irrational Games, blaming them for the demise
of Looking Glass. Irrational, the creative force
behind SYSTEM SHOCK 2, was working on a
new game for Looking Glass and dropped that
project to work on PS2 titles for Crave. This
allowed Microsoft to back out of their contract
with Looking Glass, which in turn led to
Looking Glass' financial problems. What never
surfaced, however, is that Irrational was
unhappy with the money they were getting
from Looking Glass. That's one of the chief rea-
sons they looked elsewhere.

serve the same content available through the Internet,
made AOL-friendly. Expect an assortment of card and
parlor games, featuring some brand-new titles, with
more core-oriented online games making their debut
later on this year. These will include unique, multiplayer,
browser-based experiences using existing EA products,
and some massively multiplayer efforts, including the
mysterious-sounding MAJESTIC. Watch for more details
next month. —George Jones
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9, 10, 15 Years Ago in CGW
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September 1985

From the trash heap of gaming his-
tory we bring you...

PRIDE AND

PREJUDICE: You §

are a young

waoman of the

Regency

Period. Your

goal is to marry

the best possi-

ble match and ™

avoid spinsterhood. One to six
players, with each player having
varied attributes—beauty, wit,
grace, etc. You attend parties,
spread gossip, and keep an eye out
far a wealthy bachelor.

10

September 1990

Interplay scored a major licensing
coup, securing the rights to the
hottest literary property for gaming
translation—J.R.R. Tolkien's Lord
of the Rings.

And they did a

pretty decent

job turning

Tolkien's

vision into

three role-

playing games.

Now, with the

film version of Lord of the Rings on
the haorizon, the time is right for yet
another crack at a Tolkien game,
Who's going to score the license?
We've got aur ears to the
ground....

September 1985

It was one of those awkwarid lech-
nological transition times in gam-
ing. We were moving from DOS o
Windows 85 and nothing seemed
to work right.

The lew true

Win95 games

that were out

were often

slow and

buggy. and get-

ting our ald

DOS games to

wark in the new environment was
a pain in the ass. Ugh. Good
riddance.
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Superfly's Johnson

W mmThe Laziest Men on Mars? No, no, no—more
like the Geniuses of the Universe, for it took
geniuses to find the glittering diamond hidden in
the lump of coal that is DAIKATANA. The mysteri-
ous Laziest Men pulled slabs of dialogue from the
game, rearranged it, and set it all to a funky beat,
The result? A tongue-in-cheek three-way sex romp
between the game's heroes that is easily the funni-
est thing on this planet. Ever. We got headaches
from laughing so hard.

How will the cash-poor Hiro and Supetfly pay
Mikiko for that pizza delivery? Check out this
month's CD and hear the genius of the Laziest Men
on Mars for yourself. —Robert Coffey

THE !HJ_I_I'STP_.HTTHHASHINB DFJQHH ROMERO'S DAIKATANA MUST BE BIIJI.IGHTD MAKE HiH PULLOUTTHDSE LUXURIOUS LOCKS. THE
EHT I.!.‘l' GAMERS, M_lSl! RE\’IEWS ONLYTHREEDFWLNGHMEFGSHNE SEE WGAMEHS.COWJUW?GHME REVIEWS&S

Julian Gollop

Is THE DREAMLAND CHRONICLES: FREEDOM RIDGE inspired by X-
com?

Yes, although DREAMLAND is just the latest development in the evo-
lution of Mythos Games' strategy games. X-COM was itself inspired
by our earlier titles such as LASER SQUAD and REBELSTAR.

What is the coolest thing about DREAMLAND?

There are so many cool things, but here’s one. | get a lot of smug
satisfaction blowing the head off an alien and playing soccer with
it—passing from soldier to soldier—and still being able to meet the
mission objectives.

The pausable real-time combat in X-COM APOCALYPSE worked well.
Why are you returning to turn-based combat with DREAMLAND?
Itis all to do with the feel of the game. DREAMLAND is set in a grim,
post-apocalyptic future where the human race is struggling for sur-
vival. With just a few soldiers, you have to succeed again and again
in every tactical situation. The intimate, tense atmosphere of
DREAMLAND can only be recreated with turn-based combat.
Additionally, the 3D system is far more useable because the player

can control characters from a third-person or first-person view, with-

out losing control of the situation.

I laughed out loud the first time | saw a cow being dissected by the
aliens in X-COM. What were the aliens doing?

That's a pretty good question, really. Cattle have been found
strangely mutilated with various bits of the anatomy removed, such
as the rectum [the aliens can have that part - MA] or a tongue.
Some have blamed the government, but really it is those bug-eyed
aliens who were just trying to figure out which parts of the cow to
eat. They obviously hadn't found a McDonalds.

Ever seen a UFO?

Yes, of course, but my memory was wiped after seeing it.

Are there any aliens in X-COM or DREAMLAND inspired by your
motherin-law?

The Englishman behind X-COM, MAGIC & MAYHEM, and the
upcoming DREAMLAND CHRONICLES speaks

Yes, the Ethereals. They turn up when least expected and they can
read your mind.

X-COM was responsible for more missing gaps in time than any
aliens could ever hope for. What made it special?

Difficult question. | think some of the random elements helped,
coupled with the interaction between the strategic and tactical lev-
els. We ended up with a game that | didn't know how to win—|
didn't know which were the best strategies or tactics, even though
| designed all the game’s systems. That is what makes a good
strategy game.

Do you still work with your brother at Mythos? What's that like?

| still work with Nick, and together we manage the company. Its okay
these days—| am used to the humiliation of been bullied by a
younger brother.

Last question. How come there were no bathrooms in the X-COM
bases?

There are outdoor facilities. This does, of course, compromise the
defenses of the base.

TR LVICCR TLIUM cow.gamespot.com « SEPTEMBER 2000 [V



The 1930sain’'t what they used to be.

America lies in pleces and air power is

king. It's a shoot-or-get-shot-down world.

You'll dogfight ruthless air pirates.

Rescue saucy pinups. Dodge flak from
dicey femmes fatales. And mix it up with
other aces online. But remember, one thing -

still holds true—don't get mad, get even T

www.microsoft.com/games/crimsonskies
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JENNY ATKIN HAS RESIGNED AS EDITOR-IN-CHIEF AT COMPUTER _G_@m_fs__m_a_gz:_u_e
COMPUTE, 15 MOVING ONTO A HANDHELD PDA MAGAZINE, A PERFECT FIT FOR A

Team Fortress 2 Update

New TF1.5 skins show where Valve is headed

m @ m With little news coming out of Valve about its highly is to create a sense of being part of a war through an

anticipated TF2—and with rumors circulating that the extended campaign. Bernier says the scenarios are being

engine was once again being retooled—we asked Valve's built around that level of complexity.

senior software engineer, Yahn Bernier, to tell us where “TF2 will have hoth extended scenarios and single-map

things are going. He didn't comment on the engine, but he scenarios,” he says. "It will have multiple map

did say "TF2 will be a lot better looking than what we've campaigns/scenarios where the results of one are relevant

shown up until now. We will have the ability to put players in the next. |Our new] Valve Player Persistence (VPP) ...

into a wider range of environments than what we've shown allows for more of the [eel of a massively multiplayer RPG."

in the past.” TF1.5 will he out later this summer to ticde us over until
Those familiar with the project know that the goal of TF2 TF2's arrival next spring.

The new character skins coming for TF1.5 show off much higher polygon counts. Valve will be rolling out several new models at the end of summer, including female characters.
These are the skins for the Medic, Heavy Weapons Guy, and the Soldier.

No One Lives Forever

I M Here's an idea whosa time has come: a cheeky mix of Austin Powers and James Bond in
a 'B0s-era spy thriller laced with bits of THIEF and HALF-LIFE. Shaken, of course,..nat stirred.

Under development at Monolith
creators of the critically acelaimed SHOGO Lo | T ; x
— NO ONE LIVES FOREVER isthe first game o - ﬂﬂ"%'.:’g:, |
to boast the developer's new Lithtech 2.0 S o 3 ,' B »gll i
engine. As a result, NOLF boasts planty of srim “ - B S
technological advancements stich as @ ey
reactive difficulty level that adjusts to your
playing style.

The Lith engine can also support smooth
transitions from indoor ta outdaor enviran-
ments. Monolith is exploiting this by setting
the game in exotic locations all over the
world, from the Alps to the Carribean,
Northern Africa; and outer space, Some of the scanes are pratty wild, as when the main character
Cale Archer gets thrown out of a plana and has to kill a guy and take his patachuta bafore
becoming a lawn dart:

NOLF's storyline serves up plenty of spy genre mainstays, including an international counter-
terrorist group, UNITY, pitted against an international terrorist group, HARM; and & lead character ! : T bt o
who totes around a bevy of cool “padgets” But at least the game won't be a run-of-the-mill ! LA thm s
shooter. The game's producer, Chris Miller, puts it this way: “The gama is very much a first- S e :
person-action-strategy title” Look for NOLF later this Fall. — William O'Neal

au SEPTEMBER 2000 = cgw.gamespol.com QALEIMEETUILEE LI
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We know that game developers tend to use dartboards when determining release dates, so we

broke out with aven bigger dartboards for the Pipeline. Sometimes, we'll nail the release down
to the month; other times we!'ll give the developers some breathing room by using a 'general
season. Also, we'll highlight some of the more notable releases and pass some preliminary
judgement on them before the real reviews are written. Lastly, if you're a publisher, make sure

you tell us where your darts have been hitting so that we're not completely blind, okay? Send
notices to: cawpipeline@zd, com

R 02k e (CEWIND DALE WARLORDS: it
SO Pandemic's DARK Q Sure, it's competing BATTLECRY d S
GO ReiGN was a solid s | against DIABLO I, but The team behind g
E - hutunderrated - | '/} o ¢ & | this is authentic, old- - the great ik e )
: E game. Now, they //'. SR school D&D; it all i Ty WARLORDS games |\ ‘f Ll By
ol meld the proven - ahout tactical combat 2 i is behind this, e e
4 design/playability with a new slick-looking 30 | and dungeon-exploring. but this isn’t WARLORDS IV. It's an interesting
_ ti engine. Maybe more gamers will It'll give D&D fans a chance to explore the Spine:0f The ' little mix with elements of HEROES OF
LW pay attention, and make up for World, and feel like they're in one of those R.A. MIGHT & MAGIC, FANTASY BENERAL, and @70
the lackluster sales of their Salvatore novels, even DiABLO. Will it all come together?
previous: titles, We!'ll see. =
THEY SAY WE SAY THEY SAY WE SAY
4. x 4 Evolution 6.0.0. . Spring 2001 . Summer 2001 ' Lonse Cannon Microsoft Winter 2000 Winter 2000
Age Of Empires II: The Conguerors Microsoft . Summer 2000~ Fall 2000 Magic & Mayhem 2: The Art Of Magic Belhesda Spring 2001 Spring 2001
American McGee's Alice EA .~ Winter2000 . Dec. 2000 Max Payne 6.0.0. i _Winter 2000 February 2001
Anachronox Eidos Summer 2000 Sept. 2000 . MechCommander 2 Microsaft: = . Spring 2001 .. Summer 2001
Arcanum Siefra- -~ Lo Summer 21 Summer 2000 ' MechWarrior 4 Microsoft Fall 2000 Winter 2000
B-17 Flying Fortress Hasbn = ‘Fall 2_§I_II!I_]__;___ Fall 2000 Metal Bear Solid PC Microsoft. Fall 2000 Fall 2000
Baldur's Gate Il Interplay . Summer2000 Sept.2000 _ (GggEpMotor City OnlineEA  Winter 2000 2272 -
' Battle Isle: The Andosia War Blos Byle: . October 2000 October 2000  Neverwinter Nights Inferplay April 2001 Summer 2001
Battle Of Britain Rowan ___'_I_r‘_u_lt_qgg[ 2000 Winter 2000 No One Lives Forever Fox Winter 2000 Dec. 2000
Battle Realms Crave _ Summer2001  Summer 2001  Oni Bungle Summer 2000 Fall 2000
Black & White EA Summer2000 Fall2000 _  Pool Of Radiance I S8 Winter. 2000 Winter 2000
Blair Witch Project(s) G.0.0. | Winter 2000 Spring 2001 Prastorians Eidos Spring 2001 March 2001
Civiization: Call To Power 2 Activision ___Fall 2000 Octaber 2000 Reach for the Stars Niatie Summer 2000 Fall 2000
Clive Barker's Undying EA Winter 2000 HNov. 2000 INew'  Repuhlic: The Revolution Eidos Winter 2000 ~  Spring 2001
Close Combat: Utah Beach Maltel . Winler2000 . Winter 2000  Red Faction THO Spring 2001  Spring 2001
Combat Right Simulator 2 Mivrosolt =~ Winter 2000 _ Winter 2000 Return To Wollenstein Activisi - Novemher 2000 Nov. 2000
Comanche vs. Hokum Empira __ Spring 2000  Summer2000 (UEgH RuneB00. _ Fall 2000 Nov. 2000
Command & Conquer: Red Alert 2 Westwood W Nov. 2000 Sanlty Monolith Summer 2000 Fall 2000
- Winter 2000  ‘New' ' Sea Oogs Belh Winter 2000 Winter 2000
S50 . Nov.2000 Settlers IV Blus Byle __November 2000 Nov. 2000
Conguest: Frontier Wars Microseft = Fall2000  Fall 2000 Sid Meier's Civilization I Hastim Summer 2001 Fall 2001
Crimsan Skies Microsoit Summer 2000 Sept, 2000 Sid Maler's Dinosaur! Electronic Arls Winter 2001 Winter 2001
Destroyer Command Mattel Winter 2000 Winter 2000 ' Sigma Microsolt g . Summer2001  Fall 2001
w Dragon's Lair 30 Blue Byte - Spring2001 - April 2001 ' Silent Hunter Il S51 Winter 2000 Summer 2001
Dreamland Chronicles: Freedom Ridge Belhesda  Spring 2001 Spring 2001 SimMars EA Fall 2000 Spring 2001
Duke Nukem Forever 30 Realins " WhoMKnows?.  Dec.2000 | SimsvlileEA Spring 2001 Spring 2001
" Dungeon Siege Microsoit . Fall 2000 ~ Fall 2000 Sovereign Sony Online Fall 2000 Winter 2000
“EchelonBelbesds  Winter2000 Winter 2000 Squad Leader Hashra Winter 2000 Winter 2000
Elder Scrolls: Marrowind Bethesda = Winter 2001 Winter 2001  (Edima iar Trok Doop Siacs 9: Tha Fallen Sion & Schestec  Sepl. 2000 Sept. 2000
Empire Earth Sierra . Spring 2001 Summer 2001 - Star Trek Voyager: Eiite Force Aclivision - Sept. 2000 Sept. 2000
Escape From Monkey Island lucasArls ~  Fall2000 ~ ~  Winter 211!!_9_' Startopia Eidos Winter 2000 Nov. 2000
Evil Dead: Hail To The King THD _ _ Fali2000  Fall2000  Star Wars Episode I: Obi-Wan Lucasiris Fall 2000 Winter 2000
Fiy! 1 60D, Winter 2000 Spring 2001 Sudden Strike COV : Fall 2000 Sept. 2000
Freelancer Microsoft Winter 2000 Spring 2001 Summanear THO Fall2000 - Fall 2000
Giants: Citizen Kahuto Interplay _ Winter 2000 Winter 2000 = (Edis» Team Foriress 2 Sierma Summer 2000 Fall 2001
Halo Bungie  Winter2000 January 2001 . The World Is Not Enough EA Fall2000  Fall 2000
Harpoon 4 Hasho Winter 2000 | Winter 2000 - Throne Of Darkness Sierra Summer 2000 Winter 2000
Heavy Metal FAKK. 2600,  ~ ~ Summer 2000 Fall 2000 Tribes 2 Sietra Summer. 2000 Fall 2000
Hitman: Coded7Edos  Summer2000  Sept.2000  TropicoG0D. Spring 2001 Spring 2001
Homeworld: Cataclysm Slerra _Summer2000 Sept. 2000 WarCraft 11| Blizzand Spring 2001 Summer 2001
IHRA Orag Racing Belhesda -~ Fall 2000 _Fall 2000 Warlords IV Matiel ___ Spring 2001 __Spring 2001
I'm Boing In Eidos ~ Fall2000 = October 2000  Waterloo Breakaway Games Winter 2000 Winter 2000
Kingdom Under Fire 6.0.0. Summer 2000 Fall 2000 Wizards & Warriors Aclivisi Winter 2000 Winter 2000
Legends Of Might & Magic 300 Winter. 2000 Winter 2000 ~ Zaus: Master 01 Olympus Sisia ~ Fall 2000 Sept. 2000
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"It's the perfect real-time strategy game...one of .
the most important new RTS games in a long time.” .

- Gamecenter.com =~

"..it's the perfect title for jaded RTS fans

that need.a breath of fresh air!” T
- = PCIGN.com

Rating: 84 out of 10

"..00zes innovative ideas and gamplay.. "+
gamers will appreciate this rare treat

- Games Domain
e Rating: Silver Medal



N 1"'q]astg.r isa fascmatmg and fun romp
['of originality...”

- CGW

Rating: Four Stars

'If Majesty helps set a trend, then 2000 might
2o down in history as the  year in which
gaming changed forever.”

- Gamespot.com
Rating: 8.8 out of 10

o T
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maAjEsSTYQUESsT.com

Rule new territories
with Majesty’s Northern
Expansion pack!

(3 viiusiy AECDOPROSE.

ERRR | W eremonr.cou www.mlcroprose.com

2000 Hasbro-nteractive, Inc. All Rights Reserved. Majesty is a trademark of vacl!m Studios, Inc.
Cyberlore is a registered trademark of Cyberlore Studios. Inc. All Righls Reser




he early summer doldrums of gaming have struck th

CGW Top 40, and struck hard. This month's list i

about as exciting as watching algae bloom in an abar
doned kiddie-pool, with nary a new game to stir the stagnan
waters. Thank the thunder god for the late-summer storm @
games that are sure to stir things up. On the ballot for ne»
month: SHOGUN, DEUS EX, COMBAT MISSION, DIABLO ¢
Half-Life Havas
Age of Empires I1: Age of Kings Microsoft
Baldur's Gate Interplay
Unreal Tournament Epic/GT
StarCraft: Brood War Havas
The Sims Electronic Arts
Homeworld Havas
Rainhow Six: Rogue Spear Red Storm ...
Quake 111 Arena Activision
Half-Life: Opposing Force Havas
Planescape: Torment Interplay
Sid Meier's Alpha Centauri Firaxis ........
Heroes of Might & Magic 111 3D0
Thief: The Dark Project Eidos
Final Fantasy VII Eidos
System Shock 2 Electronic Arts
Faliout 2 Interplay
Grim Fandango LucasArs
SimCity 3000 Electronic Arts
Command & Conguer: Tiberian Sun Electronic Arts...........
Final Fantasy VIl Eidos
Roller Coaster Tycoon Hasbro
Baldur's Gate: Tales of the Sword Coast Interplay
Need for Speed: Porsche Unleashed Electronic Arts ........4.
Freespace 2 Inlerplay
MechWarrior 3 Hashro
Thief 2 Eidos
Soldier of Fortune Activision
Age of Empires: Rise of Rome Microsoft
Worms Armageddon Hasbro
Dungeon Keeper Il Electronic Arts
EverQuest Sony
FIFA 2000 Electronic Arts
Total Annihilation: Core Contingency Cavedog ... ;
Nox Westwood Studios
NHL 2000 Electronic Arts
Railroad Tycoon 11 G.0.D
Civilization: Call to Power AClVISion ... i
Heroes Ill: Armageddon’s Blade 300 ... i
Jagged Alliance 2 TalonSoft

NEW POLLING PLACE!

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

MDK 2, and more. Log on and vote!

Top Action Games

Half-Life Havas
Unreal Tournament Epic/ GT

Rainbow Six: Rogue Spear Red Stom ..
Quake 1 Arena id/Activision
Half-Life: Opposing Force Havas
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Top Adventure/RPG Games
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Baldur's Gate Interplay
Planescape: Torment INemlay. ...
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Final Fantasy VII Eidos
System Shock 2 EIBCronic ATLS ..emsmsmmmmmmmmmndbe
Fallout 2 |nterplay .,
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Top Simulations Games
WM oo/ publisher
Freespace 2 Interplay
MechWarrior 3 Hashro
Falcon 4.0 Hasbro
Waorld War 11 Fighters Electronic ArtS ... e
European Air War Hasbro
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Top Sporis/Racing Games

[+ ]
o

Cad
P

Need For Speed: Porsche Unleashed Electronic Arts ....4.5
FIFA 2000 EA Sports 4.5
NHL 2000 EA Sports 35
NBA Live 2000 EA Sports 5
Midtown Madness Microsoit 4
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Top Strategy/War Games
wiis MO £/ Bublishar
Age of Empires I1: Age of Kings Microsoft
StarCraft: Brood War Havas ...,
The Sims Maxis
Homewarld Havas....

g
==}

Sid Meier's Alpha Centauri Firaxis
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CIIJILIZFITI(]N IS NEAR COLLAPSE

“AN-ANCIENT CONSPIBACY IS EMEBGIN
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PREVIEW

We play the only team shooter sure to ship this
year—and it rocks faYAR{sle=lyl )izl

ith all the new features and game

types, TRIBES 2 has one definite,

rock-solid carryover from its
predecessor— it's a ton of fun to play.

A CGW squad recently engaged in an exclusive playtest of this massively multi-
player team shooter, and came away very impressed with what we saw. The game-
worlds are enormous and beautifully rendered, running the gamut from icy mountain
ranges complete with gently falling snow, to lush islands surrounded with water you
can use to your tactical advantage. The game will ship with a slew of new games,
including the one we played, Flag Hunters. A combination of CTF and Deathmatch,
Flag Hunters is a frenzied, every-chump-for-himself contest where slain enemies
cough up a flag you can grab and carry to a Nexus to score points. Once we were
done with Flag Hunters, we dished out some punishment in a quick deathmatch
because, well, just because we could.

We could write a couple thousand words about how cool we think this game will
be, or we could let the game speak for itself. Check out the action in these screen-
shots from some of our games, and we het you'll start counting the days until TRIBES
2 ships.

The first thing that hits you is how huge the worlds are...

...and how beautiful, too. With three layers of sky textures and immense peaks and valleys, you'll need
to use the vehicles in the pame just to get around...

GENRE: Multiplayer Acti
_RELEASE DATE:

PUBLISHER: Sierra Studios « DEVELOPER: Dynamix
CONTACT: www.lribes2.com

...and to engage in vehicular duels. The vehicles
have been engineered lo be easier and more fun
fo pilot than the flying transports in the first

TRIRES.

= g

Vehicular fun in TRIBES 2 is best expressed as
vehicular manslaughter — grabbing a ton of air
and landing on some hapless enemy schmuck...

...or doglighting in the new air vehicles. As
intense as combat was in the first game, the
addition of vehicles ensures that TRIBES 2
conflict will be even faster — and from all sides.




With the new rocket launcher, that's how. Designed for
ground-to-air defense, you'll simply need to hold your
aim o lock on a target. Fire your rocket. ..

In Flag Hunter games, it's every man for himself.

As you grab flags fram your slain
opponents, you'll have to jump-jet
and run back to the Nexus, avoid-
ing enemy fire...

...and laying wasle to
those foolhardy enough to
stand in your way,

PREVIEW

...and watch it swoop after your

contrail-spewing victim.

Eventually it'll cateh up, and...

AUTTHARTUTU TR TLIUN cow.gamespot.com « SEPTEMBER 2000 1)

Boom! Pilot and plane explode
and come crashing down to earih.

0f course, another strategy
is simply o stay in the
Nexus like this guy, and
ambush returning combat-
ants. stealing their flags
Tor yoursell.



PREVIEW TRIBES 2

The gameworld environments
are tied to the separate tribes,
leading to widespread conflict.

You'll have to
| dodge explo-
sive disc fire
in lush tropi-
cal worlds...

o Jump-jet down on
unsuspecting victims in
sandy island worlds...

...pursue enemy flag-
carriers across coastal
heaches...

...and face-off with hos-
tile forces on harren

-, worlds, carpeted in slick

ice and fallen snow.

SEPTEMBER 2000 » cgw.gamespot.com EYUEIMLEAT LRI ETY ]

Along with new

weapons comes some
new technology...

For a nifty surprise attack, stand knee-deep in
some waler...

_ i

L..wait for an unsnspalinu uﬁpnnanl to “
appear...

AN

...1hen activate the new Cloaking device to
quickly fade from view.

@ New Things

You'll Love in
TRIBES 2

1. ONLINE VOICE
SUPPORT with sepa-
rate channels for
offensive and defen-
sive team members, as
well as for individual
vehicles,

2. NEW WEAPONS,
Including a locking

" anti-air rocket launcher

and a melee weapon,
the Shocklance, which
will inflict about 20%
damage in a frontal
attack; but which is
instantly lethal when
"backstabbing!"

3. NEW VEHICLES
Including a 4-wheel
scout ATV, a bomber
with individual stations
for team members, and
an assault vehicle that
allows gunners to
choose which turret to
deplay.

4. MOBILE BASES
allow you to set up
remote inventory sta-
tions deep in the bat-
tiefield, even within
anemy territory.
Whether or not you
can respawn here has
not been decided,

5. A REVAMPED,
TRANSPARENT
HUD eliminates the
need to toggle
between command
screens and the
battlefield, allowing
you to stay focused on
the action.



Dare to go where no real-time su-ale_ﬁr-m has gone hefore -
= ' i

» Features three distinct civilizations to play. = A dynamic underwater environment with 5 depth/elevation levels,

= Innovative unit classes and structures, * Multiplayer action with up to 24 players.

Distributed
Developed By Exclusively By r EVERYONE

Strategy First
www.strategyfirst.com

ELLIPSE Play jton

b Windows® B5/98/2000
PC GO-HOM



Ever felt like the whole world was against you?
You're about to experience déja vu.

As if Mother Nature wasn’t enough to deal with,
now the number competitors you must climb over

to get to the top just increased by a few millian.
Introducing 4x4 Evolution, the first game with
internet connectivity for heavy-duty off-road
competitions between Sega Dreamcast, PC, and
Mac users simultaneously. The world is far from
a level playing field.

Thets scrdeis overl Laken frovm

ALL THE TOP SUVS AND TRUCKS FROM LEADING MANUFACTURERS TO CUSTOMIZE » 16 MERCILESS OFF-ROAD COURSES, EACH WITH THEIR OWN ACTIVE ENVIRONMENT, MUSIC SCOR
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PREVIEW

Umbbs Diplamacy | Optans

A

DIPLOMATIC
IMMUNITY
New to GALL TO POWER 2: border
tisputes. The game map displays
nation borders. Cross into your
opponent's territory, and you'll
et embroiled in a diplomatic

| snarl. Be careful-failure to move
MATOR your units oul of enemy territory
could cost you.

TR
s T

all 1o Power 2

World conquest gets even more civilized JaYEElelye/Rilelg=s;

novels, space living doesn't work out too

well in computer games. At least not in last
year's CALL TO POWER. Realizing this—and striving to provide
a more consistently enjoyable game—Activision immediately
scratched space living from the game when they began hatch-
ing plans for the sequel.

That was just the beginning of the overhaul. While CALL
TO POWER 2 will play in a similar fashion to the original, the
game's designers—who are acutely aware of and motivated
by ALPHA CENTAURI's critical success—are not playing the
timid sequel game, but are overhauling almost every aspect
of the original best-selling design.

A good idea in real life and in science fiction

The Blame Game

In CALL TO POWER 2, Activision aims to capture a truer
form of diplomacy than any other game—extended, back-
and-forth negotiations with multiple possible outcomes. The
ultimate goal is to create a dialogue that more closely
resembles a conversation than a series of menu selections.

Accomplishing this won't be easy. The most important
aspect of CALL TO POWER 2's revamped diplomacy model is
that it puts forth many more choices and options for
diplomatic maneuvering. You'll be able to select the tone with
which you address your rivals (friendly, condescending, or
hostile), and the huge range of demands and requests give
you a wider range of bargaining room. In addition to the usual
cease-fires and peace treaties, wannabe Kissingers will also
be able to request nuclear/biological weapons reductions and
a slew of other options. Wannabe Napoleons can barter for
entire cities.

If balanced properly, going back and forth with the varous

mﬂmm TR L TTTTICIEE CoMPUTER GAMING WORLD

world leaders will [T

be a blast. It GENRE: Stralegyy =
might start sim- RELEASE DATE: October 2000
ply...the Russian PUBLISHER: Activision

leader might
demand that you
give him the Gunpowder advance. You might reply that you'll
give him Gunpowder, but only if he gives you the Writing
advance plus 100 gold. The Russian leader might then reply
that this i1s unacceptable, and you'd go on from there.
Hopefully, we'll see the kind of escalating, high-stakes, diplo-
matic tension that the gaming industry hasn't experienced
since Chris Crawford's 1986 geo-political masterpiece,
BALANCE OF POWER.

CONTACT: www.activision.com

Finally...Scenarios

In previous versions of CIVILIZATION, you could never fully
trust your allies; since only one person could win the game, a
knife in the back was inevitahle. CALL TO POWER 2, however,
will allow for allied victories, potentially creating some unique
dynamics. But this also raises some cuestions. When you are
allied with computer-controlled forces, will the most powerful
commander be in charge? Will you be able to combine forces
to coordinate your strategy? And how will the computer
manage in such a complex environment? Activision needs to
make sure they play-balance this innovative aspect of the
game to the max.

The diplomatic and allied victories should allow the game's
other big addition—individual scenarios—to flourish. Imagine
playing the English in a WWII scenario, where the goal is not
to dominate everyone, but simply to survive, Or a Cold War
map that emphasizes checking the advance of communism or



capitalism. The possibilities are endless...and appealing.
Thankfully, Activision will be including a scenario editor with
the game.

Choose Your Own Adventure

In place of the space- and science-oriented end story of the
original game, CALL TO POWER 2 will feature several different
opportunities for victory. You'll still be able to win the game
with science and research; you'll also be ahle to win via
economic or diplomatic means.

Since ocean living—an under-utilized aspect of the original
game—is replacing space as the end-of-game frontier, expect
one of the game’s endings to revolve around the sea. Here's
hoping that Activision doesn't find itself regretting their
emphasis on aquatic living. On paper, it sounds compelling,
but like last year's outer-space setling, it's still an extra
dimension of gameplay and units to get used to.

As always, you'll be able to win the game the good old-fash-
ioned way—via brute force. Through the use of a nifty army
manager, you'll be able to create and align your forces much
more easily. The game's new click-drop, right-click interface
will greatly aid the movement of your armies.

Da Mayor

Gamers accustomed to the tedium of micro-managing
cities—and the resources they harvest—will appreciate
Activision’s decision to eliminate the concept of workers.
Instead of moving your workers around the finite number of
surrounding terrain tiles, each city in CALL TO POWER 2 will
have a sphere of influence. Depending on the size of a city, a
certamn percentage of every tile that falls into this area gets
harvested.

As a city grows in size, the sphere of influence will grow.
The spheres start off small, with eight or so tiles at the hegin-
ning, but gigantic cities will likely have spheres of influence
extending to 48 tiles.

Specialists will still be available to help give that extra boost
to a city's productivity, and Mayors—the game’s urban

CALL TO ARMS! The game's army manager and improved interface should streamline
matters of war. Graphically similar, CALL T0 POWER 2 will give you a slightly different

angle on the action than last year's version.
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autopilot—can handle city development and management all
on their own. Mayors can be turned on or off at will, and you
can even specify goals for the Al so that it will focus its
efforts on population growth, production, or gold.

Plus Other Features, Like...

...the Cyber Attorney and the Moray Striker. New New Features
urban advances like the VR Amusement Park and the in GALL TO
Cornucopia Vats (which replace the Beef Vats). New POWER 2

Wonders like the Empire State Building (which

improves diplomatic relations) or the Appian 1) ALLIED

Way (which eliminates unhappiness). Stealth VICTORIES Trusting

units' ability to see all other stealth units. an opponent is

Easier, more comprehensible trading. easier when you can
Activision is serious about the CALL TO bath win.

POWER franchise, which, interestingly enough,
was the best-selling turn-based strategy game

2) SCENARIOS
Finally, strategy game

on the market last year, according to PC Data's story-telling.
numbers. This is probably due to the more 3) MULTIPLE
mainstream appeal of a real-world-based game,  ENDINGS Scientific,

versus some fairly in-depth science fiction.

It's important for Activision to make sure they
get CALL TO POWER 2 out by their October
goal. Otherwise, they're going to be going

political, economic,
and military victory
conditions will make
the end-game more

head-to-head with two Sid Meier turn- interesting.
based juggernauts: DINOSAURS and 4) FEATS OF
CIVILIZATION IIL. WONDER Discover

Then again, given the original game's sales,
maybe they're not so worried after all. ({q7]

the highest mountain,
or a new continent,
and your nation gets a
boost In morale or

The Numbers game units sold productivity,
Racket 1. CIVILIZATION: CALL TO POWER 293,046 5) ARMY
Turn-Based Strategy 2 ALPHA CENTAURI 281,115 MANAGER Invaluable
Game Sales 3. HEROES OF MIGHT AND MAGIC Il 185,563 during extended
(Source: PC Data) 4, CIVILIZATION 2 Gold 171,495 “polica actlons!”
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Thor and Odin are alive and well, and living in an
W\==IRe <l by Thomas L. McDonald

uge men wielding huge swords and warham-
mers as they fight giants, dwarves, and gods
]ust seems like a natural fit for an action

game. Marry the concept to a heavily-modified version of the
UNREAL engine, give it to people who worked on HERETIC 11,
and you really can't miss.

RUNE, the debut title from Human Head Studios, mines the
rich source maternal of Nordic myth and legend. You play as
Rangar, a young warrior growing to

manhoeod in a Viking
village. Carnack, an
evil warlord and fol-
lower of Loki, is
behind a series of
1aids that have deci-
mated other villages.
After he kills your

self sucked down a
whirlpool into the

BEASTS OF VALHALLA
Human Head is drawing heavily
on Norse myth to populate the
world of AUNE with gads and

manstars.

Viking underworld. You must
make your way through the
land of the dead, the Goblin
lands, the city of the Dark
Vikings, the lands of dwarves
and giants, and beyond in
order to wreak your revenge.
Gameplay is a mix of com-

Mi'mmm 2000 = cpw.gamespot.com S EIRES WAL I 11180

father, you find your-

plex combat and puzzles, all from a third-person perspective.
Control is simple—one key for attack, one key for defense—but
the permutations can be quite complex, Moving as you strike
will create different types of attack; for instance, moving for-
ward will result in a full-bodied slash while moving backwards
yields an upward thrust. You can create combination attacks,
but you'll have to properly time your follow-through. Combat
encounters are sensitive Lo maneuver and position, so you'll
need to move around and look for weak points. Well-placed
attacks can take off a head or an arm, which can then be
scooped up and used as a weapon. Eighteen basic weapons—
plus some special weapons found later on—yield over 400
combat-specific animations.

Weapons are divided into Bashing, Axe, and Sword cate-
gories. Each weapon has different ratings for damage inflicted,
speed of attack, follow-through, and so on, so some may he
more suited to fast combinations than others. So far, the giant
axe and giant broadsword are hoth in place and mightily
impressive in terms of sheer size and animation detail. Each
weapon also has a special "rune power," giving it an added
attack value for limited amounts of time. These range from
vampire attacks that drain health from a target, to one which
turns foes to friends.

A final factor affecting combat will be a “bloodlust” rating. As
Ragnar kills, his fury grows until he finally explodes in a near-
unstoppable berserk rage. Balanced with the emphasis on posi-
tion and timing, it adds up to a unique combat experience with
a much different dynamic than the usual hackfest where the
person with the fastest mouse clicking wins.

Human Head has scqueezed even more eye-popping tricks out
of the UNREAL engine, including projected shadows and models
that dynamically scale to ensure the best frame-rates. The
biggest addition is a Skeletal Deformation and Dynamics system
that employs full hierarchical skeletons and meshes. “The
skeletal system not only allows us to have many more animations
in memory,” says Lead Programmer Paul MacArthur, "but also
allows us to attach ohjects arbitrarily to any model, detect colli-
sions of abjects with specific hody parts, turn the head and body
to look at things in the game dynamically, and do rigid body
dynamics." The result is an engine that is to UNREAL what
HALF-LIFE was to QUAKE 1. {27
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- Actual PC Game Screens

AN UNBORN EVIL THREATENS TO DESTROY THE UNIVERSE
Eater the Psycho Circus and transform yourself into thn. powerful KISS Elders from
Todd McFarlane's comic book. Wield a deadly arsenal of weapons to slay the endless

hordes of the vile Nightmare Child. Bartle through the four hellish elemenrtal realms e LITHTECH

face the demon seed itself in the final Nightmare Realm. TgT THE ONSLAUGHT BEGIN...
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Visit SPAWN.COM for more information on the KISS Psycho Circus comic book and action figures. » R
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“A wildly original game world, and some
of the most frenetic action seen to date.”

—NextGen Magazine, February 2000
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And they might give strategy
games a swift kick in the ass

1 or years now, the battle hymn of the strategy game has been sung with just two
B ""“hotes, both in the key of C. The hulk of strategy games were either variations on
" B the turn-based world-building of CIVILIZATION, or subtle spins on the real-time
e {--éworld-hashing of COMMAND & CONQUER. Just as this duotone drone was lulling us to
| = sleep, along come five new strategy games, from five veteran designers, all with radi-
cally new. themes, original gameplay riffs, and—believe it or not—emotional depth.
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Lionhead Studios creates a god game...in the
truest sense imaginable. by George Jones

COVER STORY

Developer: Lionhead Studios
Publisher: Electronic Arts

e o ( Wmm Out of tragedy, faith is born.

n“i{i“a” Peter Molynesux . Two parents stand on a sandy beach, watching their child swimming. Out of nowhere, a

;’::'E';;:ﬁ:;ﬁg;:: s gigantic whale surfaces and swallows the child. Distraught, the parents do what human

What's the Big Idea? ‘BLACK 200 WHTE is tone: beings have done for tens of thousands of years: They pray. They pray for divine intervention.
al my previous game et They pray for God's help.

; To the amazement of the hereaved parents, their prayers get answered in the largest
possible way. You get sucked through the cosmos and appear before them. They realize their
child is gone, but bask in the knowledge that someone or something heard their prayers. And
their people now have a god to watch over them.

You know nothing more than what's obvious: You are these people's newfound god. Your
g - T sudden appearance gives rise to some introspective curiosity, Where or

ND ON THE SEVENTH DAY 2 | what were you before the desperate parents' prayers were answered? And
The diurnal eycle runs in 20 minute e who, exactly, answered their prayers? Do you owe your very existence to
intarvals. The seasonial cycles, and the X ' these people? Or were you an out-of-work deity hanging out in some sort of
way your territory looks, depend largely™ 4 L cosmic god-lounge waiting for your number to be called?
on your godly methods. Cruel gods will 7 L ; i : : .
witness dark, distorted landscapes and s Get used to the questions. Right from this heart-tugging intro, BLACK
exiended winters, il 25 AND WHITE—an evocative god game in the truest sense of the word—

| i f makes you wonder, think, and... feel.

HRules of the Universe

Amazingly, Peter Molyneaux's design document puts forth just three

simple rules:

1. Belief is everything. If nothing believes in you, you are powerless.

2. In the arcas where there is belief in you, you can interact with things. In
areas where there is none, you can do nothing.

3. Your creature will assist you in playing the game.

These rules provide the groundwork for Lionhead Studios’ most critical
and daunting task: transforming and merging BLACK AND WHITE the
concept into BLACK AND WHITE the game.

They also exemplify the game's open ambition to be both an experience and a game. More
rules would equal more constraints, contrary to BLACK AND WHITE'S goal of allowing the
player to play the game at their own pace, and in their own way.

Computer games typically exist on two planes—the (usually
traditional) gameplay itself; and an accompanying story that gets
you from level to level. Or battle to battle. The tricky part for the
extremely talented Lionhead Studios team has been coming up
with ways to keep the player motivated, involved, and directed—
withoul creating too much structure.

BLACK AND WHITE intricately connects plot and gameplay. The
story, which unfolds over five different chapters, is a majestic,
quasi-biblical tale that involves multiple peoples, other more
powerful gods, and decision-making. Plot and gameplay are
tightly and ingeniously woven together through the game's
primary play structures, Challenges and Quests.

IT.TAKES A VILLAGE Each of your followers Divine Intervention

has a name and specific desires; Your goal - = 5 ; x R i
impressing them with your godliness - canbe Initially, the Challenges—all of which are optional—are simple. To begin with, you'll have to
accomplished thraugh a variety of methods. help your newly-inherited villagers construct your temple by uprooting trees and placing them

Satisfy their needs, uproot trees; of randomly near the construction site (be careful not to crush the villagers when you drop the trees!).
smite the innocent.
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\ MONSTER ISLAND Initially, you choose between three

different creatures. As the game goes on, however, you may be

Challenges are activated by villagers' prayers, an extremely effective, able to switch to new ones. Creatures reflect their master's
often emotionally-provocative method for pulling you into BLACK AND divine methods, both in acts and in appearances.

WHITE. It's the perfect way to present the player with gaming tasks without
spoiling the fiction of the game. Even more importantly, the villagers'
prayers create some awe-inspiring moments that should effectively cast you
in the role of god. In-engine, letter-boxed cut-scenes and an engaging,
moody score further enhance this effect.

How you resolve the various challenges is up to you. At one point, a
mother prays to you to help find her lost little boy. Assuming he's within
your sphere of influence, you can simply pick him up with your hand and
move him home. Or, you can pick up his sister and move her to his location,
where she'll lead him home.

Or you can simply ignore the mother's pleas and let the child starve to
death, Not the humane option, but—as your devilish sidekick argues—do
you really want to spoil your followers? This could make life more difficult
for you in the future.

Successfully completing a Challenge results in rewards, which range
from helpful information to a higher birth rate. The stories in the challenges
even loop back. At one point, two men pray for your help in building an ark
to explore the world. Helping them gather wood and food for their journey
pays off later when you move to one of the game's later landscapes.

The Real World

The real-world challenge for Peter Molyneaux and Lionhead Studios is to
make sure that the Challenges serve two functions, First, they must provide
varied gameplay that helps the player get better at the game. Second, they
must tell interesting tales that emotionally involve the player and force
them to make tough decisions, such as being
put into a position where they have to decide
between the lesser of two negative outcomes.
Or situations where helping one person could
possibly hurt another. These are the types of
decisions that could elevate BLACK AND WHITE
Lo an instant classic.

The more personal the challenge, the more
effectively BLACK AND WHITE will advance
its central concept—that of a fledgling god
who learns what it actually means to be a ; .
“capital G" God. Key to this concept is going b i YIN AND YANE Guiding you through the game (and providing comic
to be enmeshing players in the lives of the oo <2 rellef) are your two opposing sidekicks, each of which pushes you in a
villagers. The recurring characters and looping separate direction. The challenge in BLACK AND WHITE: Will you have
plot seem to indicate that this is exactly sufficient motivation lo ever fisten to the little red guy?
where Molyneaux and Lionhead Studios 2 i
are heading.

1

The game's Quests are basically meta-Challenges that serve as the
game's golden patli. As you advance through the various challenges and through Challenges in harsh ways will see followers who work harder
quests, you will be rewarded. but have less time to procreate. On the contrary, a kind, soft god will

have followers who procreate like rabbits, but who don't work nearly

We, The People as hard.

As with any god, your relationship with your followers is more than If you make your people extremely happy, they'll erect a Wonder in
important. As you undertake (or choose to ignore) the more gameplay- your name. For instance, the Tibeta Wonder will decrease the desires
oriented structures of the game, you still need to tend to your followers' of all your different peoples, and make your shield spell stronger.
needs and impress upon them your all-mighty importance. After all, the Villagers also serve another important function. By encouraging
stronger their beliefs, the stronger you are. them to dance and chant outside your temple, you accumulate mana,

In each village, a series of flags indicates your followers' needs. So at which helps you cast powerful spells. But don't make them dance
times, they may need more housing, food, or even sex. Your answer may be too long without feeding or healing them, or they'll die of starvation
to simply ignore them. Or, you can give them general instructions to build or exhaustion.
various structures in different locations. At the beginning of the game, you inherit a single village, but as the

Complicating matters, as villagers start to get used to your presence, they game progresses, you'll encounter different tribes, each of which has
become harder to impress. At the beginning, uprooting trees and cracking their own strengths, weaknesses, and demands. In some ways, this
rocks in half will suffice. But as time goes on, you're going to have to find part of the game is similar to AGE OF EMPIRES; the Norse are good
new and different ways of motivating your people. Some of these ways may Fisherman, while Celtic tribes excel at worship and farming. Wisely
not be too nice. choosing not to spoil the plot, Molyneaux and Lionhead are keaping

Furthermore, how you treat your followers has specific effects on their story details close, but this much is clear: Since faith is the game's

performance and behavior. A cruel, Old Testament god who advances only real currency, your people serve as important a role in the game
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When you first choose your creature, it is
tiny, scared, and shy. You must instruct this
magical creature. By attaching a leash to it
and showing it how to eat, drink, hold, and
throw objects, you help it grow. Teaching is
accomplished by the time-tested stick-and-
carrot method. If you want to teach your
creature that villagers are not to be eaten,
punish it by slapping it repeatedly. Similarly,
teaching your alter-ego to gather wood for
your people involves having it watch you
uproot trees and place them near the
Storage Pit, then tickling its belly or stroking
its head as a reward.

As your creature learns the skills you
want, it becomes more and more
autonomous, to the point where it will
actually imitate you and take on tasks it feels
you would normally perform. You're going to
want to spend tons of time helping your
creature learn to help you.

This intelligent beast also helps you when

TICKLE ME ELMO things get overly complicated. Part of the
Reward your creature decision-making process involves balancing

and shape his future . . 5
personality by using the the time it takes to manage your little friend,

COVER S8TORY

cursor to pet and tickle help your people live better, progress
him, Punish by stapping through the challenges, and convert new
and hitting. followers. A properly-groomed sidekick

as you do, As the game's story—which involves other gods
and other lands—progresses, you'll have to make critical
decisions about which villagers accompany you as you move
around the world. Interestingly—and this may be a not-too-
subtle commentary—villagers never engage in combat, War,
as BLACK AND WHITE appears to see it, is the providence of
the gods.

As gameplay rule number-two indicates, new villages often
sit outside of your circle of power. Given your godly goal of
increasing your number of followers, you're going to have to
rely on the game's single most unique—and important—
construct to aid you,

Creature Double Feature

One of the game's early Challenges involves journeying
through a valley where mystical, magical creatures lay. You
choose one, and all of a sudden BLACK AND WHITE takes on an
entirely new dimension.

Initially there are three creatures to choose from: lion, cow,
or ape. As the game progresses, you'll encounter all manner of
creatures, from a human-looking character to a Tortoise.
Depending on how you play the game, you may he able to
switch creatures.

The creature’s main function is to serve as the living
embodiment of your spirit—the word made flesh, so to speak.
Your godly powers and range of influence are limited by the
number of your believers, but being & physical entity means
your creature can go wherever it wants, hopefully spreading
your word by impressing naive villagers with its prowess. The
creature is critical in helping you to extend your reach and
your presence. But first, you have to show it how.
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makes the game a lot easier. For example, to

convert a new tribe, you might simply tether
your creature to the village and let the animal take over. Good
creatures will impress the villagers by committing good
deeds. Evil creatures will impress the villagers by destioying
the village and eating the people.

This much talked-about aspect of BLACK AND WHITE should
make for some amazing moments. At separate points in the
game, your creature will make friends, or fight MORTAL
KOMBAT style (you can help it in these arena battles by
casting spells or showing it where to attack). It may even fall
nlove.

In much the same way that American Beauty (and, some
would argue, THE SIMS) provided a provocative, hiting take on
suburban ideals and the American Dream, BLACK AND WHITE
may be just as insightful and relevant a commentary on our
relationship to divinity.

Blind Ambition?

BLACK AND WHITE's ambition appears to be unending.
Complimenting the game's story, apen-ended play,
spelleasting, and character profiling is an online component
that will allow you to take your creature onto the Internet.
Here, gamers will be able to play in two different ways: in a
kind of online chat environment where the creatures can
engage each other in conversation or combat; or in a more
standard, multiplayer, real-time strategy game, where the
goal is to convert villagers to your faith.

The big question: Can Molyneaux and Lionhead Studios
pull all this off? The game almost certainly seems destined
to succeed; we'll have to wait until later this year to find
out whether their efforts result in a very good game, or a
great one,
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The Ulcimate Creation Myth. by Robert Coffey

Publishar: Mitrocofe » Developen: Relic Entertainment » ETA: 2001

Designer: Alex Garden » Previous Game: Homeworld

What's the Big Idea? Its evolution &5 a geme, &nd @ game that evolves
With bilions of potential creature types. the midtiplayer clashes should ba fa

HEE In SIGMA, a blender
1s the ultimate weapon.

No, it's not a Mixmaster or a Hobart—it's a genetic blender,
a technology capable of creating fantastic new species by
recombining the DNA
of existing, real-world
animals. Imagine intri-
cate archipelagos
teeming with gigantic
cheetah-lizards guard-
ed by poison-spitting
flying snakes, or a
sweeping tundra with
packs of polar-friendly
rhino-wolves ripping
apart giraffe-gorilla
hybrids already half-
dead from the hostile
environment. Every unit in this game is created by the player,
promising an unprecedented degree of customizability as
animals are mixed and matched with the "what'll this do”
abandon of a demented ten-year-old with a chemistry set.

The difference here is that in lieu of beakers brimming with
chemicals, gamers will have access to roughly 60 base crea-
tures. These animals will ba the only resource in the game and
they will exist in an actual ecosystem that players will have to
manage—extinction of vital species is a very real concern, The
concept of a living ecosystem branches throughout the entire
gameworld, with day and night cycles dictating the use of noc-
turnal hybrids for nighttime assaults; additionally, you'll have

to engineer units suited for the
varyug environments, lest your
herd of killer polar bear-whales per-
ish in a futile attack on a desert
stronghold before they even see
combat. You'll also have to weigh
your animal supply against your
design wish list: Powerful creatures
like whales (which grant gigantism)
will be in very short supply.

Part of this game's allure—apart
from the lively 1930's B-adventure-
movie motif—is that the results of
your mad doctoring are rarely pre-

B8 R IR RTLITTTINIE COMPUTER GAMING WORLD

IT'S A WILD, WILD LIFE Flying horses, gigantic chameleon/girafie

hybrids, rhinos blessed with the speed of cheetahs ~ he units in SIGMA
will be limited only by your imagination (and the animal population).

dictable. Oh, you can pretty much guess what combining
certain animals might get you: Fuse a snake with a bat and
combine the result with a trigger fish and you'll get the
aforementioned poison-spitting flying snake. But with over
70 different attributes powering every creature in the game,

| the unexpected is to be, well, expected. Who would have
| thought that melding a chameleon with a giraffe would

result in a shambling behemoth of enormous destructive

: power? Certainly not the game designers, who were as

surprised as anyone else.

While there are a slew of features on the "maybe" list, the
one we're most intrigued by is the Random Button on the
genetic manipulator. This button might unlock recessive,
hidden abilities like fire-breathing...or, it could just screw up

|| the creature entirely.

Though SIGMA is in the very early stages of development,

we couldn’t be more excited about its potential—the fact

that it's being developed by Relic Entertainment, creators of
the very innovative HOMEWORLD, is even more reason to be
hopeful that the game will fulfill its incredible promise. Relic
changed the way gamers thought of 3D with HOMEWORLD,
and they seem poised to do the same with unit creation this
time around.
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Get Off Your Toys and Join NetRacelive.com

This isn't a game. This is real. Net Race Live snatches

up real tracks, capturing real races and shoves them down the

Internet and directly into your computer. Then we bombard you
with lap after lap of white-knuckle action at 200 MPH where your
competition is professional racecar drivers in real events and not
some computer junkie in ldaho. Who cares if you can beat a
simulation? We're not impressed that you can outrace your friends.

Step up to the big leagues. Race with the Pros at

sNetRacelLive.com

RACETOWIN B ‘ ] | |
ANEWCAR  “/Coiacoliigscom

Details At M.Nﬁnaczuw.com _ M@E wu'lj-w -!]"IleE EJ ,‘,@5}




ThefRevolution:

Vote for m or else. by Ken

Developer: Elixir Studios * Publisher: Eidos Interactive » ETA: 04 00

e

Designer; Demis Hassatis » Previous Game: Theme Pack

| What's the Big Idea? Bzcome the next president of @ fictione!, Soviet-style state
in the traditional way; through bribery, blackmiail, and extortion.

HENE Why leave power
politics in the hands of
policy wonks?

They don't know how the game is played. If you want to see real
politics in action, try raising support for a party boss in a former
Soviet state. Or, for those who can't swim in handeuffs, you can
experience the same thing and more in REPUBLIC: THE
REVOLUTION, without the long-distance commute to Moscow.

Far beyond a mere political simulation, REPUBLIC combines ele-
ments of SIMCITY and GANGSTERS into a huge, complex, 3D world
where lying, cheating, blackmail, and extortion are all fair game.
The goal is simple: Become the next President of the fictional
Republic of Novistrana, by any means necessary.

Players choose their character from one of five fields: politician,
businessman, criminal, religious leader, or general, Starting off with
one supporter and a small headquarters, you try to gain power by
influencing prominent citizens such as TV stars and archbishops.
When your powers of persuasion run dry, you can try less ethical
means such as brainwashing or blackmail. You can hehave as ruth-
lessly or as compassionately as you want, as in many of Peter
Molyneux's games, but every decision has its consequences. _ S &

With the support of those loyal to you, you'll start to influence RAINBOW SHITSKI Meet Boris,
the general population. You'll have hundreds of potential actions the go-to guy if you're having a problem
to choose from: Organize a rally, rig a soccer match, arrange getting ”'“’“9" to SOHIeE0Ng.
secret police hits, or broadcast your message on the nightly i
news. Meanwhile, up to 16 other factions (human or Al) are try-
ing to stop you and seize control for themselves. And then
there's the President, who's not going to sit idly by while
you try to depose him.

The design for REPUBLIC is certainly ambitious, but the
graphics engine is equally impressive. Built from scratch to
render millions of polygons in realtime, the engine will
reportedly allow free movement in cities with thousands of
people wandering around. According to the developers, you
can zoom smoothly from a satellite view of Novistrana, to a
close-up view of the dew on a flower in a window box, If
that sounds a bit like the engine from BLACK & WHITE, give
yourself a gold star. Demis Hassabis—a programming wun-
derkind who co-designed THEME PARK with Peter Molyneux
at age 17—wrote much of the engine for BLACK & WHITE. He
left Lionhead to found Elixir Studios, the English develop-
ment studio making REPUBLIC. 3 R

Given the challenges inherent in the design, it's not likely SEE ANY BUGS?'A plimpse of thie
we'll see this game by its scheduled winter release. Once it ships, it fanatical level of "“‘!“ that seems to

] y - be going into the project.

' will be another thing to see if the U.S. market embraces a strateqy
":1 game based on powermongering in a fictional Soviet-style state, But
for sheer originality, scope, and ambition, REPUBLIC has our vote. : ] |

¥ COVER STORY

lﬂﬂEﬂHEﬁ TnRGET The capital of g
f Navistrana is o huge 30 city inhabited by
ihuusands. You can zoom around tu tug .
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i Mighty Mythos turns back the clock...in style.
" by GEEC)I"QE Jones Developer: Mythos Bames s Publisher: Bethesds » ETA: Febnizry 2000

Designers: Julien end Nick Golop * Previous Games: X-Com senes, Megic & Mayhem
What's the Blg Idea? Julizn and Nick Gallop gim to recreste X-COM; one of the most emazing

EEE It's X-COM with PR
shocking graphics, an  [SSEE S _—_—— L -
even stronger story, il - g ' : A .

destructible environments, first-per-
son perspective, and the Men in
1 Black. And no real-time mode.

It's FREEDOM RIDGE, Mythos LR e, i
Games' (makers of the original X- : o T A -' AT » 3 ' o
COM) evolutionary, old school, turn- >
based strategy title. It's our dream
come true.

The first of what could be a series
of several DREAMLAND CHRONICLE
games, FREEDOM RIDGE is set in a
post-apocalyptic world. Aliens have
ravished much of the planet, quaran-
tining humans into small reservations

| that have been increasingly whittled

into smaller chunks of land. ; £ : 5
Much like X-COM, FREEDOM RIDGE AT CLOSE RANGE Much like X-GOM, FREEDOM RIDGE allows you to set fssndg action
points in case your troops encounter aliens after your turn: New to the game: You'can actually |

moves along threg di[feren]; patI_ls. guide your soldier’s reaction, using the first-person perspective to determine line of sight:
From the global view, you identify et e

enemy crafts, intercept them, and 3 : A e
send infantry forces to go in after any remaining " CRASH! Spiash a Sauron ship and scramble

aliens. As you move along, you'll begin to put togeth- your troops to mop up any leftover aliens.

er the pieces of an immense story...and hopefully to
turn the tables on the alien menace.

he World Is Not Enough

The game's rotating global view is vintage X-
COM—you can see the borders of the human reserva-
tions and the ever-expanding alien territories. Various
icons indicate cities, military bases, and enemy fortifi-
cations. To prevent the enemy from spreading, you'll
have to intercept alien craft as they try to land and set
up shop in new territories.

Much like Mythos' original hit, when you scramble

."i'

o 3
i
L"' ~ o

fighters (or with enough research, your own space-
ships), you give your aircraft specific instructions. In
FREEDOM RIDGE, this means a series of turn-hased
1 instructions as to whether to attack or evade, and how
ﬁ far away from the alien craft your ships should be.
4 Initially, the alien craft are more powerful than your

BT U IR TIIeN cow.qamespot.com » SEPTEMBER 2000 [N



i face. mwy darkest qquffﬂ‘, g \
The. ’Qwug\ has Taught you well \

My Unife. will slice. qour heasf @ half,
ﬁﬂcl _n-st You ﬁ"l’rﬁ:‘ﬁk‘l":ﬂ'ﬁ lm?—" ;

: = F..‘ /

c--v-ujmu-u

s
Sl

©2000 Eloctronic Arts Inc. EA GAMES, the EA G!;.M logo and American McGee's Alicy are trademarks or registeced irademarks of Electronic Ants, Inc. in the U.S,
andfor ather countries. All rights reserved, EA GAMESTM is an Electronic Arts™ brand. Roguo Entertainmeant and the Rogue Pirate LogoT™ are trademarks of Rogue
Entertainment, Inc. Quake is a ragistered trademark, and Quake |, Ouake 111 Arena, and the 1d Soft name are trad ks of Id Soltwaras, Inc. All tights reserved




k.

iseeest

%
i
H
!
!
3
v

L Lh

£. B
e T ), AURE)
American McGee’s:

/!\ A A
1 o -\""I' < )
% y

e ot emerge from Ehe rabbik hole te a decaying and sinister Wonderland. With toys as weapons,

you must destroy the evil Bueen of Hearts to survive- o you have what it takes ko

defeat her sadistic minions and outwit her mind-numbing puzzles? Lonceived and designed by

 American Meee, lead level designer for Buake® and Quake L', this Srd person action /adventure

3 combines lethal shooter pameplay with Fluid chavacter animation. Msing an enhanced

version of the Buake Il Arena” engine, explore the most detailed 33 action envirenments yet created.
Are you ready for this nest chapter of Mlice? WYisit alice.ea.com




jet ships. But the occasional take-down, and the resultant ground comhat, will help
you turn the tide.

Once you shoot down an enemy craft, or il you receive a report of alien activity in E
one of your cities, you'll outfit your squadron and send your troops into combat. This,
the most intense and important aspect of the game, is alse very similar to X-COM.
Each of your units has a certain number of action points, with which you can move

e them around, cronch, kneel, and attack. You can even leave a certain number of
e action points in reserve that will allow your troopers time to react to enemy move-
ment. There is one major difference between the two games, however: tremendous
3D graphics.

For a turn-based game, FREEDOM RIDGE boasts a remarkable game engine
that not only looks attractive, but is a fully-interactive 3D environment. This
means that if you know that aliens are in the kitchen of a house, you can now
use your mortar to blast your way through brick walls to spring an attack
on them.

Each soldier is rated in eight different categories, from health to bravery to
strength and psionic abilities. Unlike X-COM (which promoted troops based on
experience alone), as your troopers die, you'll make the decisions ahout who
replaces whom in the command chain. Based on leadership ratings, comman-
ders will be more or less effective; at times, leaders will even be able to assert
their morale in order to resuscitate less-veteran soldiers who get spooked by
the aliens.

o Hopefully, the ground-based action won't become tedious, as it did toward
S'I' ! m.'s REDECORATING ; the middle and end of the X-COM games. To that end, Mythos is including
boasts a/fully-Interac ‘Bnin g many different elements that should keep ground attacks interesting, like
complete with destructible:brick many weapon types and vehicles that can be driven around during combat,
' — 2= ; An automated attack-mode wouldn't hurt.

Additionally, the game's pacing will also throw varying, more strategic
missions at you. For instance, to take out an alien base, you may have to ¢o
in and take out the power supply for that base first.

Men in Black :

As you succeed in ground-based combat, you'll scavenge extra supplies
and resources for your squadrons. You'll also be able to research both
the aliens and their fancy technologies, and in the process, unlock the
game's story.

The key alien menace here is the Sauron, the agqressive, rapidly-expand-
ing, dinosaur-looking race that has taken over the earth. These creatures are
breeding new plants and anmals...all of which you'll encounter as you play
through the game.

But as the game goes on, you'll encounter ancther alien race and even the ¥
mythical Men in Black (who, coincidentally, were supposed to appear in the i
original X-COM, but were stripped-out early in development). Unfortunately,

- — . determining the intentions of these other

!-IFB::T US: Hmﬂh‘ﬂsﬂﬁﬁwtihﬂ fﬂ;ﬂafﬂh factions isn't going to be easy. Mythos is
alien hodies and arlifacts. Lise the alien : ot ia ti
arlifacts to destroy the allens. Simple, eh? :nm;) E::f;nng ergfl;elzgl):z:?;se Z;I;:; agr::l nd;

e o ready for an X Files-type ride that will
involve espionage, diplomacy, ballistic
missiles, and Dreamland, also known as
Area 51.

As you expand, you'll take over alien
bases and build new bases of your own,
piece by piece. But protecting mankind
hecomes more imperative in FREEDOM
RIDGE; your scientists and soldiers are all
drawn from the human settlements, Allow
the Sauron to capture your cities, and you'll
have a smaller, inferior talent pool to
recruit from.

DREAMLAND CHRONICLES: FREEDOM
RIDGE should be out in February 2001.

! COVER STORY
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EEE If you thought
SIMCITY was only good
for inflicting floods and
earthquakes on innocent
computer people, then
this could be the game
for you...

TROPICO is an empire-building game that doesn't just allow
you to be nasty, it positively encourages it. Instead of being a
benevolent leader whose goal is to improve the lives of your
subjects, you play a dictator on a fictional Caribbean island
whose goals are money and power.
You create your own dictator, but establishing yourself as
the next Fidel Castro or Idi Amin is only half the battle.
Players are also responsible for creating farms, an industnal
base, housing for their population, and other structures that
will generate income, make people happy, and expand their
own dictatorial sphere of influence.
Gameplay involves creating and managing buildings and
dealing with political issues, but the main focus is on the
island’s inhabitants. “Control is not exerted so much by the army
barracks, it's exerted by the actual soldiers themselves," says
PopTop president Phil Steinmeyer. There are about 50 unit types in
the game, such as doctors, bankers, and soldiers, and each has near-
ly 60 traits and statistics that coalesce into unicque personalities.
Even the dictator has personality strengths and weaknesses, forc-
ing the player to role-play instead of serving as some impersonal

god-like being who tinkers with things from on high. Steinmeyer cre-

ated a dictator to show us how it works, and we ended up with a
communist leftist author who had diplomatic skills and a bonus on
alcohol preduction, Then Steinmeyer

chose the negative traits. “We'll

make him alcoholic and give him

Tourette's Syndrome so the annual

New Year's Eve speeches are a little

more entertaining,” he chuckles.

These initial traits set the tone for

the entire game, as they determine

where your island is situated on the

capitalism vs. communism axis, and

the religious vs. military axis.

The island may look idyllic, but all
is not perfect in paradise, Rebel factions form and cause all sorts of
chaos. “The ultimate seat of power is the presidential palace,”
Steinmeyer says, pointing to a beautiful red-roofed building. “If you
lose that, it's game over.”

There are a couple of ways this can happen. Most of the time, a
chansmatic rebel leader will cultivate dissent, building popular sup-

Peeling back the
layers of PopTop's
banana republic sim.
by T. Byrl Bakenr

Developer: PopTop Software ¢ Publisher: G.0.D. ¢ ETA: March 2001,

Designer: Phil Stemmeyer
Previous Games: Herozs of Might & Magic, Railroad Tycoon I

What's the Big Idea? The craators of RALROAD TYCOON Il offer & new twist on the
reahtime strotegy theme by putting you in control of your own Canbbesn istend. How
10ng can you exploit the islands riches belore the citizens revolt? Stock up on cubans and
greenbacks while there's time

FADING BEAUTY The graphical
detail in TROPICO is oulstanding, even
al this early stage. The game boasts
multiple resolutions, and the interface
scales to accommodate them.

(lott) NOBODY'S Pimiﬁﬂ‘i‘&
dictator is complete wnthnut a'few disgusting
- persanal flaws. e

ILIFE'S A BEACH Tuur! g

L of cash. Lurethem with'a grand hotel'on a’
sandy beach, then soak them with fancy
restaurants:and friendly brothels.

UL R IUE C RV cgw.gamespot.com = SEPTEMEER 2000 15
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Gratify your need to gather.

Socket gets you connected online. Interact via text or voice. Find and launch shared
programs. Play games together. Share content, photos, MP3s—any file—effortlessly.
Instantly gratify your need to gather. Sockel is your electronic forum.

Don't just chat there, get connected. Do more.
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port for the rebel cause. If he recruits enough soldiers, he can launch an attack on the
palace. Other times, unhappy citizens can turn against you, and the next thing you
know, there's a popular uprising going on.

And what makes citizens happy?
Money, of course. A strong economy

means you can pay your people higher

wages and give them access Lo things

they want, like advanced education. To

make money, players can sell goods or

go for the big bucks by encouraging

tourism. “It takes a lot of corn or sugar

to equal what one American tourist Py AN
staying in a 5300/night room can rack up BT ] (W QTR LD BN LD [E)‘nur
in a week or two,” says Steinmeyer. The base of pawer, and ultimately the most important
downside is that tourist structures like building in the game.
grand hotels and casinos are expensive
to build and require a skilled work force.
Tourists also need a lot of variety and low
crime rates, or they won't stay long and
they'll tell their friends what a crummy
time they had.

While the developers have focused on
people, there is no provision to directly
control the inhabitants of the island.
“Your interactions are based on the build-
ings and the politics of the game, but
you're trying to use those to influence the
people,” says Steinmeyer. Radio and tele-
vision stations are a good example, as
players can use them for multiple
purposes. Religious leaders can broad-
cast religious programming, and players
looking for a quick buck can select pop
music and other commercial program-
ming. Of course, this works both ways,
and if the rebels seize your broadcasting
stations, they can use them to gain sym-
pathy and awareness for their cause.

The islands themselves are modeled in |G B ) b T ol
terrific detail, with complete weather HACK AND SLASH Nothinglike exploiting
models and deformable terrain that actu-  JUGsEUCEICEA LTINS -
ally affect gameplay. Fluffy clouds that i | |
would serve as pure eye-candy in most games drift over the island and deposit rain. s " f
“When they hit a hill, they tend to drop the rain on the near side of the hill," says 5 w ON J U LY zoth
Steinmeyer. He demonstrated by calling up a rainfall overlay that covered the island ; BRI ¢
and showed wet areas in green and dry areas in red. The game will have several such | - —---—F T H E G A M E
overlays that will help show everything {rom where to plant certain crops to rebel
zones of control. . =)=

Steinmeyer then showed us how the deformable terrain makes a difference by zoom- § IS N 'T E ASI ER
L]

ing in on a small pit mine in the center of the island. As he sped up the action, the

little miners went into high gear, and the pit they were digging slowly increased in )

size. “That does environmental damage and hurts tourism in the surrounding area,” % YO U J UST
he observed.

Good as TROPICO looked when we saw it, it was still about nine months away from G OT B ETT E R
completion, with PopTop shooting for a March 2001release. They still have to add much ’ -
of the political model to the game, and they also want to incorporate many special
features, such as Edicts and Papal Visits. Edicts will be very powerful, but you won't

= P A "\
HUMBLE HEADQUARTERS From the opening
soraef on, TROPICO'drips with atmosphers.

be able to use them very often. Religious leaders can request a papal visit, while mili- i g B
tary-oriented leaders can declare martial law to quickly quell a rebellion. If the remaining |8 Get it at Best vy,
portions of the game come together as well as the elements they were able to show s Electronics Boutique,

us, TROPICO could turn out to be a warm Caribbean breeze that will freshen the

strateqy genre. (€471 Fry's Electronics, Fred Meyer

WWwWW.saitekusa.com
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400,000 ACRES.
GREAT FIXER-LIPPER.
FRIENDLY, MN:I:S?TENT LOCALS.

MAS'I'ER OF OLYMPUS

¢ONTROL THE FATE OF ANCIENT GREECE - iyt
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Travel in style
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The answer is simple. DIABLO II transcends its individual
features and becomes an experience that is so much more than the
sum of its parts. If you played the original, you already know the
genius in game design that I'm talking about. In almost every
instance of this secuel, that genius has been extended, upgraded,
and enhanced in all the right ways.

Once again, all of the maps, items, and monsters are randomized
each time you start a new game, meaning that once again, you can
forget about memorizing the locations of the best magical weapons
or most powerful creatures.

High on my list of favorite improvements is the complete lack of
load screens. Blizzard figured out a way to pre-load the areas you
are most likely to visit from any given location, so that when you
step through a portal or move into a new area, you don't have to
wait 60 seconds for the new sector to make an appearance.

New PC gamers will probably take this feature for granted.
Don't. I went back and played some of the original game and was
instantly struck by how much wind the load screen took out of my
sails. Back then, however, losing momentum was one concern
DIABLO— which single-handedly revitalized RPGs—didn't have to
worry about.

Part of DIABLO's role-playing genius lay in the unique strategies
required for each character. This sequel improves upon that.

Whereas originally, all the characters had access to

M

The skills are a welcome addition. Rather than hunting around
for books to learn spells from, you now earn points to increase your
skills when you advance levels or complete certain quests. Some of
the skills are passive; once learned and activated, they provide you
with benefits that don't drain your magic supply.

Tied into dependency trees, all of these skills have minimum
level requirements, which adds an extra dimension of strategy to
the game. As you level up and earn points to spend on your skills,
you'll want to build up your lower-level skills and spells in prepara-
tion for the branch of higher-level skills and spells you'll eventually
want to cast. So you need to figure out an overall strateqy (defense
or offense? Fire or ice?) while your character is relatively new.
Given the number of skills and spells compared to the number of
points you receive to activate and upgrade them, you can count on
a fair degree of specialization.

Consider that you can convert your single-player characters into
LAN multiplayer characters, and that your friends can do the same,
and that you can play cooperatively to beat the game (more on that
later). Then, think of all the possible character combinations you
and you friends could come up with that would compliment each
other...hey, wait—don't go—I'm not done yet.

Sl R s
Lew Hew Much Wenld Yen Pav

In almost every way, Blizzard has created some nifty improve-
ments. Locating objects on the ground is easier thanks to the ability
to highlight all items using the Alt key. To repeatedly attack a tar-
get, you can hold down the mouse but-

the same list of spells regardless of class, DIABLO II
implements completely different spells and a new
addition—skills—for each character class.

You may want to make a point of playing each
character class (see sidebar) for most of the first act
before deciding which character you want to hunt
Diablo with in the single-player game. Each offers
unique benefits and challenges and, as in the origi-
nal game, a distinctly different experience.

Holy Roller

ton (although occasionally I find myself
clicking away; it's more visceral that
way).

Gold no longer takes up inventory
slots, but is managed in a separate area
in the inventory screen. For that matter,
you also have a private stash box in
town (even in the multiplayer game), in
which you can tuck away a few items
and your excess gold.

The game still features a slew of
magic weapons and unique objects. A
new “socketed” item class has been

No more needle in the haystack

P SERTEMBER 2000 « cqw.gamespot.con ML AL LI LR L]

added, which allows you to modify the
attributes and properties of an item by
adding gems and skulls (which can be
found on dead bodies and in certain
shrines) to the available sockets,

On the downside—and this has been
the primary bone of contention with

Are ym_t experienced?



gamers—DIABLO II does lack a traditional save func-
tion. The game saves map layouts, but not map states,
so if you don't find a waypoint (which occasionally
requires some serious searching) and you Save and
Exit, you will be forced to re-do the same dungeon
maps you had already partially or completely complet-
ed, which can be quite large. This is still the case
when you use the Town Portal.

This is particularly a problem in the humongous jun-
gles of Act III, where the waypoints are few and far
between. A higher number of waypoints, or the ability
to fully save the game at any time, would have fixed
this. Also, since the game is constantly saving, there’s
no mechanism for backing out of stupid decisions.

At times, this can be extremely irritating, but I did
find that not being able to undo mistakes added extra
tension to the game. Though, isn't that why the game
features Hardcore mode, where if you die, your charac-
ter is irrevocably gone forever?

One other quibble: The game's cuests, while still
quite rewarding and handled very well, occasionally
end in anticlimactic fashion. Not every quest has to
end with a big bang; but you should get skills, experi-
ence points, or a cool movie as a bonus for completing
a quest, This doesn't happen all the time, though. In
the second quest in Act III, for example, you recover
the Gibdinn Blade for a town. When you return it to
them, they basically tell you “Great. Thanks. Oh, look
at the time.. gotta go. Buh-bye." Similarly underwhelm.-
ing is Tainted Sun, the third quest in Act II.

Gamers are also encountering a bug involving the
Summoner quest near the end of ACT II. A patch fixes
this, but creates another problem within the game.
Knowing Blizzard, they'll fix all this (and more) by the
time you read this.

/i Lthy e Erem Vv i
Multiplayer DIABLO II, when it's working right, more

o AR

than makes up for any deficiencies. You can play all
the same levels and complete all of the same quests
found in the single-player game, but you get to
bring help.

Don't think for a second that adding more players to
the game will make things easier. In fact, adding
players to the game makes things much, much harder.
As the game demonically informs you when extra
players join your game, the more players in a game,
the tougher and more resistant to damage the mon-
sters get.

Two different multiplayer games exist—LAN and
BattleNet. In an effort to eliminate the hacking and
player-killing rampant in the original game, Blizzard
has coded part of BattleNet so that characters who
play here exist only on their servers, This means that
you can play multiplayer with your single-player
characters as long as you play on a LAN or on one of
the open character BattleNet game servers, because
your online characters cannot be used in the single-
player game.

This wouldn't really be a problem, but BattleNet
kept going down every ten minutes or so due to the
high load. Granted, there were usually forty-five thou-
sand connections at a time being reported by the
server, but if you are going to offer a service to paying
customers, you need to make sure that it works. Expect
this to get better once things settle down a little bit...or
when Blizzard adds more servers.

Like every other aspect of the game, multiplayer—
which works really well with the new skill sets—works
in such a fantastically enjoyable way that you're going
to find yourself (re}experiencing that good old shiver as
you relapse into DIABLO addiction.

[ am happy to report that the original game was 1no
fluke. The gameplay still holds up, particularly with
Blizzard's ingenious additions. Once again, DIABLO I
15 the standard by which other games of this kind will
be measured.

Desert for Dessert
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Here' S

The Barbarian

A hulking brute with the

strength lo wield two

two-handed swords, one

in each hand. The

Barbarians' skills involve proficiency wilh
specific weapon types, powerful batile
tactics, and thundering war cries that
frighten your enemies and sirengthen
your allies.

The Amazon

The closest thing to

DIABLD's Rogue, being

rooled in bow and spear

laclics. An interesting shift here is that
each bow you find no longer comes with
2 battomless quiver ol arrows. Arrows can
be found or purchased. Either way, nizke
sure you've gof a good supply of them.
The Amazon s a powerful member of any
raiding party due to her ability 1o inflict
large amounts of damage withoul ever
getting close o her

enemies.

The Paladin

A haly warriar whose

faith both pretects him

and aids him in dispalching enemies.
While he's able to learn combat skills like
the Shield Bash and Zeal, mast of his
power comes in the ability 1o reshape his
gura @5 an offensive or delensive weapon.
The Paladin's aura has the ability lo
alfect other members of his party as well
gdding to the power of the entire group. A
single Paladin can raise the attack rate
for your entire group, reduce the effac-
tiveness of 2ll enemies near your parly,
or add resistances to all {riendly players
and NPCs. For obvious reasons, it's easy
to like this characler,

The Sorceress

The full-time magic

user, her spefls revolve

around the forces of the

elements: fire, ice, and electricity, She
can use many of the spells that were
found in the original game, &3 well as
soma new ahilities, including being able
to change the rate of her mana recharge.
While lacking hand-to-hand fighting
prowess, & lone Sorceress can nonethe-
less take on large groups of enemy
crealures and eliminate them with her
powerful spells,

The Necromancer

He has spefls that

revalve around curses,

poison, and bone, and

has the ability fo raise the bodies of
fallen enemies as undead soldiers. These
dark spells are incredibly powerful, a bit
morbid, and a whole lot of fun to cast
apainst unsuspecting loes, Cast terrar,
confuse, or weaken on your enemies.
Poison them or use corpse explosion to
damage a group engaged in cambat.
Raise the dead and send them into battle
against their former allies.
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our thirgt for conquest
goes unguenched no longer.

Five new civilizations to lead or conquer: Aztec, Mayan, Huns, Spanish,
and Korean. Four new campaigns to emerge victorious: Attila
the Hun, El Cid, Montezuma, and the Battles of the Conguerors.
Your challenge: Expand your empire and rule the world.

www.microsoft.com[games[conquerors
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by Thierry Nguyen,

Robert Coffey,

ou probably just want to 1p
into DIABLO IT right away and
start thwacking the Fallen left
and right. Simmer down.

" While you're waiting for the
game to install, peruse this
guide, and see how you can
make maximum use of the

different character classes, and get some
general hints on how to succeed in the single-
player game before moving on to the BattleNet
big leagues.

[ he Sre. 1t Escace

B Whenever you can, dump your money into
your stash. Although gold doesn't take up any
room, dumping it means that you won't lose
any when you die. Exiting and reloading a

sounding weapons? Let the market be your
guide. Try to make both items equal in value
(either by fixing them or by using one in com-
bat until their durability is the same). Then,
see how much cash each one is worth. You'll
probably want to keep the more expensive
item. If their costs are nearly equal, then that's
when it's time to flip a coin.

W Magic-users should always cast their pro-

.tection spells in town. Once cast, head over to

the local healer for a much-needed refill of the
old mana pool.

B If you find any set items while playing on
BattleNet, remember that they're extremely
valuable to other players. Try visiting some of
the trading rooms after your game. You can
probably get a pretty nice price for your green
items from other players who are close to com-

game after dying T pr—r—————— [pleting a sat,
gives you all items ;‘.’,';ﬁ';;'ﬁ'{":"m R 5 : B Although
intact, except for Andariel, don't be magical
whatever gold you alraid o play ¢ “e” | Weapons are
dropped on the floor. cheap by Town -~ : more useful and
W Stock up on Town | Portelling back: valuable, socket-

and forth, The

only thing that

malters is who
#lives, right?

Portal, and only carry
one or two Identity
scrolls. When you can,
buy a tome of Town
Portal, and make sure gl
it's stocked with at )
least 10 scrolls. Only
carry a few Identity
scrolls for emergency, in-field identifications;
otherwise, just gather the new loot and have it
all identified in one fell swoop back in town.
B When a boss is too tough, don't be afraid

to get cheap. Use Town Portal to weave in
and out of combat. Quickly drop a portal, hop
in, heal up and restock, and re-enter the fray.
Most hosses don't heal'up...unless you've heen
in town for a really long time. You can effec-

* tively come and go as you please, and win by
attrition,

M Can't decide between two really powerful-

ed weapons
make for solid
back-up arma-
ments. Try to
find an axe ora
sword that has
three sockats,
and put an
emerald, a sapphire, and a skull in it. That way,
each swing lets you freeze, poison, and sap life
and mana from your opponent. For shields, use
a diamond and an emerald to boost all of your
resistances. Finally, put a skull in a helm for life
and mana regeneration, plus a gem for whatev-
er stat you feel like boosting.

B Never underestimate the power of a
Paladin. If you're playing online and you don't
have a Paladin in your party, you'll be at a dis-
tinct disadvantage. You'll understand why the
first time your Paladin casts Thorns in a net
game..

W Use mercenaries as cannon fodder. They
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and Alex Handy

Character Tips

Single-player: The mast valuable combination
of skills are the Aura of Thoms and Zeal. Since you'll
be alone mast of the time, the monsters are going to
inevitably surround you; and these two skills, when
used in conjunction, will allow you to both weaken
and attack several enemies simultaneausly,
Vengeance is alsa a good combal skill to develop —
save it for fighting boss characters. Late in the game,
Redemption, which allows you to suck life and mana
from the dead, end Salvation = which grants you all
resistances — will be your best friends.

Multiplayer: The Paladin assumes two roles
here: melee fighter and, due fo his auras, party sup-
port. Prayer is always good for 2 post-battle healing
boost. Again, Aura of Thoms Is great, as it ensures
Ihat anyone atlacking a party member is going lo

surround you, call on Thorns, 5
which can kill up to 75% of .~ e
your faes.
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When big bays like these Urdar - . ‘.‘:*‘l_é.-‘“% !
&

take some damage back. Holy Freeze is practical
because it weakens any nearby enemies, due to the
frezing effect. Be sure to have a feast one point In
the Resistance auras (Fire, Cold, Lightning,
Cleansing); even a single point will significantly cut
down on the damege inflicted by certain enemies, at
least until you get Salvation. Might is nice early on,
but you should sava your paints for Concentration
Instead - it adds higher damage bonuses, uninter-
rupted attacks, and requires less points,

Character Development: The two main stats
o develop are Strength and Dexterity. Recause you'l
be weaving in and aut of combat, you need o be able
{o both dish it oul and take it back. Save a powerful
two-handed weapon for heroes or buosses, and stick
Io using a one-handed weapon and shield the rest of
{he time.

L ErCeress

Single-player: The Cold and Lightning skill trees
are the best ones to focus on. Particalarly because
the various Cold armors will help your defense
tremendously, and Lightning will eventually yield
Energy Shield and Teleporl. AN of ths will make you a
ot harder to hit -~ making it easfer for you to hit the
enemy inslead. For bosses, use Static Field to knock
down your foe’s heallh before finishing them off,
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NIGE SET OF STATS Sorceresses now possess Mullplayer: Difensive Cold

decent lighting skills. You should develop more

than just your Energy stat. lwlkmﬂlemilIOFItI —

e —— and Glacial Spike in particular),
mainly because of the side effect
of freezing your enemy. Damaged
and [rozen enemies make for easy

targets for the rest of your parly. If
you wanl pure offensive power, opt
o follow the Fire tree, and focus
on Fireball and Meteor, Stand
back, defiver a round of spells, and

ther join in on the meles combat mop-up.

Character Develapment: lronically, the Sorceress is alsn a capable fighter, The slals you'll
m!hfuummsmmlhmErm.mhwilamhuiuiﬂinnulnmmlndm,
nli:hirilhdnhmmmmmlmnﬂmmlemwm:mwhhlwm-
bat. Like the fighter, you'll probably want o stick to the Iried-and-true, one-handed-weapon and
shield combination. f you really want to play as a spels-2nly, old-school mage figure, then devel-
op Vitality instead of Strenglh lo make up for your lack of powerful weapons or armor,

Single-player: The Necromancer is nol an easy guy to bulld up. Throughaut the first act, you'll
hiave some trouble dispalching your enemies. Fortunalely, the wise Necromancer is never unprg-
tected. If you're playing alane, you only have one real choice: skeletons. The Nocromancer is
designed o command an army of the undead, and skeletons can be crealed in large enough num-
bers lo actually bring Ihis army Into being. Galems are your big bruisers, but since you can only
have ane of any given golem type at a time, you should mainly use them to dispalch enemy
heroes and champions, In a single-player game, you'll do well 1o fill out your army with skeletons,
skeletal mages, and the occasional golem to serve as your personal badyguard,

Multiplayer: Fumﬂnphﬂnlmmmhwmllnvmhm
Paladin, the Necromancer should concentrate on combat magle (Teeth, Gorpse Explosion, Bane

Spear). I there is mo Paladin in your group,
Always cast Bone Armor before you hit a however, the Necromancer should use his
mana shrine or anything else that will curses, They are an excelleat way to improve
reslore your magic power. the combat effectiveness of a arty.

e e et g Character Development: Your sat ree

i 1 iy 1 ey should be on lon sprint to Revive. I the
& SR A st Necromancer skill and once you have it

e i you're pretty much unstoppable. When consid-

ering items, keep your eye out far rings and

amulels thal help you cope with elemental damage, us the Mecromancer is a bit unequipped for

thal. Oh, and a good scythe will compliment any Necromancer's wardiohe ~ it's powerful, and it

goes with your shoes.

k-

W&phTmMEmkiMﬂlhmehlﬂﬂﬂﬂﬁmaﬂunm}-
ters, this fambering brute is the best equipped to deal with the ributations of ffe in the wild, The
first thing any self-respecting barbarian should do Is ralse his Find Potion atiribute. For mast of
tfllﬁnlll:l.ihisisahilmlm,hntmm]llin!nﬁnMlermﬂndhmm'ﬂhe
thankful for the constant supply of health patians this skill provides. With only 1 or 2 paints dedi-
cated to Find Potion, a Barbarian can stay in the midst of baltle for hours withaut ever resorting
1o a town-portal scroll.

Mul‘tfphgar:'I'mrwaminmmhesﬂrknd::mmmnmparu'ummﬁmhu
‘heights. Barbarians should concentrate on the mare hastile balle cries, such as War Cry and
Gheed and his . 7 Taunt. Taunt is particularly weili_l‘nml_imnma
counterparts o [T especillywhen one of you parly’s magic-ssers s

often hold suma~ being swamped by Thunder... er... Saber Cats.
amazing i s Character Development: Of the other Barbarian
£ skills, Iron Skin Is fantastic - gel it as soon as you
are able. By the time you can alford it, yoor
Barbarian should already be impossible to hit, but
every littla bit helps. The increase in defense from

this skill makes it very worthwhile. i you have a high dexterity rating - and
you should — frenzy is also an exiremely effective skil, as is Whirtwind. However, the Leap Attack
Is probably the single most eflective skill the Barbarian possesses: It can get you in and out of
battle quickly, and it does a wagon-load of damage to the defending party. As for weapans and
armor.... take your pick: The Barbariah can use anything. For hosses, the weapon-shield combing-
tion works well. For everyana else, 00 Bladiator style and use twin two-handed weapons.

can deliver
some extra
damage, and
take blows
meant for you.
Mercenaries
specializing in
Cold damage
are always
more useful,

as they will
freeze and slow
down your foes
for you.

W We'll revis-
it the topic of
Hardcore mode on BattleNet, but for now, there's one easy piece of
advice to consider: Be on the defensive, Always try to improve dexterity
when leveling up, as that dictates how often the enemy will be able to
hit you. Focus on all the defensive skills of your class, have a large hatch
of potions at hand all the time, and run or town-portal away whenever
the situation gets too hot,

s’ pld @y
Don't just hlaze through; take the time lo explore the little

dungeons and scour all the remains off of enemies; even a
common Sand Cat might carry a rare ring.

Single-player: You'll need to work towards getling the Explosive Arrow as quickly as possible and
becoming adept al “corralling” your enemiss. When hordes of goalmen or sabercals swarm you, run
literal circles around them, bunching them up in a tight clot before you unleash a volley of armow
bombs. This conserves mana and kills several enemies at once. You'll also wanl o gel the Cold Arrow
early and, laler in the game, the Ice Arrow. Both of these will slaw or stop enemies, keeping them at a
sale distance for your ranged attacks (and  level 3 ice armow is a single-shol kill for most monsters,
even in Act 11I).

A particularly nasty tactic Is to block a doorway by slopping @ monster with an lce Arrow, then
bambarding the rapped horde behind him wilh savage Immolation Arrows. Passive skills o focus on
are Critical Strike and Penetrate (the better to knock down enemies befare Ihey reach you), as well as
the various dodging skills.

Multiplayer: Here, the Amazon plays a vital support
Tolo, Think of yoursell as artillery, saltaning up targets for
your fron lines to finish off. Weaken enemies wilh
Explosive Arraws and Immolation Arrows and lel your
Faladins and Barbarians do the rest of the work. Amazons
are also good for covering a relreating parly, buying time
for the retreat by Ireezing (and possibly kifling) pursuing
Cantors and Zealats wilh Ice Arrows.

Character Developmenl: While the javelin skills make
the Amazon a more well-rounded character than DIABLD's
Rogue, Ihis character's strong point is still the bow. The
high Dexterity ratings you'l need for the best weapons
will prevent you fram beefing up your Strength high

Most any magic arrows will make
quick work of Flayers, but you'll
want to pound the little bastard
into party ice with Ice Arrows so
their watery remains can'tbe =
raised by the fire-breathing
Shaman,

enough for the fough armor thal javelin melee combat
requires. And pumping that Dexterity rating high is kay — it lets you use the most powerful bows and
Increases your Attack rating 5o you'll be pumping your enemies full of arrows before they can lay a
claw an you. By Act I, you should start dumping skill points into your Energy rating, since you'll be
leaning heavily an magic In the later acls. When oulftting your character, laok for rings and amulels
that enhance your Attack rating, and especially anything that replenishes or upgrades your mana.
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In the ancient land of Yamato,
an aging and power-hungry warlord turned to

darkness in hlS mad quesl for eternal life.

d your samurai through ten
.environments of fast-paced
ole-playing based on

e monsters and myths.

1 iy onibiaaa
eople ca ay online an vie for
p epman{llp ?rDar Warlord

_ of 1ntense multiplayer
may i L
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HOW DO NE RATE?

WY

of strategy, simulation, and action

PAGAGASAE
=

Sun Tzu would be pleased with SHOGUN's artful blend

. *
b . 4
e
: L W
Very Good Worthy of your

time and money, but there are
| trawbacks.

I.

STRATEGY

reviewed by Raphael Liberatore

L
Average Either an ambitious
design with major flavs, or just

U i L. A5

omorrow at sunrise, I, honorahle Daimyo of the
Mori clan, march my Samurai army against
Takeda castle at Kai. Even though my shinobi
spies tell me that Takeda is ready to topple, | have
taken extra precautions by dispatching Horse Cavalry
from the nearby highlands of lzu, and Warrior Monks

Weak Seriously lacking in play
value, poory conceived, or just
another clane.

from our homeland at Mimaska.

THE CASTLE OF PAIN Gorgeous environments and realistic sound effects create a highly immersive and authentic tableau,
Terrain, weather, fortifications, and troop types all play important roles.

Japanese history known as the Sengoku Jidai, or the
warring states period of the 16th Century. SHOGUN
not only provides an excellent mix of gaming genres
for the historical wargamer, turn-based strategist, and
3D-action buff, but it's also an extremely stable game.
SHOGUN's 3D combat engine is likened to warring in
the majestic Kurosawa film, Ran, withoul the melodra-
matic tragedy. Thank goodness ~ Electronic Arls and
Creative Assembly released SHOGUN just in time to
rescue gamers from a noticeable shortage of quality
strategy-simulation games.

Cutting Down the Enemy Is the Way of
Strategy. ..

SHOGUN offers four gaming choices: an in-depth
campaign mode; a historical battle made for recreat-
ing one of five historical battles in realtime; custom
battle mode for creating your own army unit disposi-
tions in realtime; and a mulliplayer tactical-battle mode
via LAN or Internet. There's also a detailed tutorial to

= =1 A - Many seasons and countless
— sacrifices place me on the
: . threshold of complete victory. |
An epic game that | 5 ypyis in the name of Mori
will please James hanor. Tomorrow, the Takeda
Clavell fans, perish and all 60 pravinces will
Japanese military unite under my banner.
* historians, and T?Torrow. I become Shogun
H Oi Japan,
Risklovers ready stcome to SHOGUN:
for the next TOTAL WAR, a masterfully
challenge. designed strategy game set in
" et BN | the tumultuous period of
m's"}[a' The m:ﬁw that Multiplayer lacks
els it all wrong. Pathetic. k ? <
ENSIIEF I11;:l:l'li1?;J|. ; -!umpalun tu
We review anly Pt o turt

" based muitiplayer
linished games—

no hetas, no pafches.
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FORMATION TRAINING Formations play a vital role in SHOGUN's
wonderful 30 combat mode. Knowing which ones to use at any given
moment increases unil effecliveness.

EEE R S e

3D combat. Your goal in the campaign game is si
Japan under your rule through combat and subterfu 2
SHOGUN, or supreme military dictator. SHOGUN is about 1mhmnn
and war,
In a campaign, you choose from one of
Daimyo (warlord). Each clan possess
nesses, which determine your strategy,
builds warrior monks at lower cost. However, unwiel Idy lerrai 5
to a lack of farmland, limiting the amount of income the Mori can pm
duce. Conversely, the Hojo starl off with the highest income and can
therefore conatrucl castles at a lower cost. Choosing clans like the
] cause their provinces are strelched
g eqy depends on developing and manag-
ing Ihe|r prownmal resources in order to build armies for conquest.
The strategy aspect of SHOGUN is as easy to grasp as that of the
assic Milton Bradley boardgame Shogun (now called Samurai
Swords), but wit qreaier deplh .JHOGUH tests your urce man-

attack enemy provinces.

To be successful, you must first generate income from your lands in
the form of SHOGUN's main resource, koku (the amount of rice nec-
essary to feed one man for a year). In addition to feeding your troops,

RISK AND REWARD Players move units across the provinces of
feudal Japan like moving tokens on a board game. The game can be played
entirely in this strategic, turn-based mode.

QUOTE OF THE MONTH

_© If the developers were really
trying to impress the notion of damnation
on the player, mission accomplished.

— Brett Todd, reviewing VAMPIRE: THE
MASQUERADE—REDEMPTION.

Suddenly, This Summer

By Tom Price
S ummer is the time for dry spells, be they weather-related or on the

gaming front. Game publishers usually save their hig new releases for

the lucrative holiday buying season of late fall. But this year, some-
thing strange is happening. A whole slew of highly anticipated games are
hitting shelves early, and by the look of this month's reviews, they're a
field of winners. SHOGUN, MDK 2, GROUND CONTROL, DIABLO-freakin-2! Not
to mention some unexpected gems like EVOLVA and COMBAT MISSION. And
reviewing DEUS EX, DARK REIGN II, and WARLORDS: BATTLECRY for next
month's issue will keep us indoors until all this annoyingly nice weather is
past. At least we're no longer in danger of losing our pasty complexions we
worked on all winter.

Hopefully, publishers will make this mid-year renaissance an annual
occurrence. Too many good games get crushed under the holiday rush, and
gamers are tired of making Q1 games last until Q4 (although THE SIMS sure
hasn't run out of steam yet). Now, you'll be playing DIABLO II right up until
Christmas Eve (what? You were going to do that anyway?). Drop me a line
at tom_price@ziffdavis.com and let me know which summer release you're
most looking forward to. I'll be out by the pool, enjoying a mai tai, playing
ARCANUM on a laptop.

Army Men: World War
Army Men: Air Tactics

GAME

Combat Mission * ok A R A

Diablo 2 R
axson [}

EverQuest: Kunark expansion KA R RS

Evolva FoAoAAOk

Flying Heroes JoAdAok

Ground Control oAk Aok

Klingon Academy FoA A Ak

Lemmings Revolution FoAk Aok

MDK 2 e ]

Operational Art of War: GOW Edition Seanall

PGA Championship Golf 2000 AxAAR

Shogun: Total War

SimCity 3000 Unlimited

Test Drive: Le Mans

Vampire: The Masquerade
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TOTAL WAR

NONE SHALL PASS Crossing a bridge can wreck a force's morale,
Archers make a great defense as they rain arrows at those attempting to
Cross

CONTRACTOR NEEDED: INQUIRE WITHIN SHOGUN's fech tree

is easy to understand, but make sure you know what troops you need
before embarking on a lengthy construction campaign.

N

koku is needed for constructing buildings and training new units,
You can increase koku production by improving farmlands, building
ports, or raising taxes; but if you raise taxes too high, you run the risk
of rebellion.

Each province has the ability to produce koku, and in turn, to
develop the necessary structures to build your armies. Constructing a
castle allows for more upgrades and building options, which in turn
creates more options for training units. Later in the game, special
events will occur such as the arrival of Dutch or English Traders, who
give you the opportunity to bulld more advanced structures like an
arms factory for muskets. SHOGUN also includes a slew of unit
types, from basic Samurai Archers and Yari Samurai (spearmen) to
more advanced Musketeers, Ninjas, and Geisha assassins. Units can
be enhanced with improved weapons, armar, and morale, The game's
straightforward technology tree makes the research and building
model manageable.

The Way of the Warrior Is Death. ..

SHOGUN provides three options when attacking or defending a
province: Command your troops personally, let the computer decide
the outcome, or retreat into a nearby province, Choosing to com-
mand your troops personally switches you to the blood and guts of
SHOGUN - 8D real-time tactical combat, where you can control up
to 2500 samurai. Before combat starts, however, you get to assess
weather and determine a course of action: Fight now, or wait for
more advantageous weather conditions under a clear sky, or during
rain, snow, or fog. Depending on the troop dispositions, it can be
advantageous to fight in the rain, if, for instance, they possess heavy
cavalry - rain wears cavalry down. Once battle begins, you control
units through a robust interface, with a combination of keyboard com-
mands, mouse clicks, and/or desktop icons. Combat takes place on a
variety of wonderfully rendered 3D terrain maps, and the atmosphere
is heightened with good audio effects and ambient music.

SHOGUN's combat model is as authentic as they come, and dur-
ing the battle, factors like troop types, morale, formaltions, terrain,
weather effects, and fatigue all come into play. Creative Assembly did
its homework and applied Sun Tzu's Art of War principles to each
unit's Al. So, for example, brute force is usually not enough to win.

M!Hmm 2000 * cgw.gamespol.com

Units haphazardly thrown at the enemy will surely be routed before a
battle's end.

Eliminate all rival clans, Ronin, and rebels, and you will become
Shogun. As Shogun, you are presented with an interesting cinematic
describing the fruits of your efforts, both past and present. What's
next? Play again or move on to multiplayer, via LAN or EA's Internet
server. There's nothing more adrenaline-pumping than eight armies
slugging it out in some Japanese valley. However, | did have a beef
with SHOGUN's multiplayer game. It nol only lacks the ability lo play
in turn-based mode, it's also missing a save-film feature for reviewing
battles already played. What were they thinking’?

Be Extremely Mysterious, Even to the Paint of
Soundlessness...

As good as SHOGUN is, it's not perfect. The simplistic interface
suddenly becomes tedious when controlling several provinces and
hundreds of units. A menu option similar to that in BRAVEHEART
(which allowed viewing of general production cycles at any given
time, both territorially and locally), would have been mare efficient
than clicking through two dozen provinces in order {o calculate struc-
tures and unit dispositions,

| was also disappointed with the diplomacy model. Treaties with
neighboring clans are broken without justification, And even though
you can form alliances with neighboring clans, you cannot join forces
to defeat a common enemy. Alliances rarely last long, serving only to
stall the enemy while preparing offensives.

| was generally pleased with unit balance, except in the case of the
Geisha. Anyone using them usually has the upper hand in assassinat-
ing enemy generals, shinobi, and emissaries. | also found Ronin and
rebel-controlled provinces to be more powerful than any of the seven

BORDER RAMA By the time you are ready to expand, you should know
the advantages and disadvantages of all seven clans and of the 60

provinces you need to conquer. But make sure to bolster your security in
the form of caslles, garrison, and shinobi counterspies before undertaking
an offensive.
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ABACUS WANTED After each battle, a summary screen tallies victory
or defeat, while assessing individual unit performance in honor gained,




DEFEND OFt 1)

You are the last line of defense against an
overwhelming enemy assault. Blast away at land,
sea and air forces as they rush you from every
direction. Clear the beach, defend your post and
pray that the supply plane comes in time!

IT AIN°T NO BEACH PARTY!

¢ Aim in on landing troops, helicopters, tanks, grenades,
jet fighters, bombers and more!
® In your face hardcore photo-realistic 3D action!

* Wave after wave of intense enemy assaults!

AVAILABLE NOW!
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REVIEW

clans. Destraying them requires more resources and concentrated
effort than it should. The throne room is of limited utility in the game.
I's the only place where you can receive emissaries to form alliances,
but beyond that, it's a waste of time. Your advisor spouts obscure
wisdom from Sun 1:u that rarely pertains to current events. It would
have been beneficial if an abdwa was added to show each of your
province's koku revenues, or a map detailing army victories, or even
court entertainment in the form of the geisha playing Japanese
sonnets (she just sits there).

Shogun Strategies

Achieving Battlefield Mastery

SHOGUN adheres to the classic book on strategy and tactics
by Sun Tzu, Art of War. "One should appraise a war first of all
in terms of five fundamental factors,” writes Sun Tzu. “The first
of the fundamental factors is politics; the second, weather; the
third, terrain; the fourth, the commander; and the fifth, doctrine”
In SHOGUN, all of these factors apply.

Politics: Play the Hojo clan if you're having difficulty. The
Hojo are the easiest to manage because of higher koku yields
and defensible borders. Make alliances with surrounding Clans
so you can focus your attacks on one enemy at a time. Clans
like the Takeda, Oda, and Imagawa are not to be trusted since
they tend to break alliances quickly, and this is especially true if
one of your provinces invites attack. Target wealthy provinces,
and likewise, make sure you shore up defenses on your own
valuable provinces. If you fall short of koku, raise taxes for only
one turn. Use shinobi to encourage rebellion in enemy
provinces with low loyalty ratings. It'll keep the enemy from
mustering offensives against you.

Weather: Know what effect weather has on all troap types.
Rain renders Arquebusiers useless once their powder gets wet
(the more advanced muskets can still fire), Archers also suffer
effects in rain, since bowstrings dampen; and with wind,
because accuracy is reduced. Snow will reduce the mobility of
all units, especially cavalry, which easily tire.

Terrain: Review the battle map before starting the battle and
look for key strategic points like bridges, forests, and hills.
Higher ground increases archers' accuracy and range. It is also
better to attack downhill, since units attacking uphill tire quickly.
Use heavily armored troops and cavalry to draw out the enemy
before committing a full-scale assault.

Commander: Morale is very important in SHOGUN; build it
in your army by utilizing the same units and commanders.
Higher morale makes units more effective in combat. Always
use the generals (Taisho) with the highest honor in battle. Their
honor bonus is passed to the troops they lead. Likewise, con-

AVALANGHE! By using terrain and weather effects, red army holds the
upper hand - literally. Red archers are able to rain arrows more accurately
and effectively, whereas, because of snow, green army's troops are heavily
fatigued hefore combat begins, making them highly susceptible to rout.

gﬁ SEPTEMBER 2000 » cqw.gamespot.com JLLLIMTMALNLTH T EIY ]

SHOGUN: TOTAL WAR

The tactical game, though well made, has some minor shortcom-
ings as well. During the fray, it's difficult to discern which units are
which, especially during the heat of a massive melee. Color-coded
highlighting - as in MYTH — would have been a welcome addition.

Despite these flaws, SHOGUN p s an impressive amount of
dcpth and replay value in both strategy and tactical gameplay, making

candidate for Strategy Game of the Year. Bottom line:
SHOGUN is well worth the p strap on your Do, powder your
Katana, and join the armies of the Sengoku lidai. [I90]

THOSE WHO HAVE EYES BUT CANNOT SEE The battle starts out in
fog. The red army did not scout for the enemy, so it marches haphazardly into
a valley, then proceeds to atlack a green army, perfectly formed and waiting
on the slopes. Within minutes, much of the red army scatters hecause of
fatigue, loss of men, and lowered morale.

centrate your attacks on the enemy Taisho. If he falls, then the
enemy will rout faster. In turn, always protect your generals with
an escort of shinobi or ninja for security against any assassina-
tion attempts.

Doctrine: Die-hard strategists may be tempted to skip the
tactical game altogether and to allow the computer to decide
the fate of their armies. Even though the Al is balanced, |
strongly recommend you play the tactical game. Commanding
your army in battle almost always improves your chances.
Remember to destroy as much of the retreating enemy as pos-
sible, or they will return to fight you another day. Use cavalry
units to run down routing troops, or try maneuvering a unit
behind them, to cut off retreat.

Use formations during battle. Loose formations are great
for decreasing the effects of missile attacks, whereas close for-
mations will hold key defensive points more effectively. Wedge
formations are effective in breaking enemy defenses and lines.
Use cavalry to attack archers. And Warrior monks are more
effective if “engaged at will!
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massive multiplayer space.corr'mbat. Join your squadron online. Confront other civilizations. Play free on worldwide
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Bioware delivers humor and
comic bookology in their
surprising sequel

Many Doses
of KAPOW!

games - here's one staring you in the face. Okay, so no one

G amers who lament over the lack of comic-hook inspired

has an “S" slapped on his chest, and there's nary a Marvel or
DC lago anywhere on the box. But everything about BioWare's MDK
2 ad-screens, cutscenes, level design, and gameplay =

appears to have leapt right off a
four-color panel and onto your 32-
bit color screen. MDK 2 brings you
the best of what Jack Kirby and

[reviewed by Thierry Nguyen|

Stan Lee had to offer in the 60s; it's

a mad vision of heroes that fly, ram-

page, and invent wilh reckl es8 ahnn-

don, pitted against over-the-top villains wh
diatribes. It features pure action that screams POW! BANG!

Z00MmI"

CGW RATED

PROS

It's a comic hook
rendered as a
game: colorful,
over-the-top,
action-packed,
and fun.

Platform-game
holdovers, like
twitchy controls
and jumping
puzzles, provide
the wrong sort of
challenges.

SEPTEMBER 2000 » eqw.gamespat.com

Crisis on Infinite Canadas

Plotwise, you couldn't get much lighter than
MDK 2. Max, Doc Hawkins, and Kurl are
enjoying some brews after the end of the origi-
nal MDK when yet another alien mlnprn awler
attacks Edmonton, Canada. Kurt is dispatched
quickly, and soon you'll find yoursell romping
across the planel, Hawkins' ship (the “Jim
Dandy"), and a variely of alien craft. Gameplay
is similar to the previous game in that you'll be
zipping down a linear series of interconnected
locations, and you'll have to either thump or
jump your way past obstacles.

The major departure from the previous game
is that you're playing a
just Kurl. Max stops being an airstrike weapon

S0, THIS IS WHAT A VISIT FROM
GALACTUS FEELS LIKE The boss design is
top-noteh throughout; each boss is huge and
requires a bit of puzzle-solving to beat.

THE NAME'S SHWANE, SHWING SHWANE The culscenes
featuring Doc Hawking are the best, as they combine a perfect voice with

some really silly lines.

Well, Shwang - if that |s your real name -
aliens walt untll | get my janitor back!

just you

LIGHTNING SPIDER AWAY! It's big, it's flashing, it's pretty. | really
have no idea what's going on, but I'm too bedazzled to care...

{i

Requirements: Pentium 200MHz, 1GMB RAM, 250MB hard drive space, 30 cand, DirectX-compatible sound car|.1-. Ra:nmnmndnd_ﬂsquimments: Pantium-Il

J00MHz BAMB RAM. 3D Support: Open6l  Multiplayer Support: Nane

Publisher: Interplay « Developer: BioWare = $40 - www.interplay.com/mdk2 - ESRB Rating; Teen; animated blood and violence.
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REVIEW

BAD PUZZLE, BAD! Jumping puzzles like this one in
level eight made me want to punch holes in my wall with
my forehead. At least | can save anywhere,

and gets his own levels, while Doc Hawkins branches out from briefing-giving
to adventure-taking. Qut of the game's ten levels, each character is featured
in three, with the final level giving you the choice of which character to be. It's
all one sequential story, and the game manages to actually make sense of
your switching characters so much.

The character switching brings out three unique playstyles. Just as in the
original game, playing Kurt invalves jumping, shooting, and sniping. Max is
more ahout pure action, as he pumps out bullets from guns in each of his
four hands; the gunfire is only interrupted by the occasional jumping puzzle.
Finally, Doc Hawkins plays like an action-oriented LucasArts game; you'll
have to pick up inventory items and combine them in bizarre ways to solve
puzzles, dispatch enemies, or find ways of jumping around. These puzzles
range from fixing a leaky pipe to guiding a goldfish through some tunnels in
order to flip a switch.

Whatever Happened to the MDK of Tomorrow?

Since MDK was designed by Shiny, there's the question of how BioWare
addressed the general humor and attitude of the original. Rather than try to
imitate Shiny's style, they made their own distinct mark in the spirit of Shiny's
method. Instead of focusing on the odd/twisted or the extremely weird items,
BioWare focused on goofy dialogue that uses a mix of pop culture, scatologi-
cal humor, and well-cast voice actors. The result is that MDK 2 is as funny as
the original, but in & different way.

While you're busy laughing at Doc Hawkins' one-liners or groaning at the
farting aliens, you'll also notice the absolute beauty of the game. This is one
to show off that brand new VooDoo 8500/GeeForce 47 you bought.
Whatever card you've got, this game will paint luscious vistas, dazzling lights,
insanely detailed enemies, and eye-wrenching visual effects. It's also a very
tightly-programmed engine — just about any decent machine can run the
game comfortably at 1024x768 resolution, and power-gamers will get good
frame-rates even at 1600x1200 resolution. The exceptions to this are levels
seven and eight; you'll probably want to turn the detail down a bit on these
levels, unless you like grinding along like a slime-less slug.

The Dark Platform Saga

While the game is full of big, gorgeous fun and zany laughs, it's still got
some problems. This is a platform game at heart; hence, it comes with some
of the same problems inherent in most platform games.

The control scheme is still a bit twitchy. Even though the default scheme is
designed with the first-person-shooter fan in mind (keys for movement and
mouse for aiming), jumps and turns still tend to be out of whack. Sometimes
your character will either turn way too quickly or way too slowly, or you'll find
yourself dying because you didn't quite hit the jump button hard enough. Doc
Hawkins, in particular, suffers from an awkward interface, mostly in the
“arming” and using of certain items.

The jumping puzzles, for the most part, are pretty fair, although there are
some that are insanely difficult. Even players who were, like myself, weaned
on MARIO, PITFALL, and SONIC will find themselves slamming their desks as
a result of some jumping puzzles in level eight, specifically.

One of the main differences between the PC version and the DreamCast

PAINT THE SKY WITH DIAMONDS Sometimes,
you just need to stop and trip out.

DOC IN SPAAAACE! Your mental reflexes will be
tested periodically with Doc Hawkins; you have a limited
time to figure out how to assemble this makeshift space-
suit (hint, hint).

version is the addition of a Save-Anywhere feature. I'm a huge proponent of
Save-Anywhere, but it does mess wilh puzzle design, effectively rendering
null some of MDK 2's more challenging situations. This is most evident on
Doc Hawkins' levels, where some of his puzzles are solvable by trial-and-
reload, rather than by thinking them through.

All'in all, despite some ire-raising puzzles and twitchy controls, this is a
flat-out fun game. Approach this as it is: a well-crafted action game that
emphasizes shooting, sniping, jumping, and puzzling. Don't go in looking for
the future of action gaming. Look at it the same way you would a classic
comic: big, colorful, dumb (in a good way) fun mixed with goofy humor,
pulse-pounding action, and an appreciation for guys in costumes thwarting
aliens in bigger costumes. ({47

FOUR-FISTED TALES Max runs and guns through amazing levels, thanks to
BioWare's Dmen engine.

=7 o o -

BACK TO BASICS Even with all this slick newness, one can always rely on
Kurt's sniping abilities (complete with taunting alien) from the previous game.
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COMBAT
MISSION
[reviewed by Bruse Geryk |

CGW RATED
=

REVIEW WARGANME

e

A MATTER OF PERSPECTIVE Switching between views gives you a better picture of the battlefield. IV's especially useful for view-

ing line-of-sight across uneven terrain.

The first 3D wargame scores a major victory

Wargaming's New Look

-

advantage of advances in computer technology to create origi-

nal, engaging simulations. Instead, they got games which either
looked like more realistic versions of games they had played in paper
form, or which used the computer as a calculation machine for
incredibly complex combat systems — but which were still based on
mechanics from 20 or 30 years ago. Recycled ideas have been the
hallmark of wargaming.

Fnr years, wargamers had heen pleading for games that took

COMBAT MISSION takes these
tired ideas and tosses them out. In
their place, it asks the question:
How can a computer wargame
use attractive graphics in the ser-
vice of accurate simulation, and
make the combination fun? The
answer is a fully 3D, turn-based
masterpiece in which players plot
their moves simultaneously, and
then watch their orders unfold in 80-second slices of realtime. It's the
game everyone imagined 20 years ago as lhe ultimale “computer
wargame.’ Guess what? It's finally here.

Western Front Shootout
While the first thing that might come to mind upon seeing
COMBAT MISSION is a WWII version of SID

ever looked like this?

wargaming
classic.

MERRY CHRISTMAS When has a turn-based game

MEIER'S GETTYSBURG, the similarities are limited to 3D graphics
and a foundation in history. COMBAT MISSION is actually more akin
to familiar hex-based games such as RISING SUN or WEST FRONT.
The biggest difference is the 3D presentation, and wargame veterans
will find that at the tactical level, this changes everything.

The subtitle of COMBAT MISSION is “Beyond Overlord)" and the
scenarios all deal with battles fought on the Western Front on or after
June 6, 1944. While mos! combat units are squads, individual vehi-
cles and leaders are depicted, as well as smaller units such as
special weapons teams. Players can command American, German,
Franch, British, and even Polish forces in battles such as Falaise
Pocket and Operation Market-Garden. The number of unit types
depicted is staggering, and this allows for great freedom in scenario
design when using the editor. "Operations” consist of multi-scenario
battles over a large map, and introduce supply considerations. There
is even a “Quick Battle" function that generates random scenarios
based on some general user-specified parameters. The replayability
of COMBAT MISSION is almost endless.

What's That Burning Smell?

One of the most striking aspects of COMBAT MISSION is the
degree ta which it demonstrates the inadequacy of traditional two-
dimensional, hex-based representations of combat. After many years
of playing hex-based games, it's easy to internalize a set of conven-
tions (such as line-of-sight rules) and mistake them for the real thing;
COMBAT MISSION takes these illusions and obliterates them in
spectacular fashion. The simple act of turning a 2D environment
into a 3D one changes the way players lock at the battlefield.
Important terrain features have to be identified from a “real
world" perspective. Keeping troops in supporting positions, cre-
ating crossfire zones, and maintaining proper command dis-
tance all become far more difficult when you take away the
crutch of a flat map and a hex grid. The command experience in
COMBAT MISSION is far more realistic as a result.

Tha interface wod Gameplay consists of each player plotting his orders during
graphins e the Orders Phase, and then watching them simultaneously
little rough around unfold during the Actlion Phase. Free camera control allows
the edges.

Requirements: Pentium 166MHz (Pentium 200MHz il no 30 cand), 32MB RAM, 100MB hard drive space. Recommended Reguirements: Pentium-1l J00MHz GAMB
RAM, 16MB 30 graphics carl. 30 Support: Direct 30, Glide. Multiplayer Support: PBEM/Matseat (2 players), Internet with upcoming v1.1 patch; one GO per player.

Publisher: Battlefront « Developer: Big Time Software « $45 « www.battlefront.com » ESRB Rating: Not rated.
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players to view this action from whichever angle they choose, or to
lock the view on important units,

Despite its focus on command and a realistic view of the battle-
field, COMBAT MISSION is not an abstracted “command-level” model
of warfare where you give your units general orders, and then sit back
to watch the results. Underneath the 3D graphics is a wargame that
is as detailed and open to micromanagement as any traditional hex
game. Every unit must be given exact orders regarding where, when,
and how fast lo move, at whom to shoot, and how to reach its desti-
nation, The interface allows for minute control of your units through
sophisticated waypoint schemes and different movement modes. The
units themselves have some intelligence, and will take measures to
defend themselves if unexpected circumstances arise, but the game
very much hinges on how well each player plans their tumn, down to
the last detail.

The simultaneous-move system and the unique environment make
COMBAT MISSION a very challenging game. Tactics have to be coor-
dinated, and even though each tumn only lasts a minute, that minute is
along, long time during combat. Many things can happen, and a few
mortar rounds or the unexpected arrival of an enemy tank changes
the entire battlefield situation instantly. The best tactics are those
that anticipate problems, which means players have to visualize how
their arders will unfold during the turn, and not simply their position at
the end. When playing all but the smallest of scenarios, this can be
very challenging.

Players who meet this challenge, however, will be rewarded with a
wargame experience unlike any other, Tumns can be viewed repeatedly
and from many different angles, and it is during this replay phase that
COMBAT MISSION comes to life. Watching your infantry get
ambushed is a heart-stopping experience, and playing the game can
be like watching a good war movie. The tension is higher than in any
wargame to date — even the CLOSE COMBAT series. It's a different
kind of tension, to be sure, but it's no less nerve-wracking. The excel-
lent sound effects enhance this feeling immeasurably.

COMBAT MISSION has all the features (rally, panic, smoke, river
crossings, artillery) that wargamers would expect in a game like this,
and adds a few new ones. Units can be spotted by sound alane,
making tanks particularly hard to conceal when moving. Command
lag means that units farther from a formation commander suffer some
delay in executing their orders. Added together, all these features
make for one of the most detailed simulations available.

COMBAT MISSION is not perfect, but it's awfully close. The
biggest problem is the lack of an overview screen to help players
locate units. The designers say this was a conscious omission to
reduce the player's omnipotence, but it can be a little frustrating in
some of the larger scenarios. Some animations, like the flames com-
ing from burning vehicles, are a bit sub-standard when viewed up
close. There is also no TCP/IP play available yet, although Battlefront
promises a free upgrade to remedy this later in the summer. These
points are dwarfed by all of the things that COMBAT MISSION does
brilliantly. Unlike some other wargames from small developers,
COMBAT MISSION includes a sturdy, 170-page manual that explains
the game in detail - it even has an index.

REVIEW

SMOKE ‘EM IF YOU GOT ‘EM Knowing how fo use smoke properly
is a key to victory.

25
SILENCE THAT GUN Artillery has an awesome effect on the battlefield.
Here, an anti-tank gun gets blasted amidst flying hunks of frozen dirt .

CLICK, MOVE, DIE Giving orders is as easy as right-click and point.

The economics of game distribution have hit wargames particularly
hard, and COMBAT MISSION is no exception. The game is not and
will not be available in retail stores, and can only be purchased
directly from Baitlefront via their Web site, But this shouldn't deter
anyane from buying it. The trend toward derivative game design
means that revolutionary games come along rarely. COMBAT
MISSION is a revolution on CD. Join it. ({907

Fighting the Faux Foe

argame artificial intelligence (or the lack of it) has
w been a prickly problem over the years. The fact that an

experienced wargamer can generally crush most game
Al means that for a true challenge, wargame fans need live oppo-

nents. This is a problem when most wargames are turn-based
and don't lend themselves to Internet play, and many people don't
like the drawn-out nature of play by email games. The difficulty
introduced by COMBAT MISSION’s 3D perspective might obscure
the fact that the Al is pretty darn good. As usual, the computer is

better on the defensive than when attacking, but in general, it
puts up quite a fight. Concealed units choose targets wisely,
instead of just taking potshots at the first half-track to blunder
past them. Units are smart about moving: A tank, when brought
under heavy fire near some trees, backed up behind them instead
of turning around and exposing its rear. While the best competi-
tion will still come from head-to-head games against good
opponents, COMBAT MISSION has a few tricks to show off in
single-player mode. Don’t underestimate your enemy!

HULHINI UV TN EICM cow.gamespot.com « SEPTEMBER 2000 [ [IE]



REVIEW STRATEGY

ROCKET RANGER Some units, like this Rocket Terradyne, are excellent at MORE POWER The more powerful a unit is, the less of them there will be in a
taking down both air and ground units. Their weakness: infantry. squad. From left: Main Batlle Terradyne, Heavy Terradyne, Ardillery Terradyne.

C
e
{ !

Sierra’s new tactical RTS makes the grade

Familiar Territory, New Ground

ROUND CONTROL Is the latest in a new wave of real-time Units for the respective factions differ fundamentally, but are stil
G strategy games that eschew the traditional resource harvest- well balanced. The Crayven vehicles (or terradynes) are all tracked or
ing and tech-tree climhing model in favor of pure, unrelenting, wheeled, while the Order's units all hover (that's why they're called
tactical combat. Think MYTH, but with healthy doses of COMMAND & hoverdynes, duh). As a result, the Order has the advantage of speed,
CONQUER, TOTAL ANNIHILATION, while Crayven can accommadate heavier armor. Firepower is prefty
and HOMEWORLD. In raw gameplay evenly matched, aven though Crayven forces use mostly projectile-

G RO U N D terms, GROUND CONTROL is spot based guns while the Order favors energy-based weapons.
on, delivering one of the most viscer- Categories of units break down the same, no matter which side

CO NTRO L al “you are there" depictions of com- they're on. Each side has two infantry-squad types to choose from

- - - bat we've seen in this game-style. As and four armored vehicle types (scoul, light, medium, and heavy).

a complete package, it does have Crayven Corp. has three support-squad types (artillery, anti-air, etc.)
some problems, the most obvious of to the Order's four, but they make up for it with four aircraft types to
which is a clichéd storyline wrapped the Order's three. Then, of course, you have your command APC

around clichéd missions in which the rigid scenario-scripting fails to that houses your commander and cannot be destroyed - otherwise,
provide much challenge or replayability in single-player mode. il's mission over, APC's have very little firepower, but they're tough
to kill and can heal your other units. With the exception of the APC,
Plot-o-matic all squads can be configured to hold different types of secondary
It's 2419, and super-powerful corporations rule the post-apocalyp- weapons like mortars and depleted uranium rounds, as well as
tic earth. (Sigh.) War has been banned on terra firma, so the corpora- supplementary equipment like deployable sentry guns and health
tions pit their security forces against each other for control of mysteri- powerups.
ous alien technalogy found on a desolate colony world. (Yawn.) You A squad's behavior pattern can be configured as well. Setting a
are a loose-cannon field commander with squad to be offensive, defensive, recon, or balanced will affect attrib-
CcCGW RATED authority issues (Zzzzzzzzz) who must lead utes Isuch as firepower, armor, or speed. All r.Jf l!\is can be done in the
P} your squads of infantry, armor, support vehi- Configure Squads subscreen before each mission. This adds an
PROS cles, and aircraft through the standard escort- interesling element lo the game and gives it some much needed
Beautiful graphics defenseless-units and take-out-the-radar-lype depth, since proper squad configuration is crucial to the success of
enhance the missions. For the first half of the game, you certain missions.
sensation of real play as Major Sarah Parker of the Crayven Since there's no base-building or resource harvesting (that is, it
combat. Corporation’s security forces, and for the sec- happens behind the scenes and out of your control), you can't just
ond half you play as Jarred Stone, a Deacon in crank out new units at will. You only have what you cram into your
the Brotherhood of Nod... er, | mean the Order dropships at the beginning of each mission. And since units gain
of The New Dawn, in a hackneyed story that's experience with each mission they finish, protecting them becomes
A storyline right been done so many times before that anylhing priority one. Losing a veteran squad caused me to restart a mission
outofa less than parody is unacceptable al this point, more than once, not just for the sake of finishing said mission, but for
cumngumtu FI.IIIBEB Reguirements: Pentium-11 233, 32M8 RAM, 250M8 hard drive space.  Recommended Reguirements: P41 333, BAMB RAM, 450 MB hant drive space.
::':::me wriing 30 Support: Glide or 030. Multiplayer Support: LAN/Intemet through WOH.

Publisher: Sierra Studios - Developer: Massive Entertainment = $50 « www.sierrastudios.com/games/groundcontrol/

ESRB Rating: Teen; animaled blood and violence.
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all the subsequent ones that would be impacted. Of course, if there
were an in-mission save like there should be, | wouldn't have had that
problem. Unfortunately, at the dropship configuration screen, where
information about squad veterancy would be most useful, it's
nowhere to be found. Only in the post-mission statistics screen can
you view a squad's accomplishments and level of experience.

Control That Ground
Controlling your squads is surprisingly simple, thanks to a high-
ly intuitive interface. Icons representing each of your squads are
grouped at the bottom of
the screen, and contain
health and activities infor-
mation. Clicking on an
icon selects that unit, and
double-clicking centers
that unit on the screen.
Standard RTS controls
are, of course, in place —
like box-dragging and
Ctrl-grouping = and you
can set your units to
guard each other. | wish
players were given the
option of setting closer
guards, because escorts
will always follow the
escortees at quite a dis-
tance. Formations are
also very simple to exe-

cute, but there need to et g e L Lt

3 The APCG is the most important vehicle in
be more than just three. the game. It houses your commantler,
Mostly | just switched repairs damaged units, and carts infantry

between column forma- around.

tion while moving and 5T _—'ﬁ“
line while attacking. '
Because friendly fire is
something you have to
watch out for, using the
right formation in a fire-
fight is key.

GROUND CONTROL
does a great job captur-
ing the greasy, bloody,
smoky reality of combat,
thanks in part to its spec-
tacular 3D engine. The
3D terrain modeling is not
just fantastically realistic
and pretty (second only
to MOTOCROSS
MADNESS 2, in my opin-
ion); it's also integral to
the game. You must use
the terrain to your tactical
advantage by taking and
helding the high ground,
or using shadows and
high grass to disguise your units. You can even lip the scales of
war by attacking out of the sun. Sure, lots of strateqy and/or war
games have given you attack bonuses for the same things, but
thanks to the go-anywhere camera, you can see these tactics from
an almost first-person level. The close zooming camera lets you
enjoy the nicely-detailed vehicle and building models up close and
personal. In fact, the free-floating camera is surprisingly easy to
use, considering how much ground il covers and how much it can

Order of the New Dawn

Crayven Corporation

SUNSPOTS Jaeger units are already pretly stealthy, but with the suns
to their backs, they're darn near invisible.

REVIEW

do. Along with the command interface, it's one of the best design
points of the game,

The Game Remains the Same

Aside from the corny backstory, there's only one major flaw, but it's
very major. The missions consist almost entirely of scripted events,
and therefore lack any real enemy Al. Enemy emplacements will be in
the exact same place every time, and enemy units will always show
up at the same place at the same time. So once you've played a
mission through, you can go back with artillery or any other unit and
simply suppress each spot where an enemy
showed up before. This probably explains
why there's no skirmish mode in GROUND
CONTROL, a style of game that relies heavi-
ly on clever Al, Fortunately, multiplayer mode
is executed excellently, with teamplay imple-
mented and multiple modes like deathmatch
and caplure the flag to choose from.

Ultimately, GROUND CONTROL is a good
game that could have been much better.
First-time developers Massive Entertainment
made some rookie mistakes, but they also
created a killer engine and an interface
that's simple and fluid. They should be com-
mended for that. And despite the flaws of
the single-player expenence, the multiplayer
mode and custom game mode will allow the
online community to breathe life into the life-
less areas of the game. ({47

SECONDARY SCHOOL All units (except the APC) have a secondary
weapan that usually inflicts a lot more damage, but has a limited charge
(no more than 3).
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REVIEW ROLE-PLAYING

Bad design drains the life out of VAMPIRE

| Vant To Suck

once had a college roommate who was a fanatical player of

White Wolf's original pen and paper Vampire role-playing game.

Brad and his friends were so into the gaming world, in fact, that
they used to play it out on the sireets, painting their faces white and

CHRISTOF'S CREW The higher class of Viennese vampire wears a lot
of armor and comes packing enough serious hardware to get medieval on

anyone's ass. And | thought Frank Langella was scary enough in his cape

and tuxedo.

faux-stalking co-eds as they walked home from pubs. Call me crazy,
but this didn’t seem quite normal to me. I've been a little suspicious
of anything Vampire-related since.

Judging by the quality of Nihilistic's new game, |'ve had every right
to be. VAMPIRE: THE MASQUERADE-REDEMPTION is a vapid, repet-
itive debacle that will leave both casual role-players and the Brads of
the world hunting for some garlic and holy water. The darkly sexual,
urban/gothic themes that my roomie once enjoyed are portrayed with
all the foreboding of
a POKEMON game
played in a sunlit
qgarden with your
eight-year-old
nephew. Fear
comes not from the
bloodsuckers on
screen, but from the
mind-numbing
repetition necessi-
tated by the lack of
a proper save-game feature. Or, from the possibility that you'll dislo-
cate a finger due to the incessant click-click combat that passes for
role-playing.

VAMPIRE: THE
MASQUERADE—-

clans, kills a lof of bad guys, and winds up in the 20th Century, seek-
ing redemption for his tortured soul.

Sound exciting? It isn't. While there is always an urgent task await-
ing your attention, the characters handling your marching orders
would rather prattle on endlessly than let you go to it. Parts of the
game lurch from one agonizingly long filibuster to another with only
moments of gameplay to break the boredom. If the developers were
trying to impress the nolion of Christof's damnation upon the player,
well, mission accomplished.

These dialogues are also filled with the most unintentionally funny
lines I've heard since Mystery Science Theater 3000 went off the air,
with every plot point in the game accompanied by a laugh-out-loud
comment. Try keeping a straight face when the Crusader himself mut-
ters gems like “I like not this talk of the skin of virgins." Or when you
hear howlers such as "Does he not know that | can crack his sealed
crypt at any time with the Anointed Skull of the Lamia?!" A Charlton

REDEMPTION

“Is this all that remains of nohle Christof?”

REDEMPTION opens in 12th Century Prague, the plot focusing on
a crusader who belongs to the Order of the Swordbrethren: Christof
Romuald. After developing a forbidden love for the nun who nursed
him back to health following an injury, Christof gets wrapped up in
evil dealings and is turned into a vampire in short order. He then
lakes part in politi-
cal infighting
between vampire

SHUT UP ALREADY! Every character in REDEMPTION delivers a long, monotonous speech at one point or another. Chesty vamp
babes, lecherous wizards, floating priests, gigoly slave merchants, megalomaniacal theologians — all have way too much to say.

- —— =]

CGW RATED

PROS
One of the hest
lnoking role-
playing games
currently on the
market...

...which doesn’t
matter because
those pretty
pictures are
saddled with a
horing story,
insipid dialogue,
no save-game
feature, and infu-
riating repetition.

Requirements: Pontiom-1| 233MHz, GAMB RAM, 720M8 hard drive space, Direct3D. Recommended Requirements: Pentium-1| ADOMHz, 128M8 RAM, S45MB
hard drive space. 30 Support: Direct3d Multiplayer Support: LAN or WON.net on the Intemet (2-4 players), ane GO per player.

Publisher: Activision « Developar: Nihilistic Software « $38 « www.activision.com « ESRB Rating: Mature; animated blood and

violence.
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This is The Final Frontier!

Explore a vast realtime 30 universe Research. develop and control The first RTS game to use both resource
that's filled with hazards and secrets. amazing new technology and vehicies. and personnel management systems.
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REVIEW

Heston would've had a tough time pulling those
lines off; the fifth-rate crew Nihilistic has assem-
bled here doesn't stand a chance. All of the main
characlers speak with young American voices
more appropriate for The Gap than for the grim
saga of a man who's seeking to redeem his soul in
old Prague and Vienna.

This clunker of a story is further hampered by
awkward gameplay and game mechanics. First and
foremost, there is no proper save-game fealure.
Aside from the autosave that kicks in every time
you finish a level, the only way to save your
progress is by clicking on the ankh or cross in a
designated Haven. This leads to a great deal of
infuriating repetition that will likely cause & lot of
gamers to simply uninstall the game and return it.
It's hard to believe that Nihilistic could be so woe-
fully out of touch with the PC game market.

Ahh, the Idiots of the Night...

Role-playing is completely absent in REDEMPTION,. In traditional
RPG fashion, characters kill monsters to gather experience points
and loot. The former is used to bump up attributes like Strength and
Agility, and vampire Disciplines such as Mesmerize and Potence; the
latter is spent on armor, weapons, and other handy items. Despite
these similarities to other RPGs, | never felt like | was truly building
characters. There's no real interaction with NPCs. Branching dia-
logue involves only two or three possible responses, all of which lead
to similar results. The linear plot made me feel like | was just putting
Christol and his pals through the motions.

And these idiots of the night don't make any beautiful music
together. Once you get your coterie filled out with three or four mem-

LONDON CALLING Christof adapts pretty well to 20th-Century
England, Flamethrowers and tasers don't faze him, and he's a natural with
a pistol.

S0, YOU'RE, LIKE, ALREADY ENGAGED? At least it isn't hard
fo tell which nun Christof’s got the hots for. Peri-breasted brides of Christ
~ like Anezka here — get all the attention when hunky Crusaders drop by
lhe convenl.

mnmsiﬂ 2000 » egw.gamespot.com ELULEIMLRIUILER T

CHAOTIC EVIL Battles always turn into anarchic messes where you're surrounded by anemies.
Not heing able to pause the action while you give orders to your party members will take the cantrol
of combat almost completely out of your hands.

bers, gameplay moves from vaguely annoying to blood-boiling. Baltles
become chaotic messes where you simply click on the nearest
baddie as quickly as possible in the hopes that it'll all be over soon.
While the hack'n'slash combat is incessant (I must have killed over a
hundred enemies trying to escape the Sociely of Leopold level
alone), you can't pause the game to give orders or play with charac-
ter Al. All you can do is take control of one party member and hope
that the others do something reasonably intelligent.

Most of the time they don't. They're more apt to shoot you in your
back than watch it. They'll guzzle blood like it's going out of style, and
then waste it by invoking Disciplines lo fight every little Ghoul Rat
that comes along. Replenishing blood during combat isn't much fun,
either. Draining enemies is almost impossible because while one vam-
pire fries to suck, the others will continue pounding the foe into dust.
The only posilive is that enemies are even dumber than allies are,
They'll often watch battles, and somelimes won't move a muscle —
even while you're slicing them lo ribbons.

Buff, You Ever Been to Prague?

REDEMPTION is a pretty good-looking game. The 3D engine is
attractive, albeit in a shallow, first-person-shooter style that doesn’t
emphasize the horrific setlings and moody atmosphere. It supports
32-bit color and most high resolutions, though | found some battles
pretty jerky when playing at a standard (for my system)
1024x768x32. Colored lighting really slowed things down. And
there's more. The third-person point-of-view doesn't allow you to look
up, and it obscures what's directly in front of the selected character
by skewing at an odd angle. Characters don't move so much as
lurch. Audio quality is generally poor, thanks to some popping and an
apparent poor use of EAX,

The enly saving grace for this title could be the Storyteller multi-
player mode. It allows gamers lo recreate pen and paper role-playing
sessions online, with one player directly controlling the adventure as
the gamemaster. Storyteller could become an online sensation if the
VAMPIRE community gets behind it. Games can already be found on
WON.net, though they're limited to settings from the single-player
campaign at the moment (albeit ones dressed up with new monsters
and items placed out by the gamemaster), since the planned
“Embrace” level editor has yet to be released.

VAMPIRE: THE MASQUERADE-REDEMPTION is one of the
stupidest, most disappointing compuler games thal I've ever played.
All of the license’s promise has been completely wasted in a haze of
poor scripting, community-theatre voice acting, and idiotic design
decisions. Call Buffy Summers, polish up that crucifix, sharpen a few
stakes, get thee to a nunnery = avoid this one by any means

necessary. ({47
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REVIEW SPACE SIMULATION

A Trek combat game done right, but not in time to save the franchise

Academy Award

familiar experience that one is tempted to write

snappy review openings (like this one) before the CD
even hits the drive. So what does Interplay go and do after
driving their Trek license into the ground for years? They
actually make a decent Trek space simulator, KLINGON
ACADEMY is not perfect, mind you, but it is certainly the
best sim ever made with the Trek universe. Despite some
bugs and rough interface conventions, it is a remarkably

P laying Star Trek games has hecome such a numhing,

polished product.

Space sims have long taken their cues from Star Wars,
with its WWII dog-fighting feel: fast and nimble. The Star
Trek world, however, has always approached space combat

STAR TREK:

KLINGON

ACADEMY

as though it were a
naval battle: slower,
heavier, and more tacti-
cal, l's been very hard
fo turn that into a bal-
anced game that is
both thrilling and an
accurate reflection of
the series. STARFLEET ACADEMY
took a stab, but falled due to out-
of-date graphics, overly complex
controls, and a limited view of the
scene. With its slick new engine

and more refined design, KLINGON ACADEMY largely overcomes

those problems.

It Is a Good Day to Die

Spread over 25 narrative missions and infinite custom encounters
(both solo and multiplayer), it is a game of quite impressive depth and
epic scope. There is an amazing array of ships, from the smallest,
most nimble Bird of Prey with its forward-facing weapons, to enor-
mous Dreadnoughts bristling with guns on every side. Naturally, you
play as the Klingons in the scripted mission, but there are also plenty

CGW RATED

PROS
Good balance of
action and tactics;
interface renders
many complex
elements manage-
ahle; tons of
gameplay, thanks
to custom
missions.

A bad ship-warp-
ing hug; ships
tend to ram when
they should evade;
missions can
hecome very
difficult.

YR IIN SEPTEMBER 2000 « cgw.gamespol.com

of Federation, Romulan, Thoilian, Gorn, and
Sha'kurian vessels, objects, and stations. The
game offers a very diverse experience, allow-
ing for faster (though never really “fast”) turn-
ing dogfights to multi-ship fleet encounters
complete with escorts flying cover, capital
ships firing broadsides, and support vessels. In
the narrative game, you start with a small ship
and move up, but in the quick-game menu, any
ship or combination of ships can be config-
ured for a custom encounter. Multiplayer has
eight slots for team or solo games, and
competitors spend points to buy and outfit
their ships.

A sim like this can easily devolve into confu-
sion and micro-management hell, as was the
case with STARFLEET ACADEMY. KLINGON
avoids this in several ways. First of all, the view

TRACGTOR PULL The tractor beam is hard to deploy successfully, but it can
be helpful in holding an enemy while you hoard him.

options are much better, with an external camera and views out all
sides. The default, straight-ahead perspective works fine for ships
with only a forward-firing battery. A special qunnery mode provides a
decent solution to the problem of controlling weapons on four sides.
Essentially, this is a rotating “gunner's chair” that enables you to lock
a target and visually track it as it flies around your ship. A strip repre-
sents a flattened-out 360-degree panorama of your situation. When
an enemy comes into range of a weapon, an icon lights up to show
which side (port, starboard, fore, aft) can now fire. In this way, you
can man all weapons on all sides from a single place, while a helms-
man steers.

The many stations essential to controlling a large ship have also
been streamlined without losing any of their power, The engineer,

THE FEDS In quick and multiplayer missions, you can select from the
ships of six different races, all with slightly different instrument color and
design schemes. Here, a Federation ship attacks the Gorn.

Reqguiraments: Pentium 166MHz 32M0 RAM, Direct sound and video card, 30 acceleration. Recommended Requirements: Pentium-Nl 400MHz G4MD RAM.
3D Support: Direct3d Multiplayer Support: 1-8 players via TCP/P and LAN.
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helm, science, security, medical, targeting, and weapons stations pro-
vide fine control over a dazzling array of ship components. You may
need o tend lo damage, reallocate power, sleer, scan a target, prep
sick bay to handle the wounded, beam out a security force to take
over a ship, and overcharge weapons in a single battle. This could
easily overwhelm, but a combination of fairly-smart officer Al (which
improves with experience) and macros makes it much easier. Of par-
ticular importance are customizable power macros that instantly
reconfigure a ship for different purpos-
es, ranging from offensive action to
warping out. There are plenty of map-
pable hot keys to instantly get to the
command you want (though more of
these would have been welcome). The
result is a very satisfying balance
between commanding and fighting.

until he de-cloaks.

Glorious Visuals

While prone to frame skips — and not
state-of-the-art, visually = KLINGON
ACADEMY looks very good. The models
are excellent, but some textures are a
little rough. Damage moedeling is very
impressive, with effective explosions and entire sections of huge star-
ships flying off. The designers have taken great pains not only to
creale an interesting looking “spacescape;” but one that also has
some effect on gameplay. Baltles may take place in the orange fog of
a gas giant or inside blue planetary rings. To give this some added
weight, each landscape may have an effect on ship perfarmance. For
instance, solar coronas affect energy-based weapons and kill crews
when shields go down, while others impair sensors or elfecl shields.

The movies that run between missions are quite nicely done. The
plot line is nothing special — a cadet leaves the Academy, takes part
in a Klingon invasion, foils yet another traitor subplot, etc. ~ but the
execulion is very professional. Essentially a prequel to Star Trek VI:
The Undiscovered Country, KLINGON ACADEMY uses Christopher
Plummer to great effect as the Shakespeare-spouling General
Chang, one of the few interesting Klingon characters. Several other
good performances — including David Warner reprising his role as
Chancellor Gorkon — and some decent dialogue, character insight,
and production values make these sequences appealing despite the
boiler-plate storyline. A handy utility lets you view these scenes as a
continuous, 90-minute movie without playing the game. The movies
account for the whopping six-disc size of the package.

DIE, HUMAN SCUM A Fed ship hites the dust in an impressive
explosion of bits and pieces. Large pieces can fall off ships in the course of
a hattle.

. BEVIEW

NICE EYE-PATGH BOLTS Christopher Plummer is excellent as
General Chang, though it is sometimes hard to take him seriously when he
ends each scene muttering “kaPLOP!"

CLOAK AND DAGEGERS A Klingon Bird of Prey is
cloaked, which makes him invisible = hut unahle to fire |

A Tear in Space

While there are some reports of bugs involv-
ing hard crashes, | did not experience a single
lockup. | did, however, encounter one hell of a
glitch over and over again. When you warp into
a new sector, you do so cloaked. This gives you
plenty of time to assess the situation, gather your wits and forces,
and approach the target ships. A sensible strategy is to close in to
weapans range under cloak, then de-cloak and fire from a rear quar-
ter. This gives you several opening salvos before most ships can
respond and turn. When de-cloaking at close range, however, the tar-
get ship often vanishes. Almost every time il does this, the ship reap-
pears on your starboard and fires a full spread, usually causing some
hull damage. It all happens in a second, but | could get the glitch to
repeat about half the times | tried, most often when | was very close.

Aside from this bug, which is admittedly pretty heinous, the game
runs very well. Missions are interesting and complex, with many layers
and objectives. The only really annoying missions are those which
involve bombing a target on a planel, since targets can be small and
hard to find. Comhined with sometimes overwhelming odds and no
in-mission save, this makes the game grindingly hard at times. While
enemy Al is okay at attack and maneuver, it also has a tendency to
ram when it should evade, All of these problems are frustrating, but
manageable. The important thing is that after years and years of
giving us awful Trek games, Interplay has atoned by creating one of
the best. Against all odds and expectations, KLINGON ACADEMY
emerges as a lerrfic, entertaining experience. (X477

GUNNER'S MATE The gunnery chair tracks a locked target while display-
ing the complete situation in the strip at the top of the screen.
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REVIEW ACTION

EVOLVA

CGW RATED
PROS

EVOLVA uproots the tree of life

You Say You Wanna Evolution?

alien butt, you better he able to adapt quickly. As one of the
EVOLVA, you will be able to do precisely that. Although the plot is

generic (cleanse yet another alien infestation), the ability to mutate
your team of Genohunters by extracting DNA from the giblets of slain
enemies adds interesting evolutionary elements to this third-person
shooter. And since each of your four Genohunters has different
strengths and weaknesses, there are stralegic considerations as well.

At the heart of this genre-blending game is the mutator screen.
Once you absorb enough alien DNA, you have the option to mutate
each of your Genohunters. With each mutation, there are two evolu-
tionary paths to choose from. Do you prefer to upgrade weapons or
lo increase speed and agility? Do you balance your Genohunter team
or make each member a specialist? The choices are yours, and theo-
retically, you have nearly an infinite number of mutation possibilities. In
many cases, however, the dif-
ferences are too subtle to
have much impact. Still, by
the end of the game, you will
have seen more mutations
than a zookeeper in
Chernobyl.

I ncremental changes over time are fine, but if you want to kick

Totally Organic...

As most of the game fakes place outdoors, there are {thankfully) no
industrial-style corridors. Instead, the texture paletle and “living archi-
tecture” give the game an organic feel. Even indoors, EVOLVA man-
ages fo avoid slipping into the dreaded "corridor crawl” by using both
curved and sloping tunnels. Although some of the later levels may
seem barren, the only visual disruption to the feel of the game comes
from cartoon-like crystal structures. Sometimes less is more.

Other visual treats include a semi-reflective skin for your squad of
Genohunters that changes color based on the lighting. Your
Genohunters will also change appearance depending on their evolu-
tionary path and weapon selection. Weapan pyrotechnics do not dis-
appoaint. Although visual quality can be adjusted for your machine, at
lower settings the graphics can be unimpressive. More importantly, at
very low settings,
the fogging dis-
tance decreases
s0 much that

SURVIVAL OF THE FITTEST A typical large-scale
battle in EVOLVA not only provides excitement, hut
once you win you can suck up all the monsters’
DNA to augment your squa.

THE NAME OF THE GAME Evolving = it's not just a good idea, it's
awful purty too.

ranged weapons lose their value, The resulting surprise attacks will
lead to frequent reloads.

Kleenex Anyone?

Of the 10 weapons available by game's end, one really stands
out. For lack of a better description, the weapon is a lethal loogie.
Unlike UT's bio-sludge, this ordnance comes from within. And not
only will it slow your enemies down, il is also highly flammable —
watch out for the backsplash. Defensive devices are also available
and include temporary invisibility and a shield generator. All
weapons include a secondary mode, and each is useful in specific
circumstances.

EVOLVA's levels are most effective when they present challenges
other than gauntlet runs. The sinking-island level is a real gem.
Fighting off aliens while racing rising water create an urgency that
makes for excellent gaming. While movement thraugh the 12 large
levels often requires brains as well as brawn, strategic choices are
limited to placement options and choosing the best team member for
the current task. There are no formations and you cannot specify
modes such as defend or hold. Thankfully, the Al is good enough that
you can concentrate on the one Genohunter under your direct control
without worrying about the others.

The biggest weakness in EVOLVA is the multiplayer-connection

interface. You need to know the IP address of the host server to join
a game, but there is no ulility for finding one. Note to developers:
Multiplayer gaming should never be more than three clicks away,
period. As an alternative, you can play the game on Heat.nel,
Unfortunately, the few times opponents were found there, network
latency was absolutely abysmal.

Despite the connection issues, EVOLVA gets most things right, and
it is both a challenging and enjoyable game, Hopefully, natural selec-
tion will keep this one on the store shelves for a long time, ({27

It's a fun, pretty,
challenging,
Cross-[enre
shooter.

Multiplayer could
use some waork.

Requirements: Fantiom 233Milz, ASOMB hard diive space, GANB RAM, 4x CO-ROM, AMB Voodoo or equivalent, 30 canl. Recommended Requirements: Pentium-
101500, THT 11 Ultra or equivalent. 30 Support: Diect30. Multiplayer Support: LAN, Intemet (2-8 players), one CD per player,

Publisher: Interplay * Developer: Computer Artworks Ltd. « $45 « www.interplay.com

ESRB Rating: Teen; animated hlood, gore, and violence.
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REVIEW STRATEGY

BOTTLENECK Terrain features creale situations like this, where opposing
forces come to loggerheads in a canyon

TANK RUSH While the game encourages deeper tactics, sometimes you just
have to run shielded tanks at an enemy hase.

.

EARTH 2150 exceeds its standard RTS model with depth and subtlety

gratuitous 3D graphics engine, it should at least be as good as

I f we're going to have yet another real-time strategy clone with a

this one.

EARTH 2150 is rendered in full polygonal glory, so you can rotate
the map, tilt it, zoom in and out, and watch tanks jostle and bob over
hill and dale. This is almost entirely useless while actually playing the
game, but you'll feel like you're getting your money's worth from your

EARTH 2150

reviewed by Tom Chick

accelerator card, and it makes for
good screenshols. So bless their
German hearts at TopWare
Interactive for actually making a
great real-time strategy game to
go along with their fancy 3D
graphics, because God knows
the last thing we need is just

another paintlessly pretty engine.

Before we get too carried away singing their praises, we'd like to
remind TopWare and their publisher thal we don't appreciate it when
they leave all the important details out of a game's manual so they

CGW RATED

PROS
TopWare managed
to fuse together a
few dozen diverse
elements and
fashion a great
RTS...

..but they forgot
ta finish the game

can charge us $20 for a strateqy quide. There
are big, fal, ozone-layer-sized holes in the
EARTH 2150 manual where there should have
been lists, lables, and explanations. Forcing us
through a lot of tnal and error because they
couldn't be bothered to give us information we
need is nol a good way to ensure replay value.
Fortunately, there are other things in EARTH
2150 to ensure replay value. The three sides
aren't as dramatically different as
STARCRAFT's, but they have sublle strengths
and weaknesses lhat emerge the longer you
play the game. Researching your way up each
side's technology tree forces some hard

choices, often dictated by what your opponent is doing. Does he
have lots of flying units? Back off the slow cannons and improve your
chain guns and 20mm shells. Is he throwing slow armored chassis at
you? Go for the lasers to overheat his metal behemoths. Is he putting
shields on his buildings and unils? Forgel the energy weapons and
research long-range rockets. Since you won't be able to unlock the
whole tech tree in most games, someone will eventually trump some-
one else, tilting the balance of technology and gaining the upper
hand. This is no game about mere tank rushes.

Because there's a solid Al at work, you'll get a lot of mileage
from the flexible skirmish mode and the streamlined map editor.
EARTH 2150's Al succeeds in the two areas where most RTS
games fail - the computer is adept at unit pathfinding and at launch-
ing effective assaults.

You'll also get a lot of mileage from the single-player campaigns,
which are good for playing several times over with their clever bal-
ance of tactical necessily and long-term sirategic thinking. To win the
campaign, you have to save up a certain amount of resources. This is
money in the bank, as it were, that you won't be able to spend on
building or research during a mission. You have to minimize losses
and use your experienced units wisely, so there's a deeper sense of
involvement than you get in most mission-based RTS games.

Early on, it seems that EARTH 2150 suffers from feature creep,
taking an “everything but the kitchen sink” approach to gameplay:
Weather, diurnal cycles, modular unit design, tunneling, ammo sup-
plies, weapons checks and balances, and battle plans down to indi-
vidual units are some of the things you'll have to manage while fight-
ing battles. But since you can issue orders while the game is paused,
and since you can automate much of this, the game is easier than
you'd expect. What emerges after a three- or four-mission learning
process is a deep and varied game with a shiny veneer. And what
emerges after several hours of exploring its features is one of the
best, and best-looking, RTS games in the crowded genre. (A0

manual.

Reguirements: Pentium-Il 233MHz, 32MB AAM, A51MB hand drive space, 30 acceleralor.  Recommended Requirements: Pentiun-1l A00MHz, 64MB RAM, 961MB
hand drive space, 16MB 30 card. 30 Support: Direct 30 Multiplayer Support: LAN, Internet (2-8 players), modem (2 players), one GO per player.

Publisher: Matlel Interactive « Developer: TopWare Interactive » $40 » www.mattel.com « ESRB Rating: Teen; animated violence.
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REVIEW SPORTS

Simply the best golfing experience available on the PC

It Don't Mean 2
It Ain't Got That

Thing if
Swing

a lot of PC golf nuts, to whom the LINKS or JACK NICKLAUS

T he best golf sim available for the PC. Them's fighting words to

series are the epitome of all a golf sim should be. But Sierra’s
PGA CHAMPIONSHIP GOLF 2000, with its wonderful new
TrueSwing 3 interface, provides the most golfing fun that can be had

short of actually hitting the links.

Golf sims have used some type of “click-meter” interface for the
swing since Moses wore shorts. But the problem with these is that

PGA
CHAMPIONSHIP

GOLF 2000

they are inher-
ently artificial
and distance the
player from the
action on the
screen, Line up
the shot, click a
spot on the
screen, try to
catch a line as it
hits a mark, click
again, then try lo
catch the line as

hits another mark with another click. Then sit back and watch the on-

screen golfer swing.

Compare that with the mouse swing in PGA CHAMPIONSHIP

GOLF 2000, in which you move the on-screen golfer's club into the
back swing and forward swing in synch with your mouse, the golfer's
every movement reflecting your mouse movements in real time. As
simple as it sounds, when executed properly (as it is here) the differ-
ence in the gameplay is enormous. Factors such as the tempo of your
swing make a big difference in your shots — just as in the real deal.
Shots around the green become a matter of kinesthetic intuition,
rather than a rational deliberation over clicks on a swing-meter. Stuck
under some trees? Instead of clicking on a “punch shot” option in a
menu, click-click-clicking, and then watching the computer make the
shot, with TrueSwing you place the ball forward in your stance, adjust

CLEANING UP 0K, if I clean this plece of grass out of my 3 Wood |
might have a shot at the green...

DO THE HUSTLE All the side bets that make weekend golf “interest-
ing" are available in PGA GHAMPIONSHIP GOLF 2000,

ARTET NG QAME POINT VAIUNE BAlOW
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urable cameras, Tour seasons can be created, each tournament
having its specific entry requirements, cut, and purse, with career
records and earnings tracked. If you've ever played weekend golf with
your buddies, placing wild side bets on greenies, sandies, and so on,
then you'll be pleased to see that side bels are available in the game.

Compuler opponents can be created with any combination of skills,
and a learning mode can be turned on, allowing the Al player ta
increase in skill with experience. If you want to play other human play-
ers, you can play via LAN or on Won.net (alas, no direct IP to IP
Internet play).

Last, but far from least, is the course designer, which is not only a
blast to toy wilh, but ensures a wealth of free new courses on the
Internet. Improvements in the course designer allow courses
designed in PGA CHAMPIONSHIP GOLF 2000 to be mare detailed
than those for the 1998 version.

In the end, TrueSwing 3 sets this game as high above its competi-
tion as Tiger Woods sits above his. If you want the best golf sim
experience available today, PGA CHAMPIONSHIP GOLF 2000 is the
only choice. ({477

your feel, lake a short backswing, and “poke”
the ball low and hard. And the first time you do
that — and the golfer reacts in real time to your
hand movement and executes the shot the
same way you'd do it on the real course =
you'll sit back, smile, and realize: This is virtual
golf at its best.

A superb swing interface would be wasted
without a goed golf simulation in which to use
it. The good news continues, as PGA
CHAMPIONSHIP GOLF 2000 boasts an
impressive physics model, tweaked to be even
better than last year's version. Courses are
rendered in beautiful 3D, with totally config-

CGW RATED

PROS
A swing interface
that makes every-
thing else feel
archaic; the
course architect
ensures a wealth
of free courses.

Internet play is
limited to
Won.net.

Requirements: Peatium 166MHz, 32MB RAM, 4 CO-ROM, mouse.  Recommended Requirements: Pentium-1l 265MHz, B4MB RAM, Bx CO-ROM.
30 Support: None. Multiplayer Support: 4 players via Intemel (through Wonnet), IPX/LAN, or modem.

Publisher: Sierra Sports * Developer: Headgate Studios « $30 » www.sierrasports.com « ESRB Rating: Evaryone
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EVERQUEST:
RUINS OF

KUNARK

CGW RATED

REVIEW ROLE-PLAYING

lenty of big game for the Iskar to hunt

S T T

)_i

ora -shaletan for 3 ol O Gwringe

«'of demage

But | still haven't run into that hot blond elf

EverBreast

BIMBO BAGGINS Even the very, very small have some very, very large...

Won L

URs’

ICE

the hot elf chained to the wall while her husty friends try to

free her from the evil lizardman and scantily-clad Drow...
oops, | mean dark elf), it's hard to find problems with EVERQUEST. It's
even harder to find problems with RUINS OF KUNARK, the expansion
for the wildly successful massively-multiplayer online role-playing
game that has destroyed the lives of thousands. With RUINS OF
KUNARK, Verant takes the world of Norrath into new territory with the
addition of a new island, a new race, and new baddies to thump.

A side from the unabashedly sexist ail campaign (you've seen

Wide Open Spaces

Easily the most exciting feature
of KUNARK is the expanded
world, The continent of Kunark is
home to an incredible variety of
areas for players to explore,
ranging from the newbie-riendly
plains and swamps around the
Iskar city of Cabilis, to the deadly
Frontier Mountains and the
Emerald Jungle, suitable for highly experienced players. The new
areas help alleviate the overcrowding that has been dragging
EVERQUEST down over the past few manths. With this update,
Verant also has addressed the problem of players camping out by
enemy respawn locations. While this can still
be a problem on the main continents of Norath
(albeit much less so), monsters abound in
such large numbers that there's no need to

PROS

Great graphics; camp out and wait for them. Fortunately, there
fabulous game- are p!enly of ships lha_l will take you to Kunark,
play; newhie- allowing players to quickly spread out over the
friendly; much new southern lands.

The new race and its new tracts of land
have been welcomed with open arms by
EverQuesters. The Iskar, despite being only a
few months old, are a thriving race. And now
that players can exceed the previous limit of

improved pings;
less crowding.

improvement to the game is the graphics engine. Everything in the
world of Norrath is now alive. You can actually see characters fidget,
animals ripple with breath, and trees sway in the breeze. It's unusual
to see such graphic splendor in an anline RPG, but RUINS OF
KUNARK manages to display some of the best graphics anywhere on
the PC.

Chinks in the Chainmail

There are still a few problems with EVERQUEST, however. For
starters, the lag and overcrowding are steadily increasing again. It
seems as though Verant is plugging a dam with this expansion (albeit
with a large finger), but the pressure of overcrowding and hideous
ping times is beginning to build again. Hopefully, the addition of
KUNARK will help prolong the inevitable until other solutions can be
found. There are also a few quirks in the interface to deal with; Some
mouse clicks can get lost when you're rummaging through your
inventary, and it's occasionally
difficult to select targets by click-
ing on them.

ALONE IN THE DARK The
new engine allows for some
amazing new lighting effects.

RAT PACK And yes.., the rats
are still here.

These are extremely minor
problems, however, when you
consider that EVERQUEST
delivers online role-playing like
no other game right now,
Almost everything here is done

Some interface level B0, there are a lot of exceptionally power- perfectly. In every genre there's a leader that unquestionably beats
glitches; servers ful lizardmen and lizardwomen running amok. out the competition: EVERQUEST is the HALFLIFE of the online
are filling up fast; To the casual observer, the most obvious RPG world. ({47

may he smothered Requirements: Penium 2001z, GAMB RAM. 30 acceleralur card w/ G, GOOMB hard dive space, Inemet connecton.  Recommended Requirements: Penton
by its own ADOMHz, 12BMB RAM. OSL or cable modsm. 30 Support: Oiect3d Multiplayer Support: Ouh

SUCCESS.

gore, suggestive themes.
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Publisher: Sony = Developer: Verant « $40 setup, plus $10 per month. « www.everquest.com » ESRB Rating: Teen; animated blood and
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QUICK HITS

THE OPERATIONAL ART OF WAR: GENTURY

OF WARFARE

* Ak ok ok ok

wargamer's library. —Tim Carter

in total) released by TalonSoft under the rubric of its THE OPERATIONAL ART OF
WAR (TOAW) game system. CENTURY OF WARFARE (COW) combines all five
previous titles into a single package, along with some additional scenarios to boot.

Like most compilation packs, its value depends in part on which components you've
already paid for. The conversion of TOAW to the TOAW2 engine revitalized many older
scenarios; user-created scenarios — many of which are excellent, by the way — can be
imported as well. COW also features new WW!I scenarios,
and even a few unadvertised new WWII ballles.

If you own both TOAW 2 and TOAW: WARGAME OF THE
YEAR, you might not get full value for your money from COW, Otherwise, it represents a
significant addition to a proven and highly enjoyable game system and is worthy of any

w argamers can be forgiven for being a little confused by the succession of litles (six

damage to realistic objects.

| Genre: Wargame « Publisher: TalonSoft + $40 = www.talonsoft.com « RSAC Rating: Violence;

Genre: Action = Publisher: Take 2
Interactive » Developer: Pterodon and
lllusion Softworks + $30 «
www.talonsoft.com « ESRB Raling: Teen:
animated violence, mild language.

and weak cover art; FLYING HERQES
1s a surprisingly enjoyable game,

It offers a fresh take on the popular tour-
nament-style shooter, with the added
dimension of flight. All gaming action takes
place in flyable “aircraft” which includes

dragons, zep-
* Kk Xk S

pelins, and

winged beer-
barrels. The weaponry is jusl as diverse,
but is mostly derivative of things you've
seen before. Graphics are well rendered,
with all of the expected bells and whistles.
The game improves the standard single-

D 0 nol be fooled by its value pricing

Mpumm 2000 » cqw.gamespot.com EEIRMIIRAILIN L]IY]

player tournament ladder
by adding economic
incentives; frags and
side-quests earn you
money that can be used
lo upgrade your “air-
craft” and weapans, and
a loan shark is provided
for those times when you
need money immediately
(just make sure you pay
him off quickly).
Regrettably, online play
is still an unknown due
to a lack of players an
Heat.net (probably
because of the game's
recent release).

Had FLYING HEROES run without a
hitch, | could have ignored the adequate

but uninspired sound and cheesy voice act-

ing, and would probably have rated it four

TEST DRIVE: LEMANS

Genre: Driving « Publisher: Infogrames =
Developer: Eutechnyx + 530 = www.info-
grames.com * ESAB RAating: Everyone

TEST DRIVE LE MANS, touts a realistic,
24-hour, Le Mans-style race. Bul if sitling
in front of your computer driving for 24
hours adds to realism, then why would you
play an arcade racer for 24 hours? The
shoddiness of this game begins with the
controls: The game also had problems rec-
ognizing m
* assortn?entyof
steering wheels, and so | was forced to use
the keyboard. A keyboard just doesn't cut it
for this dedicated racing-sim guru. Racing
in arcade and championship modes was
fine, but with no options to adjust the com-
puter-controlled cars, a lack of a rear-view
mirror, & bland announcer, and no multiplay-
er features, racing TEST DRIVE LE MANS
quickly became tedious and boring. Even
though the game has serviceable graphics,
nice visual effects, and decent arcade-style
racing, it didn't live up to its promise of a
realistic driving experience. In the end,
you're better off dumping a turbo charger
into your old Toyota Corolla than driving this
box of rusty bolts, =Wade “Sensei” Hermes

I nfogrames’ latest arcade-racer offering,

stars, Unfortunately, | had to disable my joy-
stick port to get it to run. Despile these
minor faults, if you like tournament-style
shooters, FLYING HEROES deserves a look.
—Joe “Biter" Bailey



A SOLRIER ISN'T BORN.

fied Shorm

BRING TRUE-LIFE COMBAT TACTIES
TO YOUR RAINBOW SIX™ BATTLES.

You don't become a member of Team.RamImw

through luck, heritage or twist of fate. You

only do it through hard work and intense

training. Now you can learn combat tactics

from true military experts—then test your new

skills in one of nine brand-new game levels. So
y the end, you'll be the deadliest weapon on the

Rainbow Six battlefield.

* NINE ALL-NEW LEVELS FEATURING NEVER-
BEFORE-SEEN MISSIONS AND GAMEPLAY

« STAND-ALONE FUNCTIONALITY—DOESN'T
REQUIRE PREVIOUS VERSIONS OF RAINBOW
SIXOR ROGUE SPEAR

~ ¢ CUSTOM MISSION FEATURE ALLOWS YUU TO
- CHOOSE GAME TYPE MAP. AND DIFF]GULTY

RATING PENDING

© 2000 Red Storm Entertainment, Inc. All rights reserved. Covert Operalions Essentials is a trademark of Red Storm Entertalnment, Inc. Red Storm Entertainment is a trademark of Jack Ryan Enlerprises, Lid.
and Lamy Bond. Gther brand and product names are trademarks or regislered trademarks.



ARMY MEN: WORLD WAR =« ARMY MEN: AIR TAGTICS

MEN, in which squads of eternally-

warring Green and Tan miniatures
spring to life for your plastic-melting
pleasure, created some excitement
upon its January 1999 debut. Yel,
underneath the cool concept lay a title
hindered by sloppy controls, repetitive
gameplay, and problematic program-
ming — a situation made all the worse
when subsequent sequels offered pre-
cious few upgrades. Into this lacklus-
ter environment wade the latest install-
ments in the bargain-priced franchise,
ARMY MEN: WORLD WAR and ARMY
MEN: AIR TACTICS.

Neither truly revitalizes the franchise,
nor do they effectively deal with key
trouble spots. Movement continues to
be mired by clumsy controls that'll
have you inadvertently bumping into
and becoming trapped in the scenery.
Ordnance frequently misses its mark,
even when crosshairs and tracers indi-

cate a direct hit. And both are plagued with jumpy camera
* 4 ¥ movement, polential lockups, and a top-down perspective
that looks antiquated and unfairly conceals your enemy.

AIR TACTICS is certainly the more annaying of the two. Though you do get a chance to
fly an attack helicopter into Tan territory and experience numerous real and miniaturized
environments among 20 unique missions, the chopper-confined gameplay feels limiting
and is simply more work than play. Irritating insects plague your every move. Elevation
adjustments are automatic and dictated by the height of the surrounding lerrain, And the
lack of independent viewing means you can't scroll over upcoming enemy strongholds in
advance of flying into them.

WORLD WAR, on the other hand, has the common decency to pack a less restriclive
design and a little variety within the flawed ARMY MEN framework. It lets you switch con-
trols between soldiers, and command several men concurrently, navigate a variety of
WWil-inspired vehicles, and utilize a wide range of weapons, from mortars to sniper rifles
to napalm air strikes. The pre-game tutorial is instructive, and the independent camera
control offers a graphic lay of the land before you get there. And to make things interest-
ing, your own men are susceptible to friendly fire. Far from perfect, ARMY MEN: WORLD
WAR is the better of two lackluster games. —Gordon Goble

3 DO's toy-soldier game ARMY

1 Genre: Action = Publisher: 300 = $20 = www.3do.com « ESRB Rating: Everyone

elegant simplicity of one of
the best puzzle games
going. Once your eye accli-
mates to the whirling 3D
weirdness, you'll find your
good ol lemming friends up
to their good ol’ tricks —
blindly bopping their cute
green mops toward horren-
dous deaths, requiring
gamers to step in and help
the tribe block, bash, build,
and climb its way out of 100
deviously designed death-
trap levels.

New puzzle elements,

LEMMINGS REVOLUTION

Genre: Puzzle = Publisher: TalonSoft «
Developer: PsygnusisiTake 2

$20 = www.lalonsoft.com

ESRB Rating: Everyone

S uccess in game design is a double-

edged sword. Sure, the money is nice,
but a successful game inevitably
demands a sequel, which almost invariably
requires the perversion of an elegantly-
balanced design with gimmickry in the
name of novelty.
Fortunately, the gimmicky twist employed
in LEMMINGS REVOLUTION — wrapping the

tradilionally like gravity-flipping gates,
* % K K 2D levels transporters, laser swilches,
around a 3D and trampolines add April

cylinder - adds nothing of interest to the
long-running LEMMINGS franchise, which
means that il does nothing to pervert the

freshness to this perennial
puzzle-fan favorite.
~Chris Lombardi

MIIIMNR 2000 * cgw.gamespot.com

SIMGITY 3000 UNLIMITED

Genre: Strategy = Publisher: Maxis » 540 «
www.simcity.com = ESRB Raling: Everyone

from extreme SimWithdraw! because of a
lack of new challenges and tortures to
impose upon your SimGitizenry, your new fix
has arrived. Unfortunately, like most fixes,

this one's a bit overpriced.

Among the highlights for this term is the

Buildin

A A K K 4 pchitod,
which allows you to design any size or com-
plexity of building; it'll bring out the Frank
Lloyd Wright in all of us. With a few mouse-
clicks, you can also converl a city lo a
European - or the especially cool-looking
Oriental — architecture set.

Also new are the mission-based scenar-
ios (including nuclear disasters, freedom
from mob rule, etc.). Those with Job-like
patience can creale their own wilh the
extremely complicated Scenario Editor.

Feeling a tad sadistic? Then introduce
your loyal subjects to new disasters, includ-
ing Toxic clouds, whirlpools, locust plagues,
and falling space junk (but hey, Maxis,
where's Godzilla?).

If you're new to the SIMCITY series,
UNLIMITED is an excellent introduction Lo
the genre. But | think it would have been
more fair to faithful fans for Maxis to have
priced lhis as an add-on disk for SIMCITY
3000, instead of forcing current owners lo
buy the game again. It's enough to make
3000 lose a few points in the popularity
polls. —Mark Brooks

I f you're a SimMegalomaniac suffering
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"The scenarios are so realistic,

it's frightening.” PC Gamer '

"The rush of flying at 30 feet?
and 90 knots is unsurpassed.’

www.enemyengaged.com
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© 2000 Enemy Engaged and Empire are trademarks of Entertainment International
(UK) Ltd. All rights reserved. All other trademarks are properties of their respective owners.



HARDWARE

by Loyd Case

GADGET OF THE MONTH

Javing Your World

ere's the situation: Windows has
H become slow as molasses over a
period of 18 months. Defragging
doesn't help; the uninstaller chokes; and
every time you run scandisk, it always
finds errors. So, you back up your criti-
cal data and reformat the hard drive.

Since you've been housecleaning, you
decide it's time to upgrade your mother-
board, so you now have a nice new
board that supports PC133 memory.
The chipset on the new board is so
new, you've had to install a veritable
host of new drivers. You finally load
up a few games, your office applica-
tions, DirectX, and all your hardware
drivers. You're done, right?

Wrong. If you'd like to save yourself this
headache again in six months or a year,
then you're not done yet. Before you start
back into hot and heavy gaming, it's time
to back up the main partition on your hard
drive. If you ever have to do a clean install
of Windows from scratch, a partition back-
up makes life much, much easier.

Your Hard Drive
Partitioning the drive is simply building a
layoul of data on the drive that your oper-
ating system can interpret as volumes,
files, and directories. The base volume is
the partition. A single drive can actually be
split into multiple partitions. For example,
you may have a single, large drive split
into two partitions, a C and a D drive. |
generally prefer to have lwo separate,
smaller hard drives, each partitioned into a

IN SEARCH OF THE ULTIMATE
GAMING RIG » REVIEWS « NEWS

single volume. Call me paranoid, but hav-
ing two physical drives gives me a sense
of security.

Backing up the partition is essentially
making a “snapshot” of your system at one

INMPORTANT:

Read this article in its entirety before following any of the

steps in itl Before you'nuke any drive partitions, be sure to
back up your data files, and copy the info to reconnect to
your ISP s0/you can access the Interet after reinstalling.

moment in time. When you back up a parti-
tion, you back up everything about the par-
tition: the directory structure as well as
the files. However, modern partition back-
up tools are very smart about sizing parti-
tions, so you don't necessarily have to rein-
stall the backup file to an identical drive—
which makes partition backup an ideal tool
for upgrading hard drives also.

The Ghost in the Machine

There are several partition backup utili-
ties on the market, but my tool of choice is
Norton Ghost, which comes in both corpo-
rate and personal versions. The personal
version is very inexpensive, and pretty
casy to use.

If you have two hard drives in your sys-
tem, your best bet is to have one be your
everyday drive, and pul the Ghost image
on the other. That way, should
your main drive go belly
up, you've still

hile the Cult of Palm is alive and well and living here at G, could it
w be that the PalmPilot has met its match? Compaq's new PDA, which uses

Microsoft's Powered Packet PC operating system, offers a color 320x240x40986
color TFT display, 32MB of memory, audio support (MP3 and WMA playback), and standard
applications like Microsoft Pocket Word, Pocket Excel, Outlook, Internet Explorer, and Windows
Media Player. Its USB cannectivity makes hot-syncing a much faster process, and will help move
MP3 and WMA files onto the unit faster, too. The unit's rated battery life is 12 hours per charge, but
your mileage may vary. The iPAQ also has a standard PC Card slot for expansion, so you can add a
network card, modem, or additional storage. Compagq is also offering an 11Mbps wireless networking:
card, making network connectivity as easy as coming within operating range of a wireless LAN.

Compan iPAQ H3600 Pocket PC * $483 e www.compag.com/products/handhelds/pocketpe/

Ll SEPTEMBER 2000 + cow.gamespot.com EILIALULRILILCRALI]




got a clean image to restore to the new drive. Buf if
you're living on a single hard drive, and many of us
are, you'll want to use Windows' FDISK utility to
create two partitions on that drive. So follow these
steps:

Create a bootable floppy disk (format the disk in
Windows and select the “copy system files” option),
and copy these utilities to it: FDISK, FORMAT, and
MSCDEZX. These can be found in the C:\WIN-
DOWS\COMMAND folder. You'll also want your CD-
ROM drive's DOS driver.

You'll need to create two DOS startup text files,
AUTOEXEC.BAT and CONFIG.SYS. In CONFIG.5YS,
you'll want to set up your CD-ROM drive's driver
with the following:

DEVICE=HIMEM.SYS

DEVICE=MTMCD.SYS /D:CDROM

In AUTOEXEC.BAT, you'll want to have a line for
MSCDEX, DOS' CD-ROM extension:

MSCDEX /D:CDROM

Belore you nuke anything, make sure that your
system can hoot using this floppy disk, and that you
can read a CD-ROM disk in DOS. If you can't, check
the CONFIG.SYS and AUTOEXEC.BAT startup files
to malke sure you've got the right syntax, and that
all the needed files are on the floppy disk.

Now that you've backed up your needed data files

BACK IT UP

| Uptions |
Iz

| Next, enter the name of the backup
|  file you're creating. Make sure to

| back it up to a different partition or
! physical hard drive.

HARDWARE

(you did, didn't you?), put the bootable floppy into
the floppy drive, and boot using it. Make sure you've
got your Windows CD-ROM handy. Now, take sever-
al deep breaths, and run the FDISK utility. Go ahead
and delete the primary partition.

In creating two new partitions, I generally use the
two-thirds/one-third rule, making the C drive the
larger partition and the D drive the smaller. So, on a
20GB drive, the primary partition would be 13.4GB,
and the second partition would be 6.6GB. Once
you've created these partitions, reboot your system
using the floppy disk, and now format both of these
new partitions. You'll have some time here, so go
grab a cold one.

Once both new drive partitions are formatted,
you're ready to run Windows setup.

Once the Windows install completes, get your ISP
software or configurations in place, and make sure
you can connect to the Internet. Add graphics and
sound card drivers to taste and simmer. Now, install
DirectX 7.0a, and whatever business apps you use
on a daily hasis.

Now we're ready to take our “snapshot” using
Ghost. In our example, we'll look at backing up a
partition, but backing up a drive is pretty much the
same thing, excepl that you can include multiple
partitions.

i you're backing up a partition with a lot data (more than 268), you'll
want to set up the Bhost options to include automatic spanning and auto-
naming of the span files. Ghost prefers to create multiple image files of
268 or less. Auto-spanning takes care of this without prompting you, and
auto-naming will give each span file the same base name.

After the initial satup, you then launch into
the partition backup process. If you'ra back-
Ing up from within Windows, you can use

| the mouse, but the menus are very easy to

| navigate with the keyboard when you're run-
ning in'00S, too. The base menu is always
automatically selected, and you move the
selection cursor by using the armow keys on
the keyboard. The right armow launches cas-
caded menus. Move the menu choices out

|| and select local, partition, then “To Image:"

i

1 After you type in the file name, you're asked If you
want tha file to ha compressed. | generally choose
the “fast” sefting, which is a good compromise
between speed and disc'space: If you have a fairly

| small'second partition, you may want to choose the
high compression option, but it will take a lot longer.

! Finally, the hackup starts. Ghost gives you a lot of status data,
Including elapsed time, how fast the backup Is progressing and how
many megahytes have been hacked up.

MU LRI U TR T cow.gamespot.com + SEPTEMBER 2000
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Image Restoration

When il comes Lime to restore
the partition backup, first make
sure you've copied off any valu-
able data [iles from the partition
to be restored. This may
include items like your
Favorites folder, your ISP settings, any
email, and so on. Create a bootable floppy disk,
and copy the Ghost executable (GHOST.EXE) to
it. When you restore a partition, you OVER-
WRITE everything on that drive. Remember,
Ghost only creates a snapshot in time of your
hard drive. As you use your system, you'll he
adding new apps, creating new data, and gener-
ating other files. Make sure anything you want to
keep is stored away safely. Then you can restore
the old partition,

The process of restoring a partition is similar to

BACK FRON THE DEAD

NORTON'S GHOST:

PERSONAL EDITION

Price: 363
Manufacturer: Symantec
Contact: www.symantec.com

backing it up. However, there are several extra
steps. First, you have to choose the backup file
name. That's easy. Then you have to tell Ghost
the source parlition you want restored. Most of
the time, there's only one choice, (49

select Iocalldestination drive by clicking on the drive number, |

The next step — and the potentially dangerous one ~ is to pick the target partition. Once you launch the restore, it's irreversible. So
make sure you pick the correct destination drive AND the correct destination partition, Double check before you hit DK. There's no
feeling quite as bleak as when you realize you've just restored the wrong partition 1o the wrong drive.

" Cdvive - Ghost Exphores

=1

phosare

Gz O3 (3
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But what if all you really want is
an individual file? That's no prob-
lem. Bhost Personal Edition
comes with a cool'tool called
Bhost Explorer, an application
that lels you peek into the back-
up file and even extract individual
files. As the name implies, it
hears a strong resemblance to
the Windows Explorer, So there's
really nothing to stop you from
making frequent backups using
Bhost; just remember to keep
that first-one around, so you can
do a clean install of Windows

L W LUV, \ithout the headaches.




I don't know really how to say this, but | had a few doubts about the buzz
on your new RADEON™ and RADEON"™ DDR gamer boards. | checked out your
so-called RADEON™ GPU with its integrated T&L acceleration and ultra-fast DDR
to speed up my Quake™ Il Arena framerates. Not only does RADEON™ have
awesome high-quality performance but it supports more advanced 3D games
and upcoming DirectX™ 8.0 features than any other graphics board. The DVD
playback feature will come in handy when | need to take a break from gaming.
And, | have to admit the video capture and TV-output option on RADEON" DDR
makes it a must-have. But, just remember, the only opinion of RADEON™ that
matters is mine and | have only one thing to say to you ATI

v

© Copyright 2000, ATI Technologies Inc. All right d. ATI, RADEON and

- = -
CHARISMA ENGINE aro trademarks and'ar registored trado ATl Technalogos Inc vl s It atl - com




HARDWARE

BY DAVE SALVATOR

How Much 3D Is Enough?

VWe\ve come a long way, baby. But we have much farther to go.

cards, and as I plowed through all the
performance tests, I got to thinking, will

we ever reach a point where we have enough
3D? The new GeForce 2 cards can run QUAKE III
at 1024x768x32 at over 90 frames per second.
How much more performance do we really need?

3D chipsets have been on a blistering growth
curve, aided by rapid advances in chip manufac-
turing. To get an idea as to just how far
we've come, consider this: At 640x480 run-
ning at 60 frames per second, a GeForce 2
chip can process more triangles in a 3D
environment than there are pixels on the
screen to display them. And it won't he
long before 3D chips can achieve this same
feat at 1024x768. What happens when
we've got more triangles on the screen than
pixels? 3D programming shaman John
Carmack has noted that at this point, you need to
consider another programming model. To that
end, there are other 3D primitives (the basic geo-
metric building block for creating a 3D model)
waiting in the wings, like curved primitives called
NURBS. The bottom line is, 3D chips' astounding
growth spurt is far from over, and you don't have
to look any further than X-Box's specs to see
where things are headed. Its stated texture fill-
rate is anticipated to be three times that of
GeForce 2.

So What Does Enough 3D Look Like?

Well, the initial answer 1s easy enough: 3D
graphics should look like the real world—absolute
photo-realism, that is. So, maybe the easier way to
understand the answer is to do a little math:

L ast month I tested five of the latest 3D

Photo-realism — Where We Are Now = What 3D
Technology Still Needs to Do

Included in the answer to this equation are
things like full radiosity lighting (calculated rays
of light) with an unlimited number of lights and
shadows. Also in this mix would be particle sys-
tems that could interact with these lights, like
dirt being kicked up by a passing vehicle that
would interact with lights and shadows. Very
realistic facial rendering and animation—particu-
larly when avatars are speaking—is another
worthwhile goal. We need more highly-detailed
models, and frankly, more models acting
onscreen during gameplay. Think about it: In the
3D games you've played recently, how many

mplmetu 2000 + cgw.gamespot.com ELLEIMEETUILTR L)

moving characters are on the screen at any given
time? Answer: a lot fewer than there ought to
be. Imagine you're on the run from government
security goons, and want to try and disappear
into the canvas of a crowded marketplace filled
with thousands of people, or you're playing in a
real-time strategy game where you've got sever-
al thousand troops descending on your strong-
hold. Think of SHOGUN cranked up several orders

@ yntil games 1ok like real life,
the frenzied pace of graphic accel-
eration will continue unabated. P

of magnitude. The list of needed improvements
goes on and on.

Both 3dfx and nVidia have some ideas on how
to begin tackling some of these challenges. 3dfx's
full-scene anti-aliasing (FSAA) will help clean up
some of the graphic distortion that rendering inac-
curacies produce. And nVidia's accelerated trans-
form-and-lighting (T&L) will put more triangles on
the screen to create these more detailed worlds,
while simultaneously relieving the CPU of these
processing-intensive tasks. Unfortunately, these
two companies have managed to simultaneously
agree and throw mud at each other: 3dfx is work-
ing on accelerated T&L (so are ATI and Matrox),
and nVidia is working on improving their FSAA
support in Direct3D.

Keep on Keepin’ On

Of course, many more characters onscreen with
individual behaviors means you'll need a bigger
CPU to keep the whole circus flying. So, in addi-
tion to more 3D horsepower, CPU horsepower will
have to continue scaling as well. And yet another
reason that performance will continue to grow is
economics—3D chip and CPU makers have to
generate demand for their latest wares, and
there's no better poster child for more perfor-
mance than gaming.

So, short story long, there's no real end in sight
to the ongoing upgrade rumba we dance year
after year. But take heart, because generation by
generation, we're getting closer Lo gaming's
Promised Land,
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=+=Tech Medics

You'’ve Got Questions, We've Got Answers

by Dave Salvator

Wounded on the technological front? Our medics may be able to patch you up and get you back into the action. Send your
gaming-related technical questions to egw_hardware@zd.com.

Get on the
RAMBUS

I want to upgrade my PC to use
RAMBUS. I plan to buy an ASUS
motherboard (P3C-E). I have heard
that the RAMBUS runs at the
speed of the processor. So, if I buy
an 800MHz RIMM and I currently
have a 500MHz Pentium III, will
the RAMBUS even work? I have
only seen RAMBUS chips at 600,
700, and 800MHz speeds. Or will
the RAMBUS run at 500MHz
speed? Does this speed matter a
lot depending on your processor?
How would you recommend that I
upgrade?

Yeah, all of the different parts of PCs moving
at different clock speeds sometimes makes my
brain hurt, too. But to answer your guestion,
on the ASUS P3C-E motherboard, you should
be able to use any of these speed grades of
RAMBUS. The differences have to do with
these memories’ maximum clock rate, with
higher-clocked parts being more expensive.
BGOOMHz RAMBUS has a maximum dala rate of
1.2GB/sec; 7T00MHz goes 1o 1.4GB/sec;
800MHz goes to 1.66B/sec. The speed of this
memory doesn't have anything to do with your
GPU speed. So, you could run your Pentium-1i1
with RAMBUS on any of these three speed
variants. As for which speed grade to buy,

the safe advice is 1o err on the side of horse-
power, and go with 800MHz. But from
CPU/chipset testing, I've found that RAMBUS
can make a difference in some very high-reso-
lution test cases; but if you opted for 600MHz
RAMBUS, it probably would barely show up in

benchmarking, and would save you a
few bucks.

Mother Quest

I love computers just as much as
the next guy. I am a timid over-
clocker (Pentium-II 333 running at
360!) who would like to continue
to upgrade his currently lacking
rig beyond his current GeForce
SDR, pansy over-clocked proces-
sor, and 64MB of RAM. Of course,
being a computer gamer and
VERY lazy I don't want to go look-
ing for a new motherboard, but I
have no idea what the fastest chip
I can plop down on this AL440LX
is. I read that a 400 Celeron might
work, but if I can go faster
(mmmm, Celeron II + Slotket),
then I would really like to.

I have no idea as to what the
fastest chip I can put on here is,
considering that Micron either did
not include the motherbhoard
manual or I lost it in the piles of
invoices they sent when I got this
computer 2+ years ago. Am I stuck
with this pathetic 5 multiplier or
what? And what's that burning?

According to Intel's spec sheel (available on
the Web al supportintel.com/support/mather-
hoards/desktop/al440lx/spec.htm), you've got
the fastest Pentium-11 CPU the ALA4ADLX will
support. Slot 1 Geleron 400MHz chips scemed
hard to come by in my initial search, but
A433MHz parls were availahle for jus! under

TECHTIP Drivers Wanted

$100. The problem is this: Your motherboard's
highest supported multiplier is 5, so even a
shiny new 433MHz Celeron would still run at
333MHz (B6MHz system hus x 9). So the
only thing you'd be gaining is an onboard
128KB level-2 cache, but more than likely,
you wouldn't see much of a periormance
improvement. Looks like a motherboard swap
is in your future. But buck up—motherboards
aran't nearly as hard to install as they used to
be, and if you're motivationally-challenged,
your local computer retailer will probably do
the swap for you for a small fee, if you buy
the motherboard from them.

Pedal-Paddle

I'm looking for a force-feedback
racing wheel with paddles rather
than pedals, as I am confined to
a wheelchair and can't use my
legs. I currently use a
Thrustmaster wheel with paddles
for braking and accelerating,

but it has no force-feedback.

I do use a Microsoft force-feed-
back joystick for flying and that
works fine.

There are several fing choices here, and thay
include wheels from Microsoft, Logitech,
and Guillemot. Of the three, Guillemot's
Ferrari wheel is probably the standout,
niven that its force-feedback technology
is the newest. It does come with pedals,
but also has programmable wheel-paddles
that you can map to accelerator/brake,
then map shifter controls to front buttons.
The Guillemot Ferrari wheel sells for
araund §130.

critical.com. This site gathers the latest drivers from nearly all the major 3D-card manufacturers

I f you’re looking for one-stop surfing to get the latest graphics card drivers, check out www.reactor-

and puts them in one convenient spot.
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YOUR TWQO BEST RECIPES FOR BUILDING THE ULTIMATE GAMING MACHINE

Monitor
Mitsubishi DiamondPro 2040u
Optiquest 095

B Power Rig

Bomponent Manufacturer Price The Skinny
YY Minicube case Yeang Yang §213 Lots of coaling
Motherboard Asus PIC-E S180 AGP 4X, Intel 820, RAMBUS
CPU Intel Pentium-111 933 $pon 0K, not a Gigahertz-hut at least you can buy it
Memory 128MB of PCB00 RORAM $450 RAMBUS, baby!
Disk Controller Adaplec 29160 $185 Stightly faster, but also PCI 64 support
Primary Graphics Hercules 30 Prophet I $300 DOR SORAM and T&L support
3.5" Floppy Drive Teae $20 You still have to have one
Hard Drive Quantum Atlas 10k - II 8880 How al 3668
Backup Greative DVD-RAM drive §270 5.2 gigs of hackup
CD-ROM/DVD Pioneer fix SCS1 DVD-3038 §135 New Pionger Slot-Drive DVD
Manitor Mitsubishi DiamondPro 2040u $1,100  Perfectly flat; good USB support
Primary Audio Sound Blaster Liva Platinum $160 For four-speaker DirectSound, A3D, and EAX
Speakers Boston Acoustics BA4BOD §1i5 Loud, clean, uncolared, and fabulous
Modem JCom SOSL modem $400 DSL al last
Netvrorking 3C0M Etherlink 10/100 PCI 840 Reach aut and frag someane
Hetwarking Hub Hetgear DS108 $95 Mulliplayer & DSL modem support
Power Supply PC Power and Conling Tuthocool 300 $9 Mare power, Scotty!
Keyhoard Microsoit Natural Keyboard Pro $59 Natural in, Newlouch out
Mouse/ Pointing Device Microsoft Intellimouse Explorer S60 No balls!

@ USB Hub Lagitech WingMan 7-Port §79 Get them USB ports upstairs

TN TTI - A 1

B

" Total wlo Game Contr

Flight Joystick CH F16 Combatstick USB bt It just feels right B

Rudder Pedals _GH Pro Pedals USB $100 Nearly perfect foot placement

Driving Controls ECCI COS 4000 $1.250  For the serious sim driver

Gamepad Interact Hammerhead FX htli] DualShock-like force-feedback controller

The Fine Print: Al recommendations based on actual evaluations and testing. Prices listed are average low guotes from Web price search

engines like www.

mﬁmﬂﬂ 2000 » cow.gamespot.com BALTIRIM-LUILTA L LIY ]
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h.com. Lists compiled by Dave Salvator,

CD-ROM/DVD
Pioneer bix SGSI DV0-3038
Pioneer DVD-T14

Hard Drive
Nuantum Atlas 10k - I
Maxtor Diamondmax 6800+

Flight Joystick
CH F16 Comhatstick USB
Logitech Wingman Extreme

Action Gamepad
Interact Hammerhead FX
Gravis Gamepad USB

B Lean Machine

Motherboard Gigabyle 71X
CPU B Athlon 700 w/cooling fan
Memary 128MB PC133 SDRAM

Buill-in UDMA/33
Hercules 30 Prophet

Disk Controller
Primary Graphics

Floppy Drive Teac

@ Har Drive Maxtor Diamondmax 6800

Plus 17468 drive .

CO-ROM/OVD Pioneer DVD-114
Monitor Optiguest 095
Primary Audio Sound Blaster Value
Speal Boston Acoustics BA-635
Modem Actiontec PCI Call-Waiting Modem
Case Elan Vital T10-AB
Power Supply Antec 300W
Keyboard Microsoft Internet Keyhoard

Mouse/ Pointing Device Logitech USB Wheel Mouse
Joyslick Logitech Wingman Extreme Digital
Gamepad Gravis Gamepad USB



two recommendations for you: m C ARD

KILLER nIGs IN A BDX Want a full-hore gaming heast without having to build

it? We've got you covered. These two systems tested
very well, and will put you into the fray without your
aver having to charge up the electric screwdriver.

Power Rig

Alignware's Area 51 Aurora took no prisoners in our recent
testing, and its latest AMD Athlon-hased rig pushes the
CPU speed up to 1GHz The Aurora is also packing 256MB
of PC133 SDRAM for system memory, along with a
GeForce 2 GTS-based 3D card with 32MB of DDR SORAM,
Klipsch's testicular four-channel ProMedia V.2-400 speak-
ers, and, it still comes in black.

Alienware's Area 51 = $4,680 as configured = (800) 494-3382 = www.alienware.com

- " coOMPUTER
— GAMI
i

i

In addition to its high-gnd rigs, Dell also puts together very solid bang-for-the-
buck-type systems as well. Thanks in large part to its high-volume buying
pawer, Dell's Dimension XPS T comes in at just under §1,900 and includes a
T00MHz Pentium-111, 128MB of RORAM, a 32MB DOR GeForce 30 card, 17-inch
monitor, 1068 hard drive, and a decent set of Harmon-Kardon speakers.

Dell Dimension XPS T

Lean Machine: How Low Can We Go?

It's just amazing how much PC you can put together for under two grand these days. And with that in mind, we've decided to crank the price limbo bar on
the Lean Machine down to $1,500. To do this, we went with a 700MHz Athlon CPU, and a GeForce SORAM 30 card. This is a downgrade from the S00MHz
Athlon/GeForce DOR card we had in there last month, but these two changes let us bump the price down to under $1,500. Depending on your own budget,
and how much CPU and 3D card prices have dropped by the time you read this, you may well be able to nudge up your CPU to an B00MHz, and possibly

consider switching back to a DDR GeForce card. In any event, the Lean Machine we've built for you here, despite a litle component trimming, is still a very
solid box that will let you get your game on.

= §1,890 as configured = www.dell.com

chunsing the right 3D card
depends on your CPU and
your motherboard, so we have WHICH

$10 Salid, stable Athlon motherhaard

For a Pentium 233MHz or slower,

$180___ The gigahertz cometh. Feel the love or a PCI motherboard (no AGP), or SHOULD I BUY?
$100 128MB, squeezed in ~ a motherboard-down AGP graphics

$0 It's in there chip with no AGP slot, get 3dfx’s

$130  Solid GeForce SDRAM card Voodoo3 3000 PCI hoard.

$20 __Sil golta have i At around $120, the V3 3000
delivers good price/performance,

— 310 Fastand theay and will do a good job with current
$300___ Sold 19" monitor al 2 budgel price games. And, when you swap in a )
845 R.LP. Aureal new motherboard/CPU, you can and if your monitor can tolerate it,
810 Went back to my favorites migrate the Voodoo3 board to the try booting your favorite game up
£70 Solid performance, good price new 551““ and use it there until at 1600x1 2““; ylnl'll be sur]:lrisal:l
§15 Back to the old familiar you decide to get an AGP-based how well things keep moving. At
$4g Drunk with power 3D card. %310, this board doesn’t come
s Cheap: nice add-on buttons For motherboards with AGP, we cheap. If money is an object, its
$30 Better than the “gaming” mouse recommend Hercules' 30 Prophet now-one-generation-back prede-
$39 Very solid 3D joystick wilh USB Il, based on nVidia's GeForce 2 GTS cessor, the GeForce-based 30

§30 Solid, basic gamepad chipset, which took top honors in Prophet, is $225 at press time. it

mm our latest round of 3D testing. This should be below $200 by the time

bhoard has 32MB of DDR SDRAM, you're reading this.
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Microsoft IntelliMouse Optical

—iaie sl

S Logitech WingMan USE Hub

Product photes by

Hayden Houserl DIGITAL CLARITY

HP CD-Writer Plus 8310i

MICROSOFT
INTELLIMOUSE DPTIGAL

Requirements: Windows 8x, Windows 2000, Mac.
Price: $56

Manufacturer: Microsoft
Contact: www.microsoft.com/hardware

resembles its big brother, the

IntelliMouse Explorer, complete
with side buttons and the cool glowing
tail. Like the original, there's also no mouse
ball, with the mouse tracking performed by
light emitted from the base of the mouse and
reflected off the mousing surface. Gone, how-
ever, is the slippery surface. Il's also a tad
smaller and symmetrical in shape (great for
lefties), with
duplicate
buttons on both
sides.

In most cases,
this is a superbly comfortable mouse. The
response in most Windows apps, as well as
the majority of games, is smooth and precise.
It felt so good, it was almost love at first
mouse. Turn-based and real-time strategy
games seemed much less of a burden on my
mousing hand. But a weakness revealed itself
when playing an extended session of UNREAL
TOURNAMENT. | discovered that very fast
mouse flicks = as when doing a jump-turn —
will cause the action to stutter. It's usually very
brief, but long enough to get you fragged.
Occasionally, the frame will freeze even
longer. In the end, the InteliMouse Optical =
and all the ball-free rodents from Microsoft —
have a high coolness factor, but if you're
heavily into first-person shooters, you may
want to steer clear. ~Loyd Case

T he IntelliMouse Optical closely

HP GD-WRITER PLUS
dd10I

Requirements: Windows 9X, a free EIDE channel.
Price: S300

Munufaclurer: Hewlett Packand

Contact: www.hp.com

nly a few short years ago, CD-writers
were the toys of elitist bastards with

way too much money to waste.

Thanks to the wonders of mass production, every-
one and their brother can now cook up freshly-
baked shiny plastic discs daily. HP spearheaded

the CD-RW movement a few years back, and with
the 93101, they've kept their standards high,

despite the current flood of sub-par CD-R drives.

The drive is simple to install, unless you're squea-
mish about opening
your case. Software
installation is equally ﬁ PARARAE |
simple: The HP soft-
ware installer takes
care of everything. Adaptec's EasyCD Creator and
DirectCD are the included authoring-software pack-
ages, and they generally get the job done. There's
also a free CD labeler from Neato, and an audio-
editing program 1o help you jazz up your mixes.

But how does it write? Well, the 10X writing is
both a blessing and a curse. If you're writing from
your hard drive, your CD's will be finished in record
time: around five minutes for a full write. But most
CD-R media isn't 10X compliant, so you'll have to
crank down the speed to be safe. We had few
problems with non-10X media, since it can't keep
pace. Also, writing at 10X is generally too fast for a
normal CD-ROM drive, so if you want to copy a
CD, you'll have to slam on the brakes.

But in general, this is an excellent drive that
stands out for its ease of installation and snappy
presentation, —Alex Handy

130 ETTITTTTTRTTT RSy . . oG WanLs |

LOGITEGH WINGMAN
USB HUB

Requirements: Windows 8x, Windows 2000, Mac.
Prive: $80

Manufaclurer:  Logitech
Contact: www.logitech.com

e've waxed on (and waxed off)
w about how cool USB con-
trollers are, and how their plug-
and-play functionality make swapping
game controllers a snap. Bul there's a
snag — those damn USB ports are still on the
backs of our PCs. So, the logical solution?
Get the ports onto the desktop. Logitech's
new saven-port WingMan USB Hub is the
hardware for the job, with a few caveats.
A USB hub is

a wonder of sim- -
plicity: Plug it *ﬁ*ﬂ »
into a free USB

port and watch Windows detect it (there's no
driver to futz with because it's built into
Windows). But with Logitech's offering,
there's a catch — you'll need to use the power
supply, otherwise this hub won't come up.
Many hubs lel you run either powered or
unpowered, and Logitech's hub claims to do
this as well. But without its included power
supply, this hub wouldn't work.

The other catch is that all the porls are
located on the sides of the hub, meaning that
it won't fit into tight spaces very well. If you're
looking for a good basic four-port, unpowered
hub, Saitek's got one. But if you've got the
space and the power, Logitech's WingMan
Hub will put a whole mess o' USB love onto
your desktop. —Dave Salvator



it’s comp
déja vu.

but the price hasn’t

been seen before.

Ask about Dell” computers,
like this Dimension~ desktop,
featuring Intel* Pentium® 1l
pProcessors

pentiums=///

Dell” Factory Outlet computers may seem vaguely familiar.
That’s because they're refurbished Dell systems. When
Dell desktops, notebooks, workstations and servers are
returned, we rebuild them to original factory specs. We
test our systems for top performance. Then retest them.
(Talk about déja vu.) We even guarantee our computers
with Dell's same-as-new limited warranty! Plus, most of
our systems come with Intel* Pentium”® lll processors. And
they're all given brand-new, discounted prices. You can
browse online anytime. And when you're ready to order,
just call our reps. The Dell Factory Outlet. Where the
prices are anything but déja vu all over again.

find the system that's right for you. speak with our helpful reps:
mon=fri 7Tam=9pm CDT + sat 10am-6pm CDT « keycode 29CGW

D&AL factory outlet

s BhinG. Buy s mepsns, | B88.452:8109 | www.dell.com/outiet ||m.|.®¢

Al systems refurbished and far LS. only, Oall Computer Corporation canant be beld responsibile for errors In typegraphy or photegraphy, 'For a camplete copy of our guarantees or limited warn
Cotporation, Artn, Warranties, One Dall Way, Box 8621, Round Rock, TX 76682, Dell, the Oall logo and Dimension are trademarks of Dell Computer Corporation. Intl, the Intgl Inside logo

wademarks of Intel Cotporation. ©2000 Dell Computer Corparauion, All riahts reserved. SUPPLIES ARE LIMITED AND CHANGE DAILY.
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UUNTEH THIKE BozoBin!
ou guys always have great tips about retail software, but not much
Yabout mods. Since COUNTER-STRIKE (CS) is one of the most
popular mods out there, I'll share a few tips I've learned for it, One FI.YING HEH“ES

of the most important things I've found is to fire in bursts. Too often, I've
seen people empty a clip in two seconds, only to have most of their
shots go off wildly. Short bursts are most effective, and can be achieved
by tapping the mouse button. Ideally, you want about two to three rounds
a burst. Another important thing is to move stealthily. When running, your
footsteps can be heard and will give away your position, Walk along the
shadows, and your enemy won't know where you are until you kill them.
Also, when walking you have less of a chance of running into an enemy
and then running past him, exposing your back. Most everyone who plays
CS knows that by crouching you can achieve stealth, but almost no ane
knows that by crouching before using ladders, the sound of your climbing
is muffled, One last tip is that if you come across a crale that you can't
normally jump, get a teammate to crouch and use them as a smaller crate
to get on top of the bigger one. This tactic can be used to surprise ene-
mies who wouldn't expect anyone to be up there. Good luck with these
tips. =Steven Wagner

ky Knights and Lizard Riders are wasting
one of their clan's strengths if they're

3 =t bt <y banking to turn all the way around = press
For a smattering of o A e ety o i the Insert key to do an Immelman that changes
tips for a popular G G| M e 3 direction faster than any other clan. The
mod, we're giving ; G| e e e Hammercraft should use freelook to take advan-
Steve a copy of g A T tage of their gun turrets while maneuvering to
MORTYR, LAl i it keep enemies out of their overhead blind spot.
CODENAME: ) B ASE PR And the Magion don't have to rely on ammo gath-
EAGLE, and a - e ering so much if they learn to use effective com-
PLANET OF THE e bos like the Stir n' Freeze, a.k.a. “Dairy Queen
APES t-shirt. Enjoy! e o combo”: Hit your target with Disorient, and then
¢ i . an lceball. After spinning and falling to the
ground encased in ice, he'll never be able to
draw a bead on you to counterattack.

CHECKOUTTHE @l MnK 2
HE"IE u u e ; i hree heroes, three brief tips. For Kurt, remember
m : . I that you can now strafe from side-to-side while in
i J Sniper View. Since headshots will down most ene-

mies, it's now plausible to switch to sniper for a
moment to off someone. Grah yourseif a Sniper Shield,

o ; : and you'll be practically invincible when picking people
o ey R T off from a distance.
! : ’; L ] : For Max, keep In mind that when using the jet-pack,
‘ﬁ !‘ I e i your current momentum is preserved. So, instead of

burning your pracious fuel, just Jump forward, let your
momentum carry you, and use the fuel in spurts to
keep you afloat.

Finally, Doc Hawkins cannot mantie. At all. He'll
grab, but he can't pull himself up. He can only make
Jumps to lower levels, and very close jumps. If yon're
not landing onto your destination, chances are there's
W s . aplace to use the/ladder, an alternate route, or some-
thing you can just fire atomic toast at.

Iaﬁ SEPTEMEER 2000 » cgw.gamespot.com QALJIMERTU IR IY]



I WRTS 101, you all learned that the first

| GHECK OUT THE "

GROUND GONTROL

ny old cannoneer worth his breechloader will tell you that

you don't have to see the enemy to make his life hell.

Suppressing fire is a key tactic in GROUND CONTROL for
slowing down your enemies’ movements, and hopefully making a
dent in his forces at the same time. All units are capable of
doing it, but artillery pieces are especially effective. Simply hold
down Ctrl and left-click the area you wish to rain shells upon
(red cursor is in range, blue is out) and your units will comply.
Then, just move your main battle terradynes in to mop up.
Suppressing fire works hest in
choke points or areas that are too

L pr—

REVIEW
XM

GAMER'S EDGE

step in winning is to harvest resources |

faster than your opponents. Play EARTH = ‘(']
2160 accordingly. For the United Civilized {isy
States,,this means having a harvester on LY 7

every square of an ore field, and building et

nough refineries to accommodate them

all.; As the Eurasian Dynasty, build a clus-

rofimines on the ore field; even if a mine
nly touches a single square of the field, it

'mil still extract ore. But since the Lunar

Corporation isn't limited by a bottleneck
between the ore field and the refinery that
produces credit, this is where they'll
trounce the opposition every time, Pile up
your mines, and by the end of the game,
you're liable to have outproduced your
opponents by a factor of 6o 1.

UAMPIRE: THE
MASQUERADE—
REDEMPTION

hen it comes to using
Disciplines, use the combo
favored by the Nihilistic Team:

Celerity, Potence, and Feral Claws. You'll
move fast, be stronger, and deal out
aggravated damage (the hardest lype of
damage to guard against). These
Disciplines are
pretty much
accessible to

| CHECK OUT THE |
every character, | HE“IEW
and if you power |

each of these { p.108 |
with the maximum B
of five dots, you can literally tear through
most of your enemies.
Also, have at |east one character fully
develop the Presence Disciplines. A pow-
erful Awe is a great way to incapacitate a
single foe, and a fully developed Majesty
will cause just abaut everything around
you to stand still and take the punish-
ment, withoul repercussions.

AL LISV IR LI cqw.gamespot.com « SEPTEMBER 2000 13?



his month's cover story examines
T the games we think will sel trends

in strategy gaming in the foresee-
able future. But what do game designers
themselves think? What do they see as
the next big thing in strategy games?
We ran an informal survey, and here's
what we found out:

Mark Skaggs, Westwood Studios (RED
ALERT 2): With every game taking us one
step closer to the “holodeck," I think a
continuing trend in all games is a higher
degree of realism. On the RTS front, con-
tinued integration of 3D will happen in
ways that won't alienate less-sophisti-
cated users. I think we'll also see modi-
fied gameplay to broaden the appeal of
RTS games

beyond caore

gamers.
1. MDK 2 Coupled
2, ALLEGIANCE together,

these two ele-
ments will be
a big win for
the strateqgy

3. GROUND
CONTROL

4. Zombie
College at

genre as a
www.icebox.com
whole.
5. HIGH HEAT 2001 Ed Del Castillo,
Liquid

Entertainment (BATTLE REALMS): Increased
depth of play. In fact, the genre is really
irrelevant—entertainment is about
exploring emotion, RTS's are about the
emotions experienced on the battlefield:

Catching the Next Wave

What do designers think is going to push strategy forward?

heroism, fear of death, honor, and the
pain of loss. Strategy games need to use
whatever means to evoke those emo-
tions without genre distinctions.

Brian Reynolds, Big Huge Games (CIv I,
ALPHA CENTAURI, and Biy Huge Games' big
secret first game): | think 3D graphics
technology is rapidly approaching the
stage where even strateqy games (which
tend to have zillions of little units on the
screen at the same time) can take advan-
tage of it, and that's going to be a major
paradigm shift, New kinds of games will
be possible which weren't before.

Rob Pardo, Blizzard Entertainment
[WARCRAFT Il): Currently we seem to be
In a transition phase. Many developers
have shied away from the traditional
RTS genre and are really trying to find
the next “big thing." The next hig game
will be the strategy game that can use a
full 3D world and make it accessible to
the broad market of gamers.

Julian Gollup, Mythos Games (X-CoM, MAGIC
& MAYHEM, DREAMLAND CHRONICLES: FREEDOM
Ringe): 1 still think that the biggest prob-
lem with many strategy games is inade-
quate Al In the future, Als will also
have the ability to learn and develop per-
sonalities. Imagine playing a game
where you simply cannot tell the differ-
ence between your human and non-
human opponents. Now, that would be
pretty scary.

Will Wright, Maxis Entertainment (SIMCITY,

THE SiMS): T think as the graph-
ies arms race starts to hit

Enter the Dragoon

apoleonic wargamers must
N be a glum lot, with three years

passing since the last major
18th-Century wargame, TalonSoft's
BATTLEGROUND: PRELUDE TO
WATERLOO. Their patience will pay
off this fall with the arrival of
WATERLOO, based on the award-
winning Sid Meier's
GETTYSBURG/ANTIETAM engine.
Breakaway Games, which developed
ANTIETAM, has modified the engine to
incorporate higher-resolution artwork,

better animation, smoke, fires,
and explosions. The game will
accurately portray Napoleonic
warfare with unit formations,
authentic weapons (including
rockets), and cavalry charges.
Even the uniforms will be
precisely detailed, based on more
than 60 historical troop types.
It's hard to please a grognard,
but this game should succeed
where Napoleon failed.

—Ken Brown

m"[ﬂﬂlk 2000 = cgw.gamespol.com QRIS WTY AL E T

BY ROBERT COFFEY

diminishing
returns, we'll see developers searching
for something cool to spend their excess
CPU horsepower on. [ think that more
and more of this horsepower will start to
go into new forms of Al This won't just
mean more efficient routing and stuff
(which is good also) but rather more
believable computer opponents and
NPCs. Your compulerized adversaries
(and allies) will start to demonstrate
emotional responses to your actions
(through their irrational tactics) and the
ability to learn from the tactics you use
against them.

What's most interesting about these
responses is how most of the design-
ers seemed to focus on nuts-and-bolts
issues like 3D graphics. As exciting as
great-looking games are, that's a thrill
usually lost aiter the first hour or so
of play.

But look a little deeper and you'll see
a more subtle thought resonating
through most of their words: increased
realism—courtesy of 3D graphics—but,
more importantly, better opponents. Del
Castillo talks about games that stir your
emotions; Gollup imagines a human-like
Al that learns and develops a personali-
ty; Wright takes that idea a step further
when he imagines a computer opponent
that reacts emotionally to your playing
style. If smarter, more engaging games
are the Next Big Thing in strateqy, the
future looks bright indeed. {477
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Rage Against the Machine

EA fails to rescue JANE'S ATTACK SQUADRON

BY GORDON BERG

il i |

grognard@concentric.net

were looking for.

stevedore with a bad case of

Tourette's Syndrome ever since [
got wind of the ill fate that befell
FLIGHT: COMBAT (aka ATTACK
SQUADRON), the long-anticipated
WWII sim from Looking Glass
Studios. By now you've surely heard
about the demise of Looking Glass
Studios, and along with it, some of
the best gaming franchises ever cre-
ated. (You think I'm upset? You
should see my wife, over the
prospect of not playing any new
THIEF games.) Yes, Looking Glass must bear the hlame for
putting themselves into such financial straights. But damn is
it frustrating to hear how a sim as promising as FLIGHT:
COMBAT was only a few months away from being finished
after 28 months of work when Electronic Arts cancelled their
plans to publish it as JANE'S ATTACK SQUADRON.

I realize the continuation of this sim would have heen
under unusual and difficult circumstances. After all, a portion
of Looking Glass would have had to effectively remain
intact by retaining key personnel, securing offices and equip-
ment, providing benelits, etc. However, a source within the
development group informed me that these obstacles had all
been hurdled.

What's even more damning is that EA didn’t spend the hig
bucks normally associated with the production of a sim such
as ATTACK SQUADRON. They didn't have to, because Looking
Glass took all the risk by “bonding” their sim ahead of time
with a separate company in order to ensure the game's
completion.

All EA had to say was yes. When EA said no, they killed
whatever chance FLIGHT: COMBAT/JANE'S ATTACK
SQUADRON had to see the light of day, Team members
once willing to stick around for less pay
than what they could make elsewhere had
to move on (after all, they have families
to feed).

I have a hard time accepting how a
company that's worth $1.6 billion, as EA is
fond of describing itself, won't publish a
sim they could have practically gotten for
a steal.

Obviously, there's more to this story,
most of it grist for the rumor mill. There are
tales of how Looking Glass undersold the
project to EA to begin with and hence set
themselves up for failure, and there are
accusations that EA had been looking to
get out of flight sims altogether. Perhaps
JAS missing its deadlines merely gave EA the excuse they

I 've heen cursing like a drunken

When not engaged In aerial maneuvers, Gordon Berg
waorks as a network administrator for a non-profit
social services organization.

MNEmm 2000 » cow.gamespot.com SELLEIRIL T VAP LR

According to EA's Jeff
Brown, “...our deci-
sion wasn't based on
a formula for measur-
ing profitability, It
was based on our
deep uncertainty that
the project could meet
any schedule given
the changes in senior
management and a

1. ENEMY
ENGAGED:
COMMANCHE-
HOKUM

2, FLYING
HEROES

3. The sheer joy
that anly COUNTER-

: ¢ cvend STRIKE can
history of missing bring...over the hell
deadlines. of a 56K modem.

Fair enough. EA didn't have faith in what
was left of the team to _get the game done ﬁ‘.rﬁ':g“éﬁgg“ ::lver
and that's why they said no. I'm very sym- again.)
pathetic to how a company needs to make
sound business decisions, hut it just kills me
to hear how this game had a chance and
was instead left to die so close to comple-
tion. If the big companies like EA don't take
the risk on ground-breaking games, games
that push the limit to redefine and maybe even re-ignite
genres, then who will? It certainly won't be the independent
developers like Looking Glass.

5. My new Saitek
driving wheel. Lord
help me, | might try
out some racing
sims.

UVHOPPER OF A CHOPPER SIM

Now This Is How
It’s Done

Razozwmks' ENEMY ENGAGED: COMMANCHE-HOKUM
should be available in the U.S. by the time you read this.
A follow up to their
prior APACHE-HAVOC
release, EECH has actu-
ally been available in
Europe for a few
months now. Although
EECH can stand on its
own merits, it can also
incorporate the cam-
paigns found in
APACHE-HAVOC if you
have it installed on your
hard drive, effectively
increasing the total
number of helicopters
and campaigns you can
fly (and you should be able to pick up AH real cheap now).
With improved graphics and Al, this sim will definitely
cleanse your palette from the crap that was GUNSHIP! and KA-
52, and it might even challenge the pedestal you've placed
under the LONGBOW series. (A7
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ame Commander Is for real. No hype. No gimmicks. Wish you could tell your wingman to attack your target - CNET Gamecenter
without having to remember the keystrokes? Want to be in command and bark out orders to your troops? Ever 1 e Commander rocks"
dream of verbally directing your crew on the bridge of your starship? Stop dreaming! Game Co - PC World
Take command ; _ "A must have"
Use any word or phrase to trigger keystrokes. With no voice training. And you can program up to 256 - ZDNET GameSpot
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INSIDE SAIVIING

BY THIERRY “SCOOTER"” NGUYEN

mod for HALF-LIFE

he COUNTER-STRIKE mod for HALF-
T LIFE is, without question, the slick-

est user-made mod out there, and is
probably the reason why HALF-LIFE is still
being played online. It's so slick, in fact,
that HALF-LIFE developers Valve want to
spotlight and bundle the mod in an upcom-
ing HALF-LIFE update. This month, I had a
chat with the two main
guys behind the HALF-
LIFE mod COUNTER-
STRIKE, "Gooseman"
and "Cliffe,” to learn a
little more about this
good ol' rags to riches
tale.

Counter Proposal

Q: How did this hap-
pen in the first place?
Did Gabe Newell just
e-mail you one day, or
what?

A: (Gooseman) We
developed a relationship
early n CS's development. As it became
more popular, they approached us ahout
buying the rights to CS. I honestly can't
remember what they said; I helieve it
went something like, "Gabe Newell has
invited you to his 200-acre mansion to dis-
cuss the possibility of buying the nights to
your soul”...just kidding.

(Cliffe) We'd been working with Valve
pretty closely for a while. They've given
incredible support
to the mod commu-
nity. The interest
they took in CS was
gradual, and we
started talking with
Arl Min at Valve
aboul some sort of
partnership.

1. Gladiator (still
my favorite
movie this year)

2. DEUS EX
3. MDK 2

The Little Guys Strike Back

Inside the skulls that hatched the COUNTER-STRIKE

with new technology that Valve develops
(such as network code).

(Chife) CS being n the official HALF-LIFE
updates 1s the only plan, currently. But we
may work with Valve to do something else
(perhaps a secuel for their next-generation
engine, etc.). Nothing's been decided yet,

Q: CS was & cult project and is now offi-

cially backed by a
company—did you
ever imagine this
happening?

A (Gooseman) Yes, of course, it was all
part of the master plan. We're actually
kind of surprised it took this long...heh
heh. Actually, the truth is, no one in the C8
camp really expected it to be this popular.
We're happy 1L is, though, that's for sure.

(Chife) I can remember when we first
opened the site in May of 1999: We'd look
at our stats and see that fifty people had
visited, and that blew us away. It was a
very slow process and it still amazes us to
this day that it's gotten this popular.
Working closely with Valve is pretty surre-
al in that we both idolized these guys just

SMDKE AND/MIRRORS The latest
varsion of COUNTER-STRIKE has smoke

grenades to obscure enemy vislon.

from the ground up—without having
someone look over your shoulder—is price-
less. We'll try to keep it this way for as
long as we can.

(Cliffe) I'd have to say that the benefits
of being independent are great, The whole
team Is pretty independent and everyone
has a strong personality, so there aren't
many limits to what can be done.

Q: Finally: What were your biggest
influences, both within and without gam-
ing (movies, books, etc.) in creating CS?

A: (Gooseman) [ became interested in
the topic of terrorism while reading about
it online. [ visited various sites that cover
terrorism, and it got me thinking about
how neat it'd be if there was a game that
would let me be a counter-terrorist, I want-
ed to create a halance hetween realism
and action,
When it came
to artwork,
other
games—such
as SILENT
SCOPE,
VIRTUA COP,
and DOOM—
influenced
me. I tried to
capture the look of some of these games,
yet at the same time, [ wanted to portray
counter-terrorism as realistically as possi-
ble. This involved doing research on many
of the more {amous counter-terrorism
units, such as the German GSG-9, French
GIGN, UK SAS, etc. Another thing I really
enjoy about 1st-person shooters is the fact
that you can see your gun. It just makes
the experience that much more immersive
for me, so I went about trying to make the
guns as realistic as possible—trying not to
skimp on any details.

(Cliffe) Strange as it may sound, I

4. Katsuhiro
Otomo's Akira

(the actual manga,
not the hacked-
together anime)

5. Waiting for cursed
PacBell to send me

Q: What are the
concrete effects of
this partnership
(besides bundling
CS with HL)?

A: (Gogseman) We

think perhaps the main influence was
the FPS genre in general, and how it
was becoming so sci-fi oriented. A game
where you put away your hyperblaster
and picked up some real weaponry was
a breath of fresh air, and I think a lot of

a year ago.

Q: CS, at this point, is a finely crafted
piece of work. Are you guys going to use
this as a highlight on a resume, and try to
join up with a game company at some
point, or you gonna pretty much stay inde-

‘my DSL installation
kit.

still maintain full
creative control over
CS; development will continue as it has in
the past year. The biggest change will be
the possibility of working more closely

pendant/freelance?

A: (Gooseman) We totally enjoy doing
CS as a freelance/independent project. It's
not as lucrative as working in a company,
but having the freedom to design a game

people agreed, ({417

Thanks to both Gooseman and Cliffe for
taking time out of tuning COUNTER-STRIKE
6.5 to answer our questions.
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The Joy of Text

As the graphic adventure dies, ye olde text adventure

may be making a comeback

y introduction to computer
gaming came in the form of
ADVENTURELAND on my

friend's cutting edge Commodore VIC-
20. Sitting there night after night, navi-
gating a text-based world with a two-
word parser while scuinting at an out-
of-focus TV is likely what caused the
mole-like vision I ive with today, but
I've never regretted those formative
marathon gaming sessions. It wasn't long hefore I was exploring all
Lhe now-classic Infocom gamcs on my very own Commodore 64.

= The technology bug
has bitten me hard since
those salad days, but
every year or so I get an

Ilaf's Eulda ln the Inlnral:liua
Fiction Archive i
- baf.wurb.com/if | urge to revisit the time

Douglas Adams' Hitchhikers’ Guide when my brain served as
to the Galaxy site a 3D graphics accelerator,
www.douglasadams.com/creations/i | and I check the Web for
nfacomjava.html | the latest creations from
Freefrcade.com's Scott Adams ( the interactive fiction
1

=TEnTeaen.

page community. This is one of
www.javaarcade.com/Zplet.jav/Scot | the few areas of gaming
tadams,html where a talented individ-

The HTML-TADS site ual with a story to tell
www.tela.bc.caltela/html-tads | can still create one of the
The Interactive Fiction Archive top games in the genre;
ftp:/fitp.gmd.de/if-archive or the Interactive Fiction
http://www.ifarchive.org (the HTML Compelition proves it to
mirror site) ' me each year.

Leisa ReFalo's Interactive The tools used to
Fiction site create and play these
www.geocities.com/Heartland/959 games have improved
Ofinteractive.htm massively since Infocom's
PalmPilot Entertainment Zone glory days. There are
Interactive Games Area two major programming
www.fortunecity.com/underworld/rp languages in use today,
g/22/ | Inform and TADS, They
Pilot-Frotz Download Page both have specific
geocities.com/SiliconValley/Way/23 strengths and weakness-

e e

www.tela.bc.ca/tela/tads
WinFrotz home page
www.cris.com/~Twist/WinFrotz

!

. 87/download.htm ; es, and you'll need an
RedGrendel Project | interpreter to play
www.redgrendel.com | the games created
SPAG site | with them.

| www.sparkynet.com/spag E My current favorite

' The TADS Page ' interpreters are WinFrotz

for Inform games and
HTML-TADS for TADS
games. HTML-TADS is hy

. XVZZY News { farthe cooler of the two,

WWW.XYZZYNews.com | letting users play games
. ZIP for the PalmPilot | through a browser inter-
| www.palmglyph.com/zip.htmi i face that allows for the

R e e e e e e e mwm i

mmmm 2000 » cogw.gamespot.com EALEIMEETUILTR TN

THUMB'S UP A java version of the classic Hitehhiker's
Guide to the Galaxy texl adventure awaits you at DouglasAdams.com.

BY T. BYRL BAKER

Ihbakerﬂemmlcom

1. THIEF 2 fan
missions

2, MOTOCROSS
MADNESS 2

3. TONY HAWK’'S
PRO SKATER for
the Dreamcast

4. WARIO LAND 3 on
the Game Boy Color

easy addition of graphics and sound
effects. As the name implies, it also
allows for all kinds of HTML tricks, and
authors are coming up with interesting
ways to use the technology all the time. The best thing about it is
that it still plays older TADS adventures, with a prettier interface
than I'm used to.

Once you have the free interpreters, you'll want to grab some
games, Diving straight into the Interactive Fiction Archive, an enor-
mous ftp site, is not recommended. Instead, try one of the major
review sites, like the Society for the Promotion of Adventure Games
(SPAG), Bal's Guide to the Interactive Fiction Archive, or the XYZZY
News site.

For those of you who don't want to go to all that trouble, there
are many interactive fiction games you can play directly through
any Java-enabled Web browser, Douglas Adams' Web site has a
complete version of his infernally difficult HITCHHIKER'S GUIDE TO
THE GALAXY, and FreeArcade.com let me experience the Scott
Adams games like ADVENTURELAND all over again.

Despite all the good games and new user-friendly interfaces, IF is
not nearly as popular as it used to be. Now, after years of waning
interest, it seems that this form of gaming may be poised for a
comeback. Bedoun, Inc., a mobile communications company,
recently launched the interesting RedGrendel program that aims to
put commercial interactive fiction in the hands of mobile phone and
PDA users. Their thought is that mobile platforms, with their small
screens that are designed to display crisp text and little else, are
ideal for interactive fiction games. RedGrendel was established to
promote the development of these games by offering authors royal-
ties ranging from 10%-40% of net sales. Whether interactive fiction
can once again be commercially successful is a matter of serious
doubt, but judging from the quality of some of the games I've
played, I can only hope it works out.

Regardless of the RedGrendel's success, the legions of Palm users
can play tons of interactive fiction games on the go by downloading
Pilot-Frotz or Pilot Zip to convert and interpret Inform games. This
software lets you access verb lists and provides all the directions in
which you can go at any given time, meaning gameplay consists
mainly of tapping instead of writing out words. You can learn more
about the process and download dozens of games at Leisa ReFalo's
excellent Interactive Fiction site. Another terrific source for games
(complete with small reviews) 1s the PalmPilot Entertainment Zone
Interactive Games Area, which currently has nearly 100 interactive
fiction games in its archive. ({97

5, The Perfect Storm
by Sebastian Junger




When terrorists secured the compound, Alpha Team
mobilized on their favorite server.

}J.{\gent z lnstaMmessagedhis teammates
\wabausym"-emgaumughmwtm.
T\?flmty minutes of breaking glass and shattering
fimbs ensued.

O
Aﬂerwar'ﬂ,l they regrouped on the chat channel.

“Next time, you guys be the terrorists!"
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1. DARK REIGN 2

any indicator, this could be a break-

through year for online PC sports
games. Whereas 3D-shooters have been
there for ages, the past few years have seen
few sports games—MADDEN and HIGH HEAT
are the only ones that come to mind—push
into the realm of Internet play. The underly-
ing reason was a combination of technical
and ideological shortcomings. To find and
engage a human opponent in a one-on-one
contest was awkward, and you traded off
latency and season play. To many sports
gamers, online play just didn't seem worth
the effort,

But the future of sports games lies online,
despite the technological barriers. "Career
and season modes are fun, but they lack
something playing against a computer oppo-
nent," argues Mark Dickenson, Executive
Director at 3DO (HIGH HEAT 2001), Indeed.
Evidence of this becomes obvious just walk-
ing around the HIGH HEAT-obhsessed
Computer Gaming World offices—the office
custom league is the primary culprit.

EA Sports plans on
aggressively pursu-
ing online season
play in MADDEN 2001
with improved net-

If EA Sports' plans for MADDEN 2001 are

Bring It On, Online!

MADDEN 2001 sets the tone for online franchise play

and an innovative Franchise play mode.
Here, gamers will be able to engage in a
real-time draft and real-time free agent

signings over the course of several seasons.

"It will work like NHL 2000's commissioner
mode," explains Steve Chaing, Executive
Producer of MADDEN 2001, “Certain games
will have to he played by a certain date, so
you'll have to make plans with your oppo-
nent to get online and play."

Of course, Chaing cautiously notes, "It's
tricky because you have to support the
high-end and the low-end gamers. We'll
probably have to patch the online version
of MADDEN a few times as we go."

And that's okay. The important part is
just getting there in the first place. From
here, it's only a matter of time before we
see four- and five-player matches, career
modes that play out over multiple seasons,
and hype and hoopla commensurate with
real-life sporting events.

Mark Dickenson couldn't agree more
about how important league play is for
sports games like HIGH HEAT 2001. “The
Internet is going to be one of the key fac-
tors in bringing baseball games out of the
hardcore and into the mainstream.”

THE BOYS (AND GIRLS) OF SUMMER

2, MDK 2 working code and,

3. DIABLO 2 more importantly, an

High Heat 2001:

4. Gig: umproved
Anieri 1k Madden " '
ﬁg’:a: tc?f?;rrfobs lohby r.l h € C G V\} Le dg e

at the Turn of
the Millennium by

John Bowe ear two of the CGW HIGH

HEAT League is half over, and
some familiar names sit atop the
standings. Robert Coffey's
Yankees amassed a 17-game
winning streak before a major
upset at the hands of Jeff
Green's scrappy Oakland A's.
Last year's runner-up Chris
Lombardi rade the backs of Pedro
Martinez and John Smoltz to a gaudy
23-3 record. At press time, last year's
champion George Jones was strug-
gling to regain last season's form. But
after a 4-2 split with the Yankees,
the league 1s a little afraid that
the vaunted Red Sox machine is
waking up. Leading the league for
MVP—the voluptuous horror that is
Brian 8. Giles. ({17

5. MTV Music
Generator

W
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INSIDE GAMINC

BY GEORGE JONES

geurge_jnnes@z'flldavis.cnm

Flame of the'Month

One man’s angry response to a
highly contentious USENET news-
group thread about the Top 10 PC
football games of all time:

“You're a complete idiot, pal. llve
been a columnist, editor, publishe
and three-time best-selling authorin
this industry going back to 1985..My
company has devalopment credits’on
more than 10,000 entertainment prod-
ucts going back to 1983. | also proba-
bly get paidimore forany single thing'l
write than you make'in'a month. I've
been in this newsar
since it was firS#founded and on BBS
groups of relatedtypes even befare
that, so'p tyour_ﬂals ck in your

pants, pic

in 2 years, no

er you, gest 1
Aindustry. Then
again, that's a W, S0 you
might consider aiew major.”
www.gamespy.com/top10/football_a.shtm

luck in the fry!

10. NCAA 99 J

NCAA Gamebreaker 98

Front Office Foothall

Front Page Sports Football Pro 97
EGLEL L]

Madden 93 (Gengsis)

Front Office Footbgj@

TV Sports Football ™%

NFL 2K (for the Dreamcast)
Tecmo Bowl (Nintendo)

SRNLRNAND®

Inside Sports would like to humbly
submit our list, which makes the fol-
lowing revisions:

10. Front Office Football
9. TV Sports Football
NFL GameBreaker ?
Playmaker Football
NFL Challenge
Super Bowl Sunday
Tecmo Bowl
NFL 2K
Madden
Front Page Sports Football
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'HITMAN: CODENAME
47" casts you as a hired
assassin and chronicles
your progress through a S
series  of contracls. |
Includes some 27 levels
that cover five actual hits,
as well as the prepara-
tions necessary to make
thaose hits - accumulating
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ibility and all of your ninja Duke Nukem Planet Babes0G/00 $39.85  Valkyne Protile 0800 $44.85  Ltech WMan Frmita Fre GPJURD0S1Z995 30 Prophet 30DA Jun-00 $299 95
abilities lo defeat the evil o ECW Anarehy Rulez  OB/00 $36.95  Vanguard Bandits 06/00 $3995  Ltech WingMan Attack  Mov-99 $2095 301k Voodoo 3 3000 PGI 0c1-99 $134 92
assassins of Lord Gohda. Evii Deatt Hail King 1000 $3595  WWFSmackdown? 1000 84295  Ltech WingMan Ext Dig 30Nnv-93534 95 3Dfx Vorood 3000 AGP Apr-82 §139 82
Activision (Fnﬂhﬂnﬂ:' FIFA Soceer 2001 1000 $3995 Worldis Not Enough 11/00 $39.85  Ltech WingMan Frc 30 Jun-00 $50.05  3DixVoodood 3500  Sep-09$189.85
RH HSE B/0 Final Fantasy 9 11/00 £4085 X Men 30 Mutant Acadeniy07/00 838.85  Ltech WingMan Prec GmpddJul-00 $8.85  3dlx V5 5500 PCI Jun-00 §289.82
HED Boxing 10/00 £39.95 MS SW FF Wheel USB  Jun-005139.85  3dlx Voodoo 5 5000 AGPJun-005229.92
T YT TR T - Hogs of War 0700 §29.85 | NINTENDU 54 J M3 SideWinder StandardJun-39 $29.95  3dlx Voodoo 5 6000 AGPJun-00$599.9¢
'MARIO TENNIS®  Join Knockout Kings 2001 1000 $3895  Crusin Exolica 1000 55295  MS SideWndr GPad Pro Oct-99 $38.85  Creative 30 Blstr Anntt 2May-00$299 62
Mario, Bowser, Boo & over Koudelka 0600 $39.95  F Championship 000 S3995  Razer Boomstang 2000 Feb-00 $99.95  Diam §3 540 Swvage Jan-00 $B99S
a dozen other characlers Legacy Kain Soul Rve 2 09/00 $4295  Hey You Pikachu 1100 $82.95  Saitek Cyborg 2000 Jstk Apr-99 $24.95  Flua Gladlae GeForee?  Jun 00 £320 6
as they take o the courts Legend of Dragoon 08/00 $3095  Indy Racing Loapue 2K OG/00 $39.95  Saitek Gyb 3D Dip Stek Gilun-00$49.95  Gilmt Maxi Gmr Xntr 32 Nov-99 189,98
for triendly games of ten- Legend of Mana 06/00 $39.65  Kirby 64 Crystal Shards 0600 $49.95  Sailok G2 Pad & M 00 83085  Wercules 30 Proph 32 Jul-00 §340.05
“'_5- Each character uses Lunar 2:Etemal Blue o7mo 86095  Legend Zelda Maj ask11/00 35885  Suitek R100 Racing Whi Dec-69 $45.85  Meroules 30 Proph 64 Jul-00 £303.92
:Ief::;:nllh:}rtril;:t::mm? Maddan FE 2001 0800 $30.95  Maden FB 2001 06/00 $49.95 Saitek X36 CSUSB  Mar-0D $99.95  VoodooS S50DAGP  Jun-00 528982
| 5 March Madness 2001 11/00 §39.95  Mario Tennis DR/O0 $49.95
Mades of play Include Medal of Hanor 2 10/00 53995 N4 Controller Asstd.Chis 10/96 526.95 DREAMCAST
exhibition & tournament. Ms. Pachan Maze Madness1000539.95  N64 System Asstd. Colors D00 $5995  Aero Wings 2 Airstrike QR0 546,95 Power smne ? 08100 34465
Upto 4 can battle simulta- & NASCAR 2001 0900 $3995  NFL Blitz 2001 00000 $5495 Castlevania psumectn 09000 $4685  Quako 3 Arena Onine 02
neously. NCAA F8 2001 07/00 $3995  Ogre Battle 3 0800 $56.95 m 08/998109.95  Sega Sgrm' NEAor NFL :mmtm.a L
Nintendo 1SEIIJI'15[! NFLGameDay2001 0300 $3995  Pokemon Puzrle League 0800 $48.85  Ecco the Dalphin 0800 $1495 Sanic Shulfle 11100 §46.92
@ Release: 8/0 NHL Face O 2001 0800 $3865  Ready 2 Aumble Boxng 2 11/00 $52.85  Hall Life Online 0800 54695  Tokyo Extreme Racer 2 08700 5469
hG4 PSX Dual Shock Asstd Cirs11/98 $28.95  Turck Shadow Oblivion  0B/U0 $49.85  Phantasy Star Online  09/00 $49.95  WWF Royal Rumbl
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Master of Orion 2
Spaceward Ho! 4

Daikatana

$ 9.95
$4.95
$28.9.
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www.chipsbits.com

or call 1-800-699-4263
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COMPUTER GAMES: STRATEGY > R
e Mectase  Prict Tint Reirass  Prict Tine At Pt Tt Revisse  Price
607 AD 0200 $2895 Commandas 7 0800 $3499  Invictes 0200 $3495  Starship Diplomacy 0600 $42.59
430 ARMbbr Baren 04195 §19.99  Conquer the Warld 10097 §1295  Jag Alic 2:Unfsh Busness 0500 §29.99  Stellr Frontier 0300 $38.95
\pe of Empires e Jagic 1299 83695  Kingdom Under Fire 0900 83695  Sudden Strike 0400 53455
\pe of Empires 2 0893 a 0990 $26.95 Leg=':d of the Five Rings 0500 £4299  TAKingdoms-lon Plague 03700 519.95
g of Empires Gold Ed 0499 83285 B|rk Reign 2 0600 835.85 0599 32695 TanMlics 12799 $17.93
g2 of Emprs Rise Rme 1188 82495  Dark Reign Wilission Pk 0200 $12.85 F.‘..usly D300 S3BI5  The Sims D200 $37.95
ige of Wonders 11/89 82895  Dawn of War 0300 82495  Master of Orion 2 11/95 5095  Tolal Anahitn Kingdoms  DG/99 $23.95
i Mogul 0400 51995  Diplomacy 12/99 53895  MechCommander 2 0400 54699  Total Annihilation 10/97  $8.95
ipha Cen Planetar Pk 0300 S37.95  Disciples 2:Dark Prph 000 $39.95  MechCommd Gold 0998 $28.9%  Total Anaihilation 2 1200 53995
gha Centauri 0289 53495 Disciples: Sacred Lands  10/99 32885  Metal Fatigue 000 $37.9%  Total Annitn Cr Clgey 04/98 51995
Ipha Cntri Alen Grsstre 10099 $2 Dags of War f £38 @ #ind Rover 0300 $4495  Toead War 0199 S18495
rmiss Of Armageddon 0200 2000 $1495  Myh2vid 0199 Totl Annhlin Bt Teies 0898 $17.85
ey Men 3 04 n Keeper 2 $3785 My Towl Codex 11758 Tycoon Callection 0/00 $34.93
\rrmy Man Alr Attack 000 5331 140 $12485  Noblz Armada 04100 Taar 0300 537.95
\rmy Man Freedom Pk 0000 S28.55  Earth 2150 $38095  Phatoah 11/38 Uin. Stiat Senes 0200 3517.85
iz & J'1||IE5 09/88 81795  Emergency Room 2 81085  Railroad Tycoun 2 Gid Uitimate Sci-Fi Series 0300 $17.95
s & Alfies leon Blile 1193 §2595  Fleet Command §20.85  Reach for Stars Ultimite Sim Series 0300 $17.95
atibecrser MDO ADVZ 1208 §1495 Fome 2t 524,95 Rls’lz Uprising 2 12/98 §19.99
attlecruicer 3020 AD 0700 84289 Force Commander ,QG !I.J Rolkar Coaster Tycoon Wages of War W35 1196 $6.95
‘REACH FUR THE STﬂHS J\ Il.ll‘n Roller Csti Tu Exp Pi Wall Street Trader 28 0o 28 95’1
based game of exploration, colo- Ruthlgss.com War a1 Sea Coll 0699 $1295
1 i Sea Dogs Warcraft 2 1295 $18.95
nization & conquest, this all-new] *** g
game builds upon the foundation Satt 3W/ Misslon 2 WarCraf 2 Banle.net Ed 10499 518,95
created by its legendary predeces- Settlers 2 God V{.lli‘.l.’lil kl 0800 $44.95
sor. More than 30 presel scenarios, Settlers 3 Mission 2 a5 Warcralt Battle Chest 1136 31?.9.‘1
superior Al 16 unique species, a Settlers 3 Uitimate Coll 05100 $39.95 \i.’.uur.nl OreHumns 14 5993
diplomatic system, netwark play, a IwMD 1 1093 82285 Wugames 07/e8 51?99
powerful scenario editor and tacti- Sutlions 10D £4295  Wargasm 0w 2499
cal combat with control over fleet Seven Kingdms Anc Adv  06/96 $34.80  Warhmmr 408 Chs Gate  11/38 519.9?
formations. attack/defensive orders Seven Kingdunis 1297 $33.99  Warhmme 40K Rites War Oa'a'a? $3795
and standing orders. Seven Kingdoms 2 10/29 §18.95  Warlords 3 0BT 5895
Mil‘IdSl:aPE {Siralegy] Shadow Company 1089 51895  Warlords 4 a?-m SJ?.‘J?
Release: gfﬂﬂ Shadow Watch D400 $38.95  Warlords Banleery 06/00 S4295
(m PG CD| Shacowpact 0300 $3999 Warkds3DrkLrdRsp 0898 $3799
: _ Sim Mania pack 0300 $17.95  Warwind 2 1A7 $129
atties of Destiny /82 $385  Frontier Land 058 $42.99 019 M09 £14.95
+ & C Red Alert 1136 $1485  Ground Control 0500 $4295 0995 51495 Wonden Shiplron M 1006 §29.99
;EC 2 Tiver Sun Pimn - 08/99 $51.95  Hero MM Millenium Ed 1299 $33.95 03/00 54999  World of Combat 2000 0998 §24.95
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&G Gold Was 0287 $14.99  Merozs MM3 Shadow Death03/00838.95  Star Trek SFC Newtral - 03700 839.85  Worms 2 01/98 $18.95
:4C2 Firestorm 0300 82585 HercesolMA&MI 0189 227.85 Star Tra A ) 5 Worms Armageddon 069 52895
Aaesar 3 10798 §17.95 12/97 $28.95 St Tik Gen Bih Fed  05/99 X; Ueyond the Frontier 0100 $23.95
2 Test of Time DE/Ed 52483 0999 53295  Star Tk New Woilds 0200 5$39.95 X-Com Apocalypse 0897 $895
tion 3 0500 $39.95 Ho’l-w.mldta"c;sm 0600 52895  Star Trk Starfl Comm Q&S99 53895  X-Com e-miil 12/39 519.95
irtn Call 1o Power 04/99 $2495  Imperial Conquest 0300 $42.95  Starcrah 0498 52495  X-ComTerr frm Deep 0385 8445
smmndosBynd Call Duty 04599 $19.95  Imperialism 2 0499 S1895  Swmrafi Brood Wars 12M8 81795  Yool's Towwr 04/80 $35.85
ninnization Was 063 8795  |mperium Galactica 2 0300 53895 Sl Bl Chest 1298 £29.05 22 Stralegy Wargame 100 $44.99
COMPUTER GAMES: ROLEPLAYING J ' COMPUTER GAMES: WAR
schrono 0700 $2885 Mowor2 0800 $3895  Batile of Britain 0339 5995 Fignting Steel 0699 52695
wheron's Call 1189 £2885  Neverwinter Nights 0301 54295  EBatlegrnd Bull Run 0597 5995  Great Bares Cassar 0356 51495
Jaldes Gate Exp Pk 2 0600 $23.98  Nox 02/00 538.85  Batieground: Coll 1 01799 51895  Great Battls Alzxngr 0687 51495
Jaldrs Gate; Tole Swrd Csi0599 51695  OQdwm 11799 51495  Bambeground: Coll 2 0149 $1795  Great Banls Sries GE 10/M8 51995
Jaldur Gate Chptr 182 07/99 51185 Flanescape Torment 1299 $3995  Bamigrd 9 Chickmgun 0153 §17.95  Great Chll War Bitls 0aM0 19089
Baldur Gate wiEP 1 11/99 $32.95  Shadowrun; Assassin 0600 $4295  Campaign 1776 0300 83395  Horse aml Misket 02/00 $42.95
Jaldur's Gate 12195 52495 .Jnmmn L qllr \.-annt 0699 $2899 Close Combal 4 11/59 83205 Last Balles 45 0600 $44.90
ialdur's Gare 2 0800 $4295 0800 £2885  Close Combat Trifogy  09/99 $24.85  Op Ast War: Ele Ed 0699 §17.95
2 0800 §4295 Udima fr Ascension 12/99 53995  Coda Name Eagle 0300 53885 Op At Wi 2: Ele Ed Mae §38.95
Jark Stone 0899 52985  Udima OnlneRenaissnace05/00 $18.85  East Front 2 0489 52495  Op At Wr EP 2 Clsh Egls 0100 53995
Jemise Rise Ku'Tan 0300 £4285  Vampire: The Masquerade 0600 $30.95  East Front Camp 0398 51495 Oper. aAn of War: Cen WarD4/00 $37.95
Jeus Ex 0300 $33.95 Apocalypse 11700 33895  Ewrope in Hames 04/00 53895  Pacilic Batles DGOD $39.99
Jiablo 01/87 5005 ‘DEUS EX' In this ﬂlllllillu lU'El]!iw- Panzer Cmpns:smolensk 4101/00534.95
Jiabla 2 05100 $44.95 ing adventure, you play the part of a | Panzer Gen 30 Assauit - 10/99 $29.95
LRuins Kunatk 0400 524,95 powerlul,  nano-technalogically | fising Sun 02700 $38 95
16 Sihds augmentad anli-lerrarist agent, |t's | Auss German War 41430800 $39.85
ndl Fantasy Vi 0698 $18.95 up 1o you to stop the conspirators i 040 1.5
inal Fantasy Vill 01700 $38.9 fram achiaving their goals. Travel Sr:l J:!rler‘: Antictam 0300 $29.95
argotien Rims Arevs 3 0B/99 51295 the globe in a quast for knowledge. Smuolensk to Ml::suaw 0499 $20.05
orgotin Rims Arevs 2 08/29 §12.95 develop your characters strengths, Sle_ul Panthars 4 05/00 $42.85
argin Alms Siver Bl 08/99 $24.95 build a network of allles to assist Ui WargColl, Vol 3 0200 $29.95
s00d & Evil 05/00 $42.85 you, and determine when stealth Whr in the East: Crimea  04/98 524.95
cewind Dale D500 §4285 and strategy are more important War in the East: loyum 0498 52495
ing of Dragon Pass 0200 537.50 than action. War in the Ease Leningrad 0498 $24 95
egend of Blage Masters 06/00 53895 lonStorm {ﬂuleplny]n War in the East: Rostoy  04/93 524,85
#gends of MightaMagic 0800 53995 HE|EHSE '”g War in the Ezst:Kiev 04098 $24.95
S8 Migenium 109 §3495 wra< L $28.95 West Font BUPck 1 0789 $14.95
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‘AGE OF EMPIRES I1: THE CONOUERORS EXPANSION PACK

official add-on to the award-winning, best-selling real-time slrategy
game Age of Empires® 11: The Age ol Kings®. Focusing on legendary
feaders, The Conquerors will challenge veterans and novices 10 wage
war on an epic scale with all-new civilizations, unique units and tech-
nologies, and campaigns based on infamous conquerors such as Attila
the Hun, EI Cid and Montezuma.

Microsoll 18!1:3!89\2
$295 Release: 11/00

‘KINGDOM UNDER FIRE" details
the epic battles on the continent of
Bersiah, where the Race of Light
(Humans and Elves) and the Race
of Darkness (Orcs and Ogres) coex-
ist in a brooding cloud of suspicion
and hostility. Features 70 charac-
ters, 20 missions each for Human
and Devil races, 7 story missions
for each Hero character, RPG ele-
ments, and ditferant types of multl-

player games.
GOD [Siraiagy&
Release: 9/0
PC CD

Coming Soon!
Commandos 2 PC $32.95
Tomb Raider 5 PC $28.95
Werewolf Apocalypse PC $38.95
Max Payne PC $44.95

| ROLEPLAYING | | BOARD GAMES |
nD&DDu:mnnn Mster GuudeﬂMSS!B 99 Acquire 06/9s §2999
AD&DPLayer Axis & Allies 11784 54999

7ih Sea FLa..:lsh e

0793 52599 Axis & Allies Eurape 0300 299
Alternity Player's HE 0498 $2799 0500
Are Magica 41h Ed 0895 $2599 ath £ 1204 521
Cail of Cihuthy 5t A 07/98 82699 ca: Wars Deluxe 075
Conspiracy X 0895 82499  Empire Builder 03856
Cyburpunk 2020 05/85 81889  Guild Wars 1298
Deadlands Rulebook 10797 327.99  Lionheant 10797
Dragon Ball 2 1099 51899  Monopoly Deluxe D2/93
GURPS Rulebook w29 Risk el ]
Heavy Gear 0895 Robo Rally oes
Mage nd Ed. 02 Samural Swords 437
Pendragon 4th Ed. 05735 Settiers of Catan 11495 532
Rifts. 06/95 Stratego Legonds onia
Robotech 04195 Sushi-Jalapeno War 0199
St a1/ Thunder's Edge 0889
Traveller 0986 $2299  Viclory Deoa
Tribe 8 1088 $2599  VinciRise & Fall Civil 183
Vampire 3rd Edition 10088 £827.99  War Galley 0599
Werewoll 02785 32499 Warin Europe 1099 5193.99

'BALDUR'S GATE Il: SHADOW OF
AMN' The newest lille in the
Baldur's Gate series adds new
classes, spells, and [tems and uses
an isometric, top-down view. The
{game is real-time but Is pauseable,
and actions may be assigned to
characters In your party at that
time.

Interplay (Roleplaying

s 95 e Bﬂsﬂp{?{gﬂ

'POOL OF RADIANCE 2: RUINS OF
l MYTH DRANNOR® A new Pool of
Raduance has been discovered in the
ruined city of Myth Drannor. Features
the new 3rd Edition Dungeon &
Dragons Rules, 30 character & mon-
ster models, Interactive environ-
ments, action-based combat system,
multiplay & singleplay dungeons,
non-linear quests, over 100 speils,
and new D&D monsters and items.

e e
$42.95 PC CD

CEWIP




MARRETPLA

Prepare for one of the thousands of
computer science jobs available
Increase your earning power

Study from your home or office at
your convenience

PROGRAM
FOR YOUR

FUT[]RE' Approved by more than 330 companies
. Follows ACM/IEEE guidelines

Earn your B.S. or M.S.  + BS.in Information Systems also available
in (:UH!])HE‘E." Science  rorafree catalog call
7 1-800-767-Al
through distance ol piepnd il

or visit cs.aics.edu
education. GDEICE)
= Birmingham, AL

ADULT CD-ROM = DVD » MPEG » CDI « VHS VIDEO + OVER 1,000 TITLES
VISIT US AT: www.MidnightCD.com
E-MAIL: Sales@MidnightCD.cam

PHONE *« FAX = E-MAIL FOR FREE DETAILED BROCHURE

- CD-ROM INTERACTIVES / GAMES - - DVD INTERACTIVES / GAMES -
ACE IN THE HOLE . 539 DIVA X: BRITTANY DVD ...

ARABIAN NIGHTS .. 539 SAMURAI P*RVERT 2 DVD ..

CYBERSTRIP POKER £39 VIRTUAL S°X WITH JENNA DVD .

DIVA X: BRITTANY . $39 VIRTUAL S*X WITH TERA DVD ...

DIVA X: N'J DE BAHIA 539 - DVD MQVIES -

DIVA X: KANAKO ... 539 BLUE MOVIE: WICKED JENNA DVD ....529|
HOT & BOTTLED (3 DISK SET) 539 COLLEGE GIALS DVD |
P‘RNO POKER ... 539 HER NAME IS... ASIA DVD

MIGHTWATCH 3 .. 536 ROCKI ROADS W*T DREAMS DVD
REFORMATORY (GAY) . 524 TWISTED DVD . —5i
SPACE SIRENS 2 538 - CD-ROM STH_LS IMMFE D]SCS -
VIRTUAL 5'X WITH ASIA CARRERA ....539 ACTRESSES UNCOVERED . Tr
VIATUAL 5*X WITH JENNA JnMESQN 539 ADULT IMAGE LIBRARY 2 I2 DISCS}
UIHT{.IAL S'X WITH FﬂHRhH .............. 539 NUDE CELEBS_ 723
\I'ISA . MASTERCARU = AMERICAN EXPRESS - CHECKS . H-fD 5
ORDER TOLL FREE AT: 800-511-1123
or 323-468-9460 or FAX: 323-468-9464
MIDNIGHT CD, 7336 SANTA MONICA BLVD, - PMB 734
LOS ANGELES, CA 90046 - U.S.A.
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Your beeper beeps. Your PDA chimes. You can make a quick call wherever you are. Yup, technology
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GREENSPEAK

get ready for school!!” There it is, folks: the
most depressing, awful thing that's ever
come out of my mouth. Including vomit.

Let me start from the heginning

It was a weekday morning, and, as usual, my daugh-
ter Sarah and [ were running late. In the many months
in which it had become my job to take her to school, we
had been on time exactly twice, What can | say? You try
getting a kid up and out in the morning. There's a litany
of rituals to perform—beginning with untying them and
letting them out of the closet—as well as fighting the
kid's natural inclination to not want to get up and go to
school. And who can blame her? Not me. With all due
respect to teachers everywhere—who have the world's
hardest and most important job—I never developed a
love for the institution myself. Not since that
old bat Mrs. Leventhal, my first-grade
teacher, busted my wooden airplane in half,

Still, you know, the kid's gotta go to school.
She has to suffer just like [ did. That's the
way it works. That's why I had a kid.

EEE

When [ last wrote about Sarah, she was in
pre-school and was just starting to get into
gaming. I wrote about how proud I was that
she was becoming a gaming geek, and how
important it was to her development. A
couple years later, I'm starting to wonder
what I was smoking at the time, and if my
dealer might have any left (Jesse: Call me!).

Actually, I'm still thrilled that she likes games, and
I'm even more thrilled that she's getting good at them.
As I've watched her plow through Humongous
Entertainment’s fantastic adventure games—the
PUTT-PUTT, FREDDI FISH, and SPY FOX series—I've
witnessed her powers of reasoning kick in big-time. I'm
not saying she got this all from computer games. No
doubt much of it is just the natural genius imparted by
my DNA.

But there's also no question in my mind that the
games have helped. Now, when she looks al a new
puzzle, she doesn't immediately assume the answer
will come in two seconds. Now, she knows to think
things out, to understand what the problem is first, and
then to go about salving it logically. It's a cool thing
to watch.

She's also started helping me out. Last week, [ was
fretting over MDK2, stuck on the end-bhoss puzzle of
Level 6. Sarah watched me for a while, and then scrib-
bled on a piece of paper: "Maby you shod get some-
thing that is stiky like the spy gajit in Spy Fox to klim
the boxis." First of all, back off on the spelling errors,
buh. She's not even in first grade, and this is still more
literate than half the letters we get in the CGW mail-
box. Second, she was right. Not about finding some-

‘ ‘ T urn off that computer game right now and

My kid is a game addict. . .and who's laughing now?

by Jeff Green

thing sticky. But climbing the boxes was the answer to
the puzzle—something I hadn't figured out yet,

Imagine my pride at that moment. Like Joe DiMaggio
watching his son get his first base hit, or Louis XVI
watching his son exploit his first peasants, it's the kind
of moment that dads live for.

HEE

Still, though, I want my kid to be edjeecated. And for
this to happen, I have to get her to school. And for that
to happen, I have to get her up in the mornings.

It's a weird thing, being a parent. Try as you might to
avold it, you will end up saying all the same lame
things your parents said to you, Some people fall natu-
rally into the role of the tyrant—like Mussolini or my
father-in-law—but to many of us, it's a drag to have to
be the “bad guy"” and lay down the law.

‘I’ Imagine my pride at that moment.
Like Joe DiMaggio watching his son get
his first base hit, or Louis XVl watching
his son exploit his first peasants, it's the
kind of moment that dads live for. ',D

I have spent my entire life trying to get away with
playing games as much as possible, while fooling
various authority figures who have attempted to thwart
my efforts. Parents, teachers, bosses, even (at times,

I admit) girlfriends: all servants of The Enemy, forcing
me to divert my attention elsewhere when all I really
wanted to do was get past the next boss, puzzle, or
SCenario.

And now, here we are, on a school morning, and
Sarah is utterly obsessed with PYJAMA SAM 3.

She's near the end, she can feel it. But Dad won't let
her play.

Get dressed. Brush your hair. Finish your cereal. No,
you can't play now. No, not even for a minute. We're
leaving. Get your shoes on. They're upstairs? Go get
‘em. Hurry up....Hello! Lel's gol Don't make me come
up there. What're you—oh, man—turn off that computer
game right now and get ready for school!

I'm so sorry, Sarah. Someday you'll understand. You
won't like it. But you'll understand.

And then you'll do 1t to your kids.

What Jeff doesn't realize is that Sarah finished PYJAMA
SAM 3 at school that day, after sneaking the save game
file onto a Zip disk. Email Big Daddy Green at
jeff_green@ziffdavis.com. ({97
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mYy notebook

comes with
next-day on-site
service. and this

DELL™ INSPIRON™ 3800

Design and Affordability

® Intel® Celeron™ Processor at 500MHz

® 121" SVGA TFT Active Matrix Display

= 32MB 100MHz SDRAM

= 4.8GB" Ultra ATA Hard Drive

® Modular 24X Max CD-ROM

= 2X AGP 8MB ATI RAGE Mobility™-M13D" Video

® 53WHr Lithium lon Battery with
ExpressCharge™ Technology

= MS* Works Suite 2000 » MS*® Windows® 98, SE
Contact us about MS® Windows® Me

= 1-¥r Limited Warranty*

= 1-Yr Next-Business-Day On-site Service'

$ I 399 E+VALUE CODE

89083-800813

DELL RECOMMENDED UPGRADE:
= 3-Yr Next-Business-Day On-site Service', add $149

&

Tell us where you are. Someone will come
and fix your notebook. It's that simple.

Go ahead and ride like the wind. And don‘t forget to
bring your notebook with you. Because wherever you
and up in the 50 states, it's probably a place where a
technician can arrive on-site to fix your notebook if
something goes wrong. If you have a problem with your
notebook, give us a call 24x7, for a tech to troubleshoot with
you over the phone. Then, if hardware support is needed,

a repair technician can be sent to wherever you are. It's called
Next-Business-Day On-sile Service® and it's available with
every Inspiron™ notebook we sell. Of course, chances are
yvou'll never need someone to drop by, But if you ever do,
just find a phone. Dell4dme™ is all about helping you get
the most out of your PC. Qur award-winning service and
support is just one of the ways we're making it happen.

DELLAMECOM

celeron-

PROGEERROR

contact ustoday | 800.433.5882

www.delldme.com

DELLO

Includes Windows 88, Secand Editian — the home version of the world's favorite software.



customize.

[the system. the price. both.]

From the parts to the price, you can customize a system to be as individual as you are,
That's what Dell4me™ is all about. Helping you get the most out of your PC. Or should
we say your customized PC. Learn more at www.dell4me.com

INTEL® PENTIUM® 1ll PROCESSORS. Looking for pure processing power on your
system? Now you can get up to 1GHz of processing speed on Dimension™ desktops
or up to 750MHz on Inspiron™ notebooks. Set your own speed.

HARD DRIVES. New 45GB® and 75GB°® hard drives available on
Dimension XPS B and 4100 Series desktops and 30GB* hard drives
on Inspiron notebooks. All with enough capacity to store loads

of digital videos, still images, and MP3 files.

AWARD-WINNING SERVICE. You've tailored your entire system
from top to bottom. So why not do the same with your service?
1-Yr Next-Business-Day At-Home Service' is included, as always,
But now you can choose Premier 3-Yr At-Home Service*

on Dimension desktops for just $99.

SURFING THE WEB. Want a system that makes it easy . AR TREh E .
to surf the Weh? We'll hook you up with Dellnet™ T —- _ .
Internet Access, including 20MB of online backup® _- r.«.v-l'.-'.-",-};-._-_ma 2t )

f S ; iﬁﬁgla e )
or only $99 a year prepaid! Build a machine that ey j = _‘

surfs the way you want it to.
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DELL" NOTEBOOKS:

DELL™ INSPIRON™ 3z00 DELL"™ INSPIRON™ 5000 DELL™ INSPIRON™ 7500
Design and Affordahility Performance and Mability Mobile Desktop
® Intel* Celeron™ Processar at 500MHz u Intel” Pentium® Il Processor at 650MHz # Intel” Pentium® Il Processor at 650MHz
8 12.1" SVGA TFT Active Matrix Display Featuring Intel” SpeedStep™ Technology™ Featuring Intel” SpeedStep ” Technology™
= 32MB 100MHz SDRAM ® 15" Super XGA+ TFT Display ® 15.4" Super XGA TFT Display
® 4.8GB° Ultra ATA Hard Drive = G4MB 100MHz SDRAM ® 96MB 100MHz SDRAM
® Modular 24X Max CD-ROM ® 6GB° Ultra ATA Hard Drive ® 10GB" Ultra ATA Hard Drive
® 2% AGP BMB ATI RAGE Mobility™-M1 3D* Video ® fMadular 24X Max CD-ROM ® Removable Combao 32X Max CD-ROM
® 53WHr Lithium lon Battery with ® 2X AGP 8MB ATI RAGE Mobility “-P 3D* Video and Floppy Drive
ExpressCharge™ Technology ® 52WHr Lithium lon Battery u 2X AGP 8MB ATI RAGE Mahility "-P 3D* Video
® Internal PCI V.80 56K Capable’ FaxModem ® [nternal V.80 66K Capable® FaxModem = T9WHr Lithium lon Battery
" MS* Works Suite 2000 = MS* Windows' 98, SE = MS* Works Suite 2000 ® MS" Windows' 98, SE ® Internal V.90 56K Capable’ FaxModem
Contact us about MS* Windows* Me Contact us about MS" Windows' Me & MS* Works Suite 2000 = MS* Windows® 98, SE
= 1-Yr Limited Warranty’ ® 3-Yr Limited Warranty’ Contact us about MS* Windows® Me
® 1-Yr Next-Business-Day On-site Service® ® 3-¥r Next-Business-Day On-site Service' ® 3-Yr Limited Warranty”
$ I 449 et $ 2299 @ E+VALUE CODE ® 3-¥r Next-Business-Day On-site Service'
89084-800814a B9084-800822h 2799 E-VALUE CODE
As low as S40/Mo., for 48 Mos. As low as $63/Mo., for 48 Mos. $ 82084-800827
As low as S76/Mo. fur 48 Maos.




DELL” DESKTOPS:
DELL™ DIMENSION"™ LSeries

Affordable Desktop Solution

® [ntel’ Celeron™ Processor at 566MHz

® 64MB SDRAM = 7.5GB" Ultra ATA Hard Drive

= 15" (13.8" vis) E550 Monitor

= [ntel” 30* AGP Graphics

= 48X Max CD-ROM Drive

= SoundBlaster 84V PCI LC Sound Card

u PC Speakers

= /.90 56K Capable’ PC| DataFax Modem
for Windows"*

® MS* Works Suite 2000 ® MS® Windows" 98, SE
Conlact us about MS™ Windows" Me

® 3.Yr Limited Warranty’ ® 1-Yr At-Home Service

$ 799 E-VALUE CODE

89084-500807
As low as $22/Mo., for 48 Mos."”

DELL™ DIMENSION® s100series ||

Advanced Performance, Smart Value

u |ntel® Pentium® Il Processor at 800MHz

= 128MB SDRAM at 133MHz

= 10GB’* Ultra ATA Hard Drive

= 17" (16.0" vis, .28dp) E770 Monitor

= 32MB NVIDIA TNT2 M64 4X AGP Graphics

® 48X Max CD-ROM Drive

® SB Live! Value Digital

® harman/kardon Speakers

® .90 56K Capable’ PCI Telephony Modem
for Windows"

® MS* Waorks Suite 2000 ® MS" Windows® 98, SE
Contact us about MS" Windows® Me

® 3-Yr Limited Warranty’ ® 1-Yr At-Home Service'

$1499 O s

As low as $41/Mo., for 48 Mos.”

DELL™ DIMENSION™ ( Suries

Affordable Desktop Solution

= |ntel® Pentium” [l Processor at 667MHz

= G4VB SDRAM = 7.5GB* Ultra ATA Hard Drive

® 15" (13.8" vis) E550 Monitor

u Intel” 307 AGP Graphics

® 48X Max CD-ROM Drive

® SoundBlaster 64V PCI LC Sound Card

® PC Speakers

® .90 56K Capable' PCI DataFax Modem
for Windows*

u MS* Works Suite 2000 ® MS* Windows® 98, SE
Contact us about MS* Windows® Me

® 3-Yr Limited Warranty’ = 1-Yr At-Home Service®

9 @ E+VALUE CODE
B9084-500808

As low as $25/Mo., for 48 Mos,"

DELL™ DIMENSION™ xps8serics

Cutting Edge Technology

® Intel” Pentium® Il Processor at 933MHz

® 128MB RDRAM = 30GB" Ultra ATA Hard Drive

® 19" (17.9" vis, .24 - .25AG) P991 FD
Trinitron® Momlor

u NEW 32MB DDR NVIDIA GeForce2 GTS
4X AGP Graphics

® 12X Max DVD-ROM Drive

® 58 Live! Value Digital

® Altec Lansing” ACS-340" Speakers with
Subwoofer

= \.90 56K Capable” PCI Telephony Modem

= VIS Works Suite 2000 = MS® Windows* 98, SE
Contact us about MS® Windows' Me

= 3-Yr Limited Warranty’ m 1-Yr At-Home Service'

$ 2599 E-VALUE CODE

89084-500825s

DELL" UPGRADES:

SOFTWARE & PERIPHERALS
Printers:
® HP" DeskJet" 952C - $249 after

$50 HP* Mail-In Rebate (Reg. $299}"

® HP" DeskJet® 932C, add $199
® Epson” Stylus Color 740, add 599

Scanners:

= HP* ScanJet” 4200, add 5149

= Epson” Perfection™ 610, add $129
= UMAX® 2100U, add $89

Power Protection:
® Pro 8T2 SurgeArrest, add $39
8 APC SurgeArrest Per 7, add $17.95

Software:

® Ultimate Action Game 5-pack
{Dimension™ only)", add $99

= Home Reference 4-pack”, add $79

As low as S7T1/Mo, for 48 Mos

SERVICES

Internet Service:
= 1-Yr Delinet™ Internet Access™ with 20MB
of Online Backup”, add 599

Service Upgrades:

= Dell™ Dimension™ Premier 3-Yr At-Home
Service, add $99

u Dell” Inspiron™ 3800 Notebook 3-Yr Next-
Business-Day On-site Service', add §149

Payment Solutions:
= Dell™ Platinum Visa Card
» Dell™ 48-Month Purchase Plan™
8 Dell™ E-Check
{automalic checking withdrawal)

pentiume///

Includes Windows 98, Second
Edition — the home version of
the world’s favorite software.

“Includes 150 hrs./month, plus
S1.A0/hr. (or fraction) over 150 hours.
HB0O0/ABA/ATT access charged S4.95/hr,
extra. Excludes taxes and telephone
chames. Additional $1.00/Mhe surcharge
in Hl and AK. "Monthly payment
based on 13.99% APR FOR QUALIFIED
CUSTOMERS. OFFER VARIES BY
CREDITWOHRTHINESS OF CUSTOMER
AS DETERMINED BY LENDER. Taxes
and shipping charges extra and
vary. From Dell Financial Services
L.P. ar American Investment Bank,
MN.A. 10 1.8, state residems {including
0.0 with approved credit. Availability
may he limited in some states

Prices, spechications, an ulatility oy

changs without nalice, 1
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a dell pc.
an infel pentium |1l

rocessor.

P
an $899 price tag.

[ will the advantages of buying direct never cease? ]

DELL™ DIMENSION™ [ Series

Affordable Desktop Solution

u |ntel® Pentium® 1l Processor al 667MHz

® 64MB SDRAM

u 7.5GB" Ultra ATA Hard Drive

= 15" (13.8" wis) ES60 Manitor

u Intel” 3D AGP Graphics

® 48X Max CD-ROM Drive

# SoundBlaster 64V PCI LC Sound Card

® PC Speakers

= V.90 56K Capable’ PCI DataFax Modem for Windows*

m MS* Works Suite 2000 = MS® Windows* 98, SE
Contact us about MS™ Windows™ Me

= 3-Yr Limited Warranty’ ® 1-Yr At-Home Service'

99 e E-VALUE CODE
89082-500808

DELL RECOMMENDED UPGRADE:

® Premier 3-Yr At-Home Service, add $99

Presenting a very affordable, very powerful
Dell™ Dimension™ L Series Deskiop PC.

The idea is simple, cut out the middleman, give people a better
deal. The proof is astonishing, a Dell™ Dimension™ loaded
with an Intel” Pentium® Il processor for just $899. This speedy
processor gives your family the power to run all kinds of
software, video, music, and games. Plus, this Dimension comes
with 64MB of memory, speakers, modem, and a monitor. Getting
this Dell PC, with this Intel Pentium Il processor at this amazing
price is like reaching into your pocket for a tissue and pulling outa
twenty. A great deal on a Dell computer with an Intel Pentium Ill
processor is just one more way Dell4me™ is helping you get the
most out of your PC. Dell’s award-winning service and support is
another. And you can only get it by buying direct from Dell.

D&LLAmMescom

pentiume///

contact us today | 800.433.5882

www.delldme.com

WI-I.@ COM

Includes Windows 98, Second Edition — the home version of the world’s favorite software.
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