REVIEWS: Final Fantasy VIl - X-COM Interceptor - X-Files - MechCommander

Solo
Edition

To find out how you
can get free game
demos, including
Final Fantasy VI,

turn to page 8.

SICK of SEQUELS? Tired of LAME
CLONES? Then quit your bellyaching
and brace yourself for PC Gamer's
EXCLUSIVE first-ever look at...

e 8O

The PC Gamer Sports Network is back with an in-depth look at all ‘ “
SCORCHING STRATEGY

the gridiron action, including Madden NFL 99, Sierra Sports Football
Red-hot guides to Unreal, StarCraft, Might and Magic VI, Total Annihilation: l I ‘}a cr i I

"\r "
’ Plnus--- MASSI“E WwWw.pcgamer.com
\ FOOTBAI.I. PREVIEW! Wi
Pro 89, NCAA Foothall 99, NFL Blitz, NFL Gameday 99, and more!
The Core Contingency — and truckloads of cheat codes! No oil, no MSG! )
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1999 MAY SEEM LIKE A LONG WAY AWAY, but the
hottest games of next year are already taking shape.
These titles are just too exciting to sit on, so we tracked
down the inside info on these future gems. You can
become the envy of all your friends and neighbors as they
wonder how you know so much about games that are
merely rumors and vague descriptions to everyone else. @

Feature

THE WACKY CREW OF PCGSN is back for a look at this ’ : “Snowball” Harms as they traverse the country to get
§l - =
3 F v i
year's upcoming gridiron games. Find out which of the latest news on the big games from our illustrious

sondents. If you wind up with the wrong foot

e« COIre
pigskin pinings. Join our hosts Gary Whitta and Billy ‘ ball game this year, it won't be our fault! y
A ) 4
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these titles has the features you need to satisfy your \ .




® The Hard Stuff

Tech boy Greg has been up late
doing his homework on the new
trend in PC sound, digital audio,
and presents to you his
findings on this exciting
technology. He also takes an
early look at the new 3Dfx Banshee,
and brings you all the other news on
the cutting-edge hardware you crave.

Reviews

W  Addiction Pinball

M2  Beast Wars: Transformers
8 Descent: Freespace

1  Dominion: Storm Over GIFT 3
B Final Fantasy VI

8  Fox Sports Golf "99

M Game, Net & Match

8 lcarus

169 Incoming

8 Jaz Jackrabbit 2

W0 Liberation Day

8%  MechCommander

88 Medieval

186  The Operational Art of War,
Vol. 1 (1939 — 1955)

18  Pro Bass Fishing

W  Redjack: Revenge of the Brethren
U8  X-COM Interceptor

18 The X-Files

Disc Pages

Wow, another
hefty disc full
of awesome
game demos...
just how do we

do it? We'll
never tell!

Strateg

28 Unreal: Hints for the first eight levels
of the game you can't stop staring at.

48 Might and Magic VI: All you need to
know to survive this massive game.

¢ StarCraft: The third installment —
this time you're the good guys.

m TA: The Core {;i_iil'-_llil‘l'r;i'lL,",_ Learn the
secrets of the Core.

o8 Readers’ Requests: Need cheats for
your favorite games? Look here.

Departments

£ Eyewitness
A preview of Lands of Lore lll, a change in
plans for Quake /I, and a free game from
Origin are the big stories this month.

Em Eﬁ“’.nm![i P!fi'}’ T. Liam McDonald
A look at the first Quake Il mission pack,
and a second look at Seven Kingdoms
are the entréa’s on Tom's plate.

eal MnihPlay Jason Bates
Jason is all for Quake III's new direction,
but he wants to make sure id addresses
certain areas.

m The Threshold Dennis Fong, a.k.a. “Thresh”
You knew that Thresh would be putting
in his two cents on the Quake Il issue,
but you may be surprised with what the
king of multi-play has to say.

¢l Altemate Lives Michael Wolf
Mike rounds up the brightest lights on
the horizon in the adventure and role-
playing genres.

228 The Desktop General  wkam R, Trotter
The Colonel was doing a bit of web-surf-
ing one day...and we haven't heard from
him since! Find out which site has sated
his thirst for wargaming knowledge.

@ Sim Column Dan Bennett
SS| is serious about getting into the sim
market, and Dan's conversation with Carl
Norman will fill you in on the details.

230 Letters

Take a minute to send us your com-
ments. We may even read them.

236 Next Issue

Are you ready for the 50 Best Games of
All Time? We sure as heck arel

Bulk Rate
U.S. Postage Paid
MN
t No. 261

We're gonna party
like it's 1999!

Since you're most likely reading this edi-
tion of PC Gamer in August, you might
think it a little premature of us to be pre-
senting you with a preview of the hottest
games of next year. But you'd be wrong.
The fact is, 1999 is going to be a banner
year for PC gaming, and the fact that 10 of
next year's most amazing and innovative
games have already reared their heads
makes us drool at the prospect of what
else the year might hold in store for us

Beneath, Good & Evil, Black and
White, Giants, Fleet Command, Max
Payne, Wargasm, Anachronox, Urban
Chaos, and X-COM Alliance all look set to
break new ground in their various genres,
and in some cases even create whole new
genres. But this is only the beginning.
Let's not forget that 1999 will also bring us
a whole new multi-player paradigm with
Quake W: Arena (about which much can be
read in this month’s issue), some amazing
original titles from the likes of Bullfrog and
Cavedog (more on these soon), and even
LucasArts’ first official Star Wars game
tied into the all-new movie trilogy!

Of course, nothing is guaranteed,
and a year from now | may well be writing
an editorial on what a stinker of a year
1999 is turning out to be — but | doubt it
I've never seen so many positive signs, so
early on, that the coming year is going to
be a great one

If you're still in doubt, head on over
to our cover story on page 50 and see for
yourself. And don’'t forget to sample the
rest of this month’s morsels along the
way, including the long-awaited return of
our award-winning PC Gamer Sports
Network team and its definitive 98/99 pro
and collegiate football preview. You'll be
oh so very glad you did...

Gary Whitta, Editor-in-Chief
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Take bloodshed to the next level with new 30+ screaming fast, totally immersive Run a savage gauntiet of multiplayer
3D engine and fully modeled 30 characters. and completely bloodsoaked levels. mayhem from Teamplay to Level Racing.
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Explore vasl, vivid, environments- __ Four customizable, playahle characters: Flame Throwers, Tesla Cannons,
and destroy everything in sight. | = Caleb, Ophelia, Gabriella and Ishmael. Voodoo Dolis and Humiliation Animations.

Go to www.pcgamer.com/request Product #255



In 1968, they changed the rules of Grand Prix racing
to cut down on driver fatalities.

GRANDPRIN o

LEGEND $ Go to www.pcgamer.com/request Product #090
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Welcome to 1967.

Pulling out of a power slide. The g-forces throwing you around the cockpit. You realize,
you're sitting behind the truest 3D engine ever built. Racing the likes of Jack Brabham and
Jim Clark. At Monza, Spa and Nurburgring. 1967 was a historic turning point in Formula
One racing. Welcome to Grand Prix Legends™. Racing sims will never be the same.
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CM Lands

HOLLYWOOD (PCGNN)
ources in Tinseltown have con-
firmed that venerable thespian
Coconut Monkey has landed the
lead in what will surely go
down as the greatest action
movie of all time.

Details of the plot are a
carefully guarded secret, but
PCGNN has learned a few
details: CM will play Dr. Nick

“Nick” McClure, a radioactive astronaut

with a shady past. After a series of

cattle-breeding tests goes horribly awry,

McClure must stop the mutated cow-

beasts from trampling the countryside

and save his ex-girlfriend from the cow-
beasts’ horrible offspring. Just as the
action reaches its pinnacle, it is discov-
ered that a giant round thing is rushing
toward the Earth; this round thing will
destroy all life, even bacteria. So CM
must rocket off into space and deal with
the giant round thing. Not to be out-
done, the cow-beasts take off in a rocket
of their own. Looks like this flick could
have an ending to end all endings.

The estimated budget for this as-
yet-untitled movie is $10. Look for it to
be released next summer.

INSTALLING

PLAYING * QUICK TIPS

First Starring Role!

Quick Start for The CD

System Requirements

NOTE:

Attention Win3.1 Users

Get Demos for Free!

Newsstand buyers have the choice of
purchasing either the CD-ROM Edition of
PC Gamer for $7.99, or PC Gamer with-
out a CD-ROM for $4.99. If you purchase
the edition without a disc, you can still
get free game demos in a couple of dif-
ferent ways:

1. Download demos and check out PC
Gamer's web site at www.pcgamer.com
on the Internet. Our web site also fea-
tures a special Strategy Plus section,
links to other hot web pages, and daily
gaming news.

2. Call PFC at (800) 865-7240 (between
the hours of 7 a.m. and 11 p.m. CST, Mon.
- Fri.) to have The CD mailed to you for
only $7.99 shipping and handling.

Disc Editors” Note

If you receive a “Dispatcher initialization
error 11" message while starting our
interface, you can download a new ver-
sion of the front end from our web site,
or you can install the demos manually
using the commands listed below.

CONTENTS / MANUAL INSTALLATION COMMANDS

t load or
you can still
ssing our front

To manually install a demo, take a look
d to the right. This
long with their

and Box loc

To get up and running

Command Box, simply use the Start-Run

s 95, or the File-Run
command from the Program Manager for Win
L When the dialog box appears, type
in the letter of your CD-ROM drive, followed
by the directory and install command listed at
the right

imple, to install the Moto R:
TOASETUP.EXE w

demo type )
r of your CD drive, and pre

RN SIR(INIB BB 2232

for Moto Rac
run. You can also use the File M
Explorer to lind the appropriate directory on

The CD, and then double-click on the installa

p progra FAV IR UTT]

nber that if you're u
annot run most Wind
or our front end

s DirectX to
SETUP.EXE in
the \DIRECTX directory on The CD.

15 that the demo requi

PC GAMER September 1938




FINDING YOUR
WAY AROUND

ADD-ONS
!
ADO-ONS
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All the add-ons on The CD are located
here, with instructions for use.

[NTERNET SERNICES
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. Chet connected
with Earthdink*

If you want to get online fast, this is the
place to go. Get your Internet fix here!

COCONUT MONKEY
T

The Rich Rrchives of Coconut Monkey
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What's our lovable companion up to
now? Click this button to find out!

ternet
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What rating did that game you
found in the bargain bin get
when it was new? The
Reviews Database contains
handy summaries of all the
reviews we've ever published.

" MANUECCALAVERA

Travel Agent

The “Install the Demo”
does just what you'd
expect. Most demos
come with README files
that further explain game-
play. If you want a hard-
copy of the game's
README.TXT file, click
“Print README.TXT.”

Thasa ot phury e Oeers Fasstengy ) dars W msmmseard
P i o og 4 14 ot T el i T3 Bk e
e e e L T L

If you don't want to print
- the README.TXT file, you

The menu screen lets you go to any demo at
any time. To access demos not available on
the opening screen, just click “More Demos.”

can scroll through this
window and get detailed
information on your
selected demo.

PC[H = DISC

it down and get ready for the
ride of your life. This month's
demos will knock your socks
off. We've got LucasAris’
eagerly anticipated Grim
Fandango for all you adventure
fans. Continuing the adventure /
leplaying th we m d to
get a new, updated Final Fanbsy v
demo from Eidos. This time, it
supports a variety of 3D cards, and
there's a software-only mode, too.
We also got our hands on Blue
Byte's In

hation: Th

DATABASES i}

PR = e AT Gaeer Dstsmass T 8 R g P
v

Crested with NeoBlook Tor Windows 95

Welcome fo The CD!

Missions, a demo of the add.on pack
for last year's best turn-based
strategy game. For racing fans, we
picked up Moto Racer 2 from
Electronic Arts. It's hard to find a
motorcycle racing game as fun as
this one! And that's not all! Check
out some Coconut Monkey
memorabilia you won't find on any
other CD anywhere! Along with our
usual assortment of excellent
add-ons for yuur favorite  games, wa
deliver the Gaming G {TH)

come to love and expect!
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Which month’s CD had that Looking for a patch for that Wondering how to reach a
demo you've been meaning to ailing game? Check out our game's publisher? Here's the
try? The Demos Database tells Patches Database, listing every place to go. Whether you want
you everything you need to fix and update we've covered their street address, tech sup-
know about demos that have in the Extended Play column port number, or web site
appeared on The CD. and included on The CD. address, we've got it all here.
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TS \GRIM.EXE

LA 08 (415) 507-4545
CATEGORY: Adventure
COMPANY: LucasArts
REQUIRED: Windows 95; Pentium; 16MB RAM;

4MB hard-drive space; ZMB PCI graphics card;
DirectX

t's hard being dead. Just ask Manny

Calavera. Stuck in his own personal

purgatory, Manny is a travel agent in

the Land of the Dead. Employed by
the Department of Death, he has to pick
up people in the Land of the Living,
bring them to the Land of the Dead, and
set them off on their four-year journeys
across the underworld — a trot that all
souls must enjoy before coming to their
eternal resting places. Unlike the rest of
the souls, however, Manny can’t move
on until he meets his sales quota —
unfortunately, he's caught up in the mid-
dle of an embezzlement ring that’s pre-
venting him from getting the right
clients. In this demo of Grim Fandango,
you must help Manny right the wrongs
and determine the eternal destiny of his
soul. No pressure there!

An adventure game like no other,
Grim Fandango takes the Mexican Day
of the Dead and mixes it with a classic
film noir style. The demo gives you a
glimpse into Manny's world, as you
begin to unravel the truth about what's
really going on. To accomplish this,
you'll need to interact with the dead
people that populate the world — some
are none too eager to talk, so you'll need
to coax information out of them. Some
will also give you items that eould come
in handy later.

Like most games of this genre, Grim
Fandango has you doing a lot of explor-
ing. Clues are scattered everywhere, and

Ah, life at sea. This highly anticipated game will have you exploring the Land of the Dead in no time.

it’s only through serious adventuring that
you'll discover them. The beginning of
the demo will find you setting out on a
mission to collect carrier-pigeon eggs.
Speak with the two “revolutionaries” in
the room with you, then head on out
through the elevator. To speak to some-
one or use an item, simply use the move-
ment keys to walk over to them (or it),
and press the action key (Enter). If you're
holding an item, you'll automatically use
it upon pressing the action key. If you're
speaking with someone, you'll enter a
menu that offers you a list of questions
you can ask them. Simply scroll down to
what you want to say and press the
action key — a conversation will follow,

The dead aren’t the only ones wandering around this fantastic world. Look at that orange thing!

([N PC GAMER Seprember 1998

then you'll have the option of speaking
some more, or leaving.

SPECIAL NOTE: In order to play the nifty

Grim Fandango demo, you must have
The CD in your CD-ROM drive. Have fun!

CONTROL KEYS

ERPAD
Move Forward

Move Backward

Turn Right

Turn Left

Run

Examine tem

Inventory

Scroll Through Inventory
Put Item in Hand

Pick up Item

Return Item to Inventory
Use ItemTalk to Character
Look at Next Nearby Item s
Pause

Skip Dialogue Line

Skip Cut Scenes

Quit Game
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Today’s Show Topic:

“She Got Medieval With My Man!”

Windows™ 95

~_#AwesomeNetwork '
> 40 Kick Ass

LEASUATOIP (23,
r -

Call our new
Medieval hint line
1-900-CALL-LITH*

*Available when
Get Medieval ships

- %
[ S 2 ! | B
No = ET E”[EV GET menieyL,
‘3;" BN =) -'-':-' ‘,. a:.,,_:‘\ J |
o A Fast, Furious and - |
R Funny Dungeon Romp! A A % o
F o= In stores in September! i v Y /
\ e Be one of the first to play Get Medieval! Visit L i ]

¥, v, . http://www.getmedieval.com and enter to win our Get \Faii o
M l IT" Medieval Game Giveaway! Winners will receive a copy of sumnive PR >
PRODUCTIONS Get Medieval orje week before it's available in stores! www.lith.com
— ———— Get Medieval and the "M’ logo are trademarks of Monalith Productions. Inc

www.getmedieval.com

Go to www.pcgamer.com/request Product #495



Final Fantas

INSTALL \FF7TDEMO\SETUP.EXE
(415) 547-1244
CATEGORY: Roleplaying
COMPANY: Eidos Intera

REQUIRED: Windows 95; Pentium; 32MB RAM;
TBMB hard-drive space; DirectX; DirectMedia

emember watching those killer Final

Fantasy VIl commercials on TV last

year and cursing PlayStation owners

everywhere because the game was
not available on the PC? (“Only On
PlayStation,” the ads said, and you
shook with righteous anger.) Well,
chums, your prayers have been
answered: Eidos has released the PC
version of the game. When a game is
released, a demo can't be far behind —
and here it is!

Final Fantasy VIl deals with an evil
company called Shinra, which has found
a way to mine the planet’'s life energy,
draining it in an effort to control the uni-
verse. Some people are none too
pleased with this, so they form a group
called Avalanche to try and stop this
lunacy. You play as Cloud, an ex-soldier
of Shinra who teams with Avalanche.
And off you go, fighting all sorts of crea-
tures along the way.

The demo lets you explore some of
the area of Mt. Corel and interact with the
citizens of North Corel. When you
encounter someone you wish to speak
with, use the Action key (Enter) and chat it
up. As with any roleplaying game, make
sure you gather every bit of information
you can — it could be critical later on.

Combat happens at random spots
in the game; when it does, you have sev-
eral options, including using magic,
summoning a monster, or using an item
in your inventory. Simply scroll down to
your choice and press Enter. For a visual
treat, try summoning a monster, then
step back and enjoy the show.

yVi

You'll also notice that when you're
fighting, three characters appear on the
screen: Cloud and his two travelling
companions. You control them in com-
bat, too. Each character needs time to
prepare for his or her turn; as combat
progresses, the game will automatically
take you to the next person who's ready
to fight.

For even more tantalizing details
regarding the FF VIl demo, be sure to
check out the game's README FILE.
SPECIAL NOTE: Unlike the FF Vil demo
which ran in the June issue of PCG, this
demo supports several different 3D
accelerators (not just Voodoo Graphics),

and it also works in an unaccelerated,
software-only mode.

CONTROL KEYS

Foward
Backward
Left

Right

Ueoee

Action (OK Button)

Cancel/Run
Menu

Switch
Highlight Target

Pause During Battle

secll

Help

'C
6

Quit

HAML

Cloud
Barret

BEARRICR (2]

T

LMy WAl

(3 e
142/ 336 _ 22 (sl
203/ 343 44 [ (e

Here comes a battle! Cloud and his buddy look ready to fight. Say your prayers, sucker!
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You've been gaming ever since you got
weaned on Pong as a kid. Now you want a
stick that'll do it all. Programmable. Digital.

Analog. Comfortable. Cool. Different. Ne

GenX 700 by QuickShot is all that and m
This programmable stick comes complete

with switches t ween digital and

nd a multi-view

per-ergonomit
contoured BioThrottle™ complete with extr
the GenX 700 i

cool metallic pu e color — sure t

fire button

GenX 500 and

vstick n
LICK IO

500L

lafti

GET THIS STICK!

Go to www.pcgamer.com/request Product #642
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Incubation: The Wildemess Missions

(BT ES) INCUDEMOVNCUDEMO.EXE

LT (847) 995-9981
CATEGORY: Strategy
COMPANY: Blue Byte

REQUIRED: Win95; Pentium; 16MB RAM; 37TMB
hard-drive space; ZMB video card; DirectX

omething went horribly awry during

a recovery mission on the planet

Scayra, and now you're stranded

with only a few soldiers and no
means to radio for help. Desperate to
find a way out of this hellhole, you jour
ney into the jungle (cue spooky music),
where you find horrors that will make
you wish you'd stayed put.

Blue Byte follows its excellent Incu-
bation (PC Gamer’s choice for Turn-
Based Strategy Game of 1997) with Incu-
bation: The Wilderness Missions, an
expansion pack that provides even more
turn-based, alien-fighting, 3D action.

The demo gives you one mission
from the new expansion pack: The Jun-
gle. When you start the demo, you're
given the choice of playing in either soft-
ware mode, or with 3Dfx-compatible 3D
acceleration, depending on your system.
Before getting to the action, you need to
decide how you wish to play the level,
There are two ways to get into it: Instant
Action or Load Game. With Instant
Action, you get to enter your name and
outfit your squad with the weapons of
your choice. In Load Game, you jump
straight into the level with the default
settings and weapons already selected.

Once in the game, you'll find your-
self in the jungle of Scayra, surrounded

See your boys, there? They're all that stands between you and a horde of aliens.

on all sides by strange architecture and
the extremely vicious Scay’'Ger. Since
the game is turn-based, you can only
move one soldier at a time. Click on a
soldier, and he’'ll be surrounded by a
field of white circles with numbers; these
represent the amount of action points
needed to move the unit to that location.
If you move a unit to 0, then all points
are used, and you can't do anything else
with him for that turn. Moving to a 2
allows for more moving, shooting, or
going into defensive mode. (To use

They may look like innocent little bugs, but they are capable of frying your ass up good.

(CH PCGAHER Sepfember 1338

defensive mode, you must have two
action points. Click on the shield icon at
the bottom of the screen, and that unit
will fire at any nearby baddies.) Keep in
mind that if a unit still has action points
available and you click on a different
unit, all points from the first unit are lost
— s0 be sure you're done before you go
click-happy.

On both sides of the screen are
rows of icons — simply move the mouse
over each, and a small description will
appear, telling you that icon’s function.
You can also change the camera angle
by pressing and holding the right mouse
button and moving the mouse to the
position that gives you the view you're
looking for.

SPECIAL NOTE: Aithough the demo for
Incubation: The Wilderness Missions will
work without the original game, the final
product will require the full, registered
version of Incubation: Time is Running
Out in order to work.

Each player only gets so many action poims
per turn — use them wisely.




Voodoo Banshee"

Contest URL: www.3dfx.com/win-a-banshee
Go to www.pcgamer.com/request Product #773
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OVER 5 YEARS IN THE MAKING...

- W.“ /
! 1

Over 30 minutes of cinematics fluidly merge with gomeplay in a thrilling storyline full of bizarre characters with a great sense of humor.
Dedicated sound effects and an original score make Heart of Darkness an unforgettoble gaming experience.

Experience intense action as you help young Andy fight through 8 huge levels and 175 different locations

in a dark world filled with mystical mazes, exotic landscapes and evil enemies, in search
of his best friend, Whisky.
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THE WAIT IS FINALLY OVER!

DARKNESS

An Ipic Adventure in a World Unlike Any Other

Unrepetitive! Every level loaks different, requiring a new skill or strategy to find Whisky. 2000 frames of animation arg used

just for Andy, so he moves smoathly whether he's climbing, sneaking across a bridge or swimming through murky waters

3 "The most stunning action game... <‘ L
incredible graphics." ‘ :

- Computer Gaming World

COMING THIS AUGUST

For more information call e' J
Also available -800- 2
for Sony Playstation V-R00MITERFLAY P ) ,
or visit -
Created By www.interplay.com i &,
s Tk )
‘4
www_heartofdarkness.com BY GAMERS. FOR GAMERS.™

Go to www.pcgamer.com/request Product #351



THE CD

Police Ouest: SWAT 2

(RIS \SWAT2ASWAT2DEMO.EXE
TECH SUPPORT

CATEGORY: Strategy

COMPANY: Sierra

REQUIRED: Windows 95; Pentium; 16MB RAM;
44MB hard-drive space; sound card; SVGA

he demo gives you one mission from

the full game — a bank robbery-

turned-hostage-situation. We're told

it's loosely based on the North Holly-
wood robbery that took place on Febru-
ary 28, 1997, in which guys with body
armor and automatic weapons shot up
the town.

A similar situation takes place here:

A robbery goes awry when a silent alarm
alerts the police. Now the would-be rob-
bers have taken the employees hostage.
As the leader of the SWAT team called to
the scene, you must free the hostages

As you s'mrm the bank, you need to take out
any robbers that stand in your way.

el :__,.-, A
el
=i A

Loy

You start off next to the bus, but you need to work your way up to the bank. Make it quick!

and arrest the bad guys. Of course, you
may have to read them their rights to the
tune of a Heckler & Koch MP5.

When the demo starts up, click on
Quick Mission, then Play Scenario. Add
the Active Elements by pressing the Add
button, then hit OK. This will take you
into the game — you start out beside the

Make sure you secure each area before moving on, or you'll take some unexpected hits.
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SWAT bus, and you must make your
way to the bank, which is two buildings
up from your current location. At the
bottom of the screen (in the center) is a
space where you receive communica-
tions. The robbers already have a
demand — they want a phone. It's up to
you whether you'll give in to this
demand or tell them to slag off. But
remember: your decisions have an effect
on how the mission plays out, and care-
lessness could cost some innocent peo-
ple their lives.

If you decide to grant the phone
request, select your leader (the one with
EL above him). To the right, a phone will
appear. Click on the phone, then on the
location where you want to drop it. After
the drop occurs, pull your man back
behind some cover.

From this point, you're on your own.
Each member of the team carries differ-
ent weapons — select a member, and his
inventory will appear in the window on
the right-hand side. Just to the left of this
is a menu; right-click on each icon to get
an explanation of what it does.

To fire at one of the robbers, select
the weapon of choice; the cursor will
turn into a scope. Move the scope over
the baddie, then click to open fire.

BILLY'S TIP

A booby trap is hidden in the bank, and
you'll have to disarm it. Of course, you can't
do that until you find it. One of your men is
equipped with a mirror designed to let him
look under things — like a door, for
instance. Use it, and watch your step!




Kuba

LTS \KUBADEMO\KUBADEMO.EXE
LA RS www.patchproducts.com
CATEGORY: Puzzle

COMPANY: Patch Products

REQUIRED: Windows 95; 486; 8MB RAM; 20MB
hard-drive space; 1IMB SVGA

n this PC version of the “classic push-
to-play boardgame,” you'll be clanking
marbles and dominating the board in
nothing flat. Don‘t like the look of
those red marbles? Then do something
about it by knocking them into the abyss.

The Kuba demo gives you one
board to play. Once play begins, you'll
need to move your marbles out and
knock the red marbles from the board so
you can collect ‘em. You can only move
in two directions: horizontally or verti-
cally (diagonals aren't allowed); you
can't jump over any marbles; and the
space behind the marble you wish to
push must be free. Keep in mind that if
you — or your opponent — push a sin-
gle marble (or a row of marbles at the
end), then you must wait one turn
before you can push back.

You capture other marbles by push-
ing them into the gutter. The game is
over when you have filled your slots

: with marbles.

BILLY'S CHALLENGE

How i

one m

This simple, yet addictive, game will give you
hours and hours of gaming lunacy. Klick-klack!

What's this, Kuba over a manhole? Will the

madness never stop?
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Included with every Pure3D Il & Il LX— Quake II" Mission Pack:
The Reckoning; plus a $10 mail-in rebate on Quake Il

-
AN

“What more can be said?
The Canopus Pure3D Il

kicks maximum ass.”
- Boot Magazine

“Bottom line is that Canopus has done it
again. They've produced what can best be
described as the Mercedes of Voodoo 2s
and for the most demanding gamers, this
is the thing to get.”

- Adrenaline Vault (http://avault.com)

“ ..its extra features give
it (Pure3D Il) an edge |

over the competition.”
- PC Gamer Magazine

({4 GAMER
EDITORS

~
CHOICE

%The WitchDoctor ame rivaus 20/3 Acp graptics card

+ Connect ANY Voodoo2 board to external “reverse”

[t
pass-through for improved sharpness in high resolution ‘Overall, the WitchDoctor casts

desktop graphics modes. a strong spell for a gamer’s
« Use Canopus drivers and Quick Control realtime screen happiness, and wins big by
providing the best foundation

adjustment software

* Add TV-out to ANY Vioodoo2 board

* Use with Pure3D Il cards via the INTERNAL pass-through
port {no cable clutter)

for a Voodoo2 card yet.”

- Craig Campanaro, Hardware Director
www.cyrellis.com

The Canopus Pure3D Il is avallable at:

The C v =%
ne st &% canopus

-_o
1-800-INSIGHT - http://www.canopuscorp.com
€135 Carmpun Locuvation. M ngres resersed P D and (uics Cortal tre Daienarts f Carcpus Copuorator Waodbe 8 & Taderart of Iy ntwactus (ushe 1 Mnson Pack Mhe Smchonng™
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Go to www.pcgamer.com/request Product #093



(olden Tee Golf

[ B30 \GTGOLASETUP.EXE
(A0 (714) 553-6678

CATEGORY: Sports

COMPANY: Incredible Technologies

REQUIRED: Windows 95; 16MB RAM; 30MB
hard-drive space; mouse; DirectX

" his year's U.S. Open has come and
gone, but golf fanatics everywhere are
begging for more. (More golf, more
crazy umbrella hats, more insane

. antics, more everything!) Well, as the

I,
<
There's one for the record books! Oh, wait —
it's in the bunker. Crap, can | have a mulligan?

biggest and best gaming magazine
in the world (as far as you know),
we feel your pain and want to help.

The Golden Tee Golf demo
gives you three holes to play with
as many as four players at a time
(you can control all four players
yourself, or play against friends).
Getting to the action couldn’t be
easier; unlike many golf games
that require you to control the
speed and direction of your swing
with mouse clicks, Golden Tee
Golf turns your mouse into the
golf club. To swing, click once, and you'll
enter the swing mode. Simply pull back
on the mouse to begin the back-swing,
then push forward to swing forward and
strike the ball. Move the mouse the least
bit to the left or right as you push for-
ward, and you'll hook or slice.

Chipping and putting both work the
same way as driving; keep in mind, how-
ever, that you will want to adjust your
swing depending on the distance to the
hole and what the wind is doing. Once
on the green, you'll need to adjust your
putt right or left, depending on the way
the green breaks between you and the

The graphic to the left shows how far your shot will travel;
simply move the mouse back until the bars line up.

cup. Simply push the mouse right or left
when pushing forward, and you'll be
good to go.

The demo also includes a feature
called Shadow Player; you record a
round and save it, then restart the demo
using the Shadow Player, which simply
plays back your previous round, letting
you compete against yourself.

BILLY'S CHALLENGE

On this three-hole course, Bi
under par his first time out. Can you beat that?

hot a four

Microsot Golf 1998

B S \MSGOLAMSGOLF98.EXE
AT E) (206) 637-9308

CATEGORY: Sports

COMPANY: Microsoft

REQUIRED: Windows 95; Pentium; 16MB RAM:
55MB hard-drive space; mouse; DirectX

ould this be more golfing madness?
And from those craaaazy folks at
Microsoft, no less? Surely they must
own the entire free world by now —
with the sole exception of America's
golf courses, the last bastion of democ-
racy and freedom (at least for rich folks).

-
-n.

The scenery is so real-looking that you'll feel like you're really
standing on a fairway out on a course,
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Only there, among the green grass and
security gates can freedom live.

All kidding aside (We love Micro-
soft! No, really — please don't squash us
like lowly worms, Mr. Gates!), Microsoft
Golf 1998 continues Microsoft’s long-
lived series of links simulations. The
demo lets you play two in different
modes: stroke play (with one or two
players), and Bingo Bango Bongo, a
stroke game that includes bets for vari-
ous play options. Be the first on the
green, and you win some cash (not real
cash, unfortunately — this is the same
virtual stuff you lost a bundle of in
Casino Deluxe).

To start the demo, click
“Check Out the Trial Version”
on the startup screen. This
will take you to a menu,
where you'll choose the type
of game you wish to play.
Make your choice, and you're
all set.

Microsoft Golf 1998 uses
a traditional mouse-click
interface to control the speed
and direction of your swing.
At the beginning of the hole,
a golfer will appear — to
change the direction of his
stance, click to the right of
him. When you're ready to

-

Watch that meter when taking your shot —
screw up, and you're in the drink.

swing, move your mouse over the semi-
circle floating over the player. Click with
the mouse to start the backswing — be
sure to hold down the mouse button as
the line moves up the bar. To start the
forward swing, release the button, then
click once again (near the yellow bar) to
determine whether or not the ball slices
or hooks. Try to get it right on the yellow
line to hit the ball straight.

If you don‘t like the default club
selection, simply click the club icon in
the bottom right corner of the screen,
then select the club you wish to use. If
you don’t like your shot, you can always
take a mulligan and try again.




Incoming ~ Screenshot Courtesy of Rage.

The future of gaming
is no longer just in front of you.

INTRODUCING 360 DEGREES OF TOTALLY IMMERSIVE MONSTER SOUND.

“IF YOU CAN AFFORD JUST
ONE GAME-RELATED UPGRADE
FOR YOU PC THIS YEAR,
MAKE IT MONSTER SOUND?”

—Family PC, Sept. g7

= Positional 3D Audio With 2 Or 4 Speakers
* 64-Voice Hardware Wavetable
(Roland Authorized Sample Set)
* Drastically Outperforms ISA Sound Cards
* Accelerates DirectSound, DirectSound3D,
and A3D
* Includes Hot 3D Games Like Incoming,”
Jedi Knight,” and Outlaws.”

Enter the Monster Sound MXz200
Sweepstakes by visiting our website at
http:/ /www.diamondmm.com/monstersound2o00

Go to www.pcgamer.com/request Product #122

1998 Diamond Multimedia Svstems, Inc, All rights reserved. D

{ia Systems, Incorporated, 2880 |

C——

bursts whizzing overhead. You can even

# it 2

a—n hear the roar of an enemy fighter

-,-_‘;::;__-—"—'*— behind you. Because with Diamond
Monster Sound MX2o00 PCl audio card,

you're surrounded with amazingly real, true positional 3D sound. Plug in

either 2 or 4 speakers, strap on your headphones, and experience the
incredible 3D positional audio for the ultimate gaming experience. Monster

Ground fire blasting on your right. Laser
Ae

Sound MX200 brings 64 voice hardware wavetable synthesizer, with Roland
authorized sample set, and 23 independent audio streams, creating the
entire spectrum of realistic sound. Plus, you get Aureal’s® award-winning A3D
technology and Microsoft's® DirectSound and DirectSound3D to unlock the
latest effects in your Windows 95/98 system. Better s

yet, it comes with killer 3D games like Jedi Knight, | i1
Outlaws, and Incoming. Get Monster Sound today and = » LTimED 1A

make the world revolve around you for a change. Accelerate your world.



- International Rally Championship

(SRR ) \RALLY\RAL EXE
(V0T (818) 591-1310 x2

CATEGORY: R

COMPANY: THQ

REQUIRED: Windows 85; Pentium; 16MB RAM;
DirectX

ou probably already knew this, but

racing is cool. Punch down on the

accelerator and let that baby roll as

the landscape rushes past you at
unimaginable speeds...one mistake and
you're toast, nothing but a skid-mark
and a scrap of cloth (and maybe a shoe).
Avoid the face-plant, though, and you'll
obtain glory, power, and riches beyond
your wildest dreams.

Okay, that's a stretch. But racing
games for the PC are enjoying a real
renaissance because they let us do
things we'd never get away with in real
life. And the demo for International Rally
Championship takes that one step fur-
ther, letting you race a really fast car in a
beautiful and exotic foreign land full of
strange and wonderful sights and shal-
low women who speak with accents and
like sports cars.

Oh, yeah! Look at me drive like a lunatic across this foreign country. No

wonder everyone hates Americans!

When you start the demo, you'll be
presented with the main menu. Click on
Options to enter the setup menu, where
you can choose your controller, the
amount of visual detail, etc, Once every-
thing suits you, click Done and you'll
return to the main menu. Now click on

Race, baby!

You're
allowed one lap
around the course.
Driving is pretty
simple — acceler-
ate, steer, and
mind you don't
touch the brakes
unless you want to
slow down. The
road is a mix of
asphalt and grass
— the grassy areas
slow you down as
traction decreases.
A helpful
announcer will
warn you of
upcoming curves,
and an arrow will
pop up in the mid-
dle of the screen to let you know which
way you'll be wrenching the wheel in a
few split-seconds.

SPECIAL NOTE: The demo runs directly
off of the CD and doesn't install any files
on your system, Neat, huh?

Brunswick Circurt Pro Bowling

[ G \THO_BOWL\BOWLING.EXE
pian a8 (818) 591-1310 x2

CATEGORY: Sports

COMPANY: THQ

REQUIRED: Windows 95; Pentium; 16MB RAM;
DirectX

ne of thé few remaining sports that
have yet to see a full-fledged rush
onto the PC is bowling — but THQ is
looking to remedy that situation
with the upcoming release of Brunswick
Circuit Pre Bowling. And since everyone
is champing at the bit to roll that big,
black ball across their computer screens,

that ball will be visiting the gutter.
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we've managed to score
the demo.

The demo lets you
bowl seven frames — just
enough to whet your
appetite and give you a feel
for the virtual lanes. To
start a new game, click
New Game, and then select
Exhibition. The bowler reg-
istry lists all the bowlers
who will be competing. To
add a human player (your
player) click Add Player,
then “Brunswick Pro" to
pick which person you
wish to play as. You can
compete against one com-
puter opponent — simply
click Add CPU Bowler, and
you'll have a bit of compe-
tition while you play.

To play, move the mouse over to
the left-hand side of the screen, where
you'll see an overhead view of the lane.
Put the cursor on the green arrow and
left-click; this will let you change the
direction the ball will follow. Below the
lane are two arrows — these will deter-
mine the spin of the ball. Move them
until you get the shot you're looking for,
then click on the bowling ball.

This will take you to the actual

J

Use the mouse to move the green arrow; this will adjust your shot.

bowling sequence. Two bars will appear;
one is for power, and the other is for
accuracy. The meter will move up
through the bar; click when the meter
reaches the green section of the bar.
Once this done, the computer will take
over and do the rest.

SPECIAL NOTE: The demo runs directly
from The CD and doesn't install files on
your system.




Moto Racer /

R
R IZLD (650) 571-7171

CATEGORY: Racing

COMPANY: Electronic Arts

REQUIRED: Windows 95; Pentium; 16MB RAM;
100MB hard-drive space; D3D video card; DirectX

h, yes, motorcycle racing — is there

anything quite like the feeling of

hurling yourself down a hill at more

than 100 miles an hour, knowing full
well that on the next hill you're going to
catch big air and probably crash and
burn? Not that we know of.

Of course, no one here at PC Gamer
actually knows that feeling — racing a
real motorcycle would mean having to
go outside, into the sunlight — so we
rely on Electronic Arts to help us out. The
Moto Racer 2 demo is a preview of the
sequel to the most excellent Moto Racer,
and this newer version looks to carry on
that fine racing tradition.

The demo gives you two tracks to
choose from: Flying Jump and Soft Ring.

What could be more fun than racing at night while
some beautiful snow is falling? Not a thing, baby!

e coonws

L =h1

This is going to be good. Hang on!

After starting the demo, you'll go
through a series of set-up screens that
let you set up your bike and your con-
troller. Work your way through these
until you reach the track-selection
screen. On the right-hand side of this
screen are a couple of icons that deter-
mine the weather conditions and
whether you're racing at night or in
daylight. Play with these until you're
satisfied, then you're all set. For a
real hoot, race at night, in the snow!

Racing is pretty straightforward
— you steer, accelerate, and brake
using your chosen controller.
There's also a turbo button that will
give you a big, wheelie-popping
boost and let you pull some rad
stunts while in the air.

You get two laps during each
race, so don't waste time. Put the
hammer down and let “er roll!

SPECIAL NOTE: To play the Moto
Racer 2 demo, you must have a D3D
video card installed on your system.

Yee-haw! We're catching some big air on this track! You better hope your cup is in place, brother, or
this is going to hurt you more than it hurts the bike — we guarantee it.
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QUESTION

There's two outs with a
runner on third, count is
two and two, and the game
is on the line. As the
pitcher winds up, you see
your teammate barreling
towards home and you step
away from the plate. The
ump yells "Strike Three," at
the same time your
teammate touches home.

The run scores?

Go to www.pcgamer.com/request Product #352



MindSpring

RIS \MSPRING\SETUP.EXE
(RG0S (800) 719-4660

CATEGORY: Online service

tarthlink

U BIEAR) \EARTHL\SETUP.EXE
LR GG (800) 395-8410

CATEGORY: Online service

COMPANY: MindSpring

COMPANY: Earthlink

REQUIRED: 486; BMB RAM; 25MB HD space;
SVGA; Windows 3.1+; 14.4Kbps or faster modem

REQUIRED: 486; 8MB RAM; 15MB HD space;
SVGA; Windows 3.1 or higher; 9600bps

indSpring will launch you onto the

Internet with all sorts of goodies at

your disposal — you can use E-mail,

the World Wide Web, read Usenet
newsgroups, and even gain access to free
news, stock information, and web support.

The pricing is competitive, too: the
Light service gives you five hours of ser-
vice a month for $6.95 and $2 per each
additional hour, along with 5MB of web
space for your own web page. The Stan-
dard plan is $14.95 a month for 20
hours, with each additional hour costing
one dollar. You also get 5MB of web
space with this one. The Unlimited ser-
vice gives you unlimited hours for
$19.95 a month (without web space),
while The Works service gives you
unlimited hours, along with two extra E-
mail boxes and ten megabytes of web
space for $26.95 a month!

MindSpring uses its Pipeline+ soft-
ware to give Windows 95 users a direct
TCP/IP connection to the Internet, using
the Microsoft Dial-Up Adapter. That
means any of those online games that
say they require a TCP/IP connection will
work beautifully with MindSpring. If you
use Windows 3.1, MindSpring uses Con-
nect rather than the Dial-Up Adapter,
which gives you a 16-bit TCP/IP connec-
tion, so you can still play those online
games (as long as they don't require a
32-bit connection). For the online gamer,
MindSpring offers all you need to start
fragging your friends!

With its realistic pricing and a whole
slew of services available, MindSpring is
a good starting point for getting onto the
Internet. Best of all, if you install the soft-
ware from The CD, the $25 launching fee
will be waived. Talk about service!

HAVING PROBLEMS?

We cannot provide technical support for
probl you may encounter with the
demos on The e the tech sup

aused by the
hould your copy

to run, with
your CD drive cé
it to the following addr
ymer S¢ tember 1998
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arthLink Network, winner of the 1997
PC Magazine Editors’ Choice Award
for Best Internet Service Provider,
supports all kinds of Internet games
and even has its own online gaming

special low price, and you'll get two
weeks to check out EarthLink. If you've
already got a subscription and take
advantage of this offer, you'll get an
extra year added to your account.

Toss in loads of local access num-
bers and excellent customer service, and
Earthlink is presenting one opportunity
that you can't afford to pass up.

So what are you waiting for? Load
up the goodies and get ready to start
surfing the Internet Earthlink style!

site (www.thearena.com). EarthLink E e e O Aa - =]
membership includes unlimited s "F“;W-'_‘__e—c_—‘sw
- N

Internet access, unlimited E-mail, a
free 6MB of space for your own web
site, a free subscription to bLink,
EarthLink's newsletter, and your
choice of browser. We've got two
ways for you to connect: a standard
three-day trial or a special 14-day
trial with a discount subscription to
your favorite mag, PC Gamer.

For the three-day trial, just
install the software and enter all the
information you're prompted for.
You can test the service for three
days, after that, you'll be billed for
$19.95 a month unless you cancel.

The 14-day trial is a bit differ-
ent. Subscribe to PC Gamer at a

Earthlink offers a virtual plethora of online support iea‘-
tures, and it's all only a click away.

(;’Eﬂiﬂg the
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ick Ass Game Add-Ons

ince Blizzard included a level editor
with StarCraft, it was only a matter
of time before killer levels and sce-
narios began to find their way onto
PCs everywhere. Some of the most pop-
ular scenarios take a cue from the much-
loved Starship Troopers and feature an
all-out bug-hunt as the Zerg
try to crush the Terrans, One
of these, “Starship Troopers
2,” is a multi-player scenario
that lets one side play as the
Zerg while the other side
plays as the Terrans. This one
is a blast — be sure to check
out the readme file for some
important tips and hints.

And what would a disc
be without Quake Il levels?
How about a new level
designed by Neil Manke, the
genius behind our own well-
received “Coconut Monkey”
Quake I level? Our good
buddy Neil is back with
“Slaughtership,” a horrific
level designed to baffle you at
every possible turn. It's excel-
lent work from one of the best
designers around.

And that's not all —

we've rounded up a horde of Doom Il
levels that should bring a nostalgic tear
to your eye (or maybe just a bloodthirsty
gleam), and there are also a couple of
nifty Duke Nukem 3D levels tossed in for
good measure. Have fun, and remember:
play nice!

This is just a sample of what awaits on you aboard “Slaughter-
ship.” Better hold onto your britches and say your prayers!
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(Manoy come here to seek salvation.

Otherg, to seek the fellowship
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PROFESSIONAL
SPORTS CAR RA CING

PORSCHE 911 6T1 BMW M3



THE REAL CARS
Porsche 911 GT1, BMW M3, Punoz Bsperante GTR-1.
Saleen Mustang . And more

'HE REAL TRACKS
Laguna Seca Raceway. Sehring Intermational Raceway
Scars Poimt Raceway. Las Viegas M roSpecdway . Rood Atlmita
And more o the best all- Amenican tracks competed on for over 45 yvears

I'HE REAL FLE]

M imize vour racing expencnee with perfonmance up,
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andd leave

autthentie modihications. Throw o tucho in yvour stock oo

the competition in the dust. Ul time physics and handling

mtensthes the actuon,

F’HE REAL CHALLENGI
Soplayer simudimeous mudiplay smd superior

AL based on world-class rivers

I hmgerous sprnts and treacherous endormee
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cvents with extreme weather and track ce
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FROM THE CREATOR OF FULL THROTTLE™ AND DAY OF THE TENTACLE® COMES AN EPIC TALE
OF CRIME AND CORRUPTION IN THE LAND OF THE DEAD. FEATURING MANUEL CALAVERA
AS YOUR TRAVEL AGENT OF DEATH IN THE MOST EXTRAORDINARY 3D ADVENTURE
EVER MADE. SET YOUR TRAVEL PLANS FOR THIS FALL. FOR WINDOWS 95 CD-ROM.

@D load the ging plagable d. al -lucasants. com/frroducts/grim

15 Entertainment Company LLI

Go to www.pcgamer.com/request Product #443



he third installment in the
T Lands of Lore series from

Westwood Studios is in the
works. After a somewhat luke-
warm reception from gamers
toward Lands of Lore II: Guardians
of Destiny because of the aging
technology of the game engine,
Westwood is making sure that
Lands of Lore lllis up to current
standards. The engine will support
3D accelerator cards, and the
interface has been redesigned to
be more intuitive and streamlined.

The story starts out in the
familiar kingdom of Gladstone. You
assume the role of Copper, the six-
teen-year-old illegitimate son of
King Richard and a Dracoid. Your
entire life has been spent living the
life of a commoner, until one day
the King and his two sons are
attacked and killed by supernatural
dogs coming through a dimensional

L »
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The graphics engine in the new game will be a
vast improvement over Lands of Lore Il espe-
cially if you have a 3D accelerator

portal. You narrowly escape being
taken out yourself, being saved by
a magic spell from an old friend.
Since the spell only stays effective
for a limited time, you must hurry to
close the five portals through
which the dogs entered, or else
you'll lose your soul.

Waestwood's goal is to make
Lands of Lore Ill much less linear
than the previous titles, letting play-
ers have leeway to do things their
own way while keeping the plot
tight. Louis Castle, executive vice-
president of Westwood Studios,
says, "I think the trick is to give the
player clear goals and objectives,
but give him lots and lots of
choices about how to achieve
them. No two players should get to
the end of the game in exactly the
same way. In fact, the ultimate sat-
isfaction for us as game creators is
to hear from fans who completed
the game in a way that even we
didn’t think of. If we can create a

™ world where it feels as if any-

thing can happen, that would be
the ultimate for us.”

Lands of Lore Il will fea-
ture six vast areas to explore
through a first-person perspec-
tive. These will include the town
of Gladstone (including the
Keep and the Draracle Caves), a
shattered desert land torn apart
by nuclear war, a volcanic
island, an arctic land inhabited
by barbarian women, a gothic

NEWS * PREVIEWS « BEHIND-THE-SCENES REPORTS
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Westwood’s popular roleplaying series continues with Lands of Lore III

The five portals you need to cle
sters that reflect their environs

underworld, and the Ruloi home-
world. Throughout your journeys,
you will encounter more than 100
non-player characters to interact
with, 50 weapons to wield, 65
spells to cast, and 24 new alchem-
ical items to experiment with.

So that the player will be
able to mold Cotton to the style of
play they prefer, Lands of Lore Il
will have a guild system. By joining
a guild, you'll be able to modify
your skills by learning the ways of
the Warrior, Wizard, Cleric, and
Thief. Each guild joined will also
provide the player with a choice of
taking on a familiar — a helper
creature that aids the player with
unique special abilities. Depending

g
S

ead to different worlds, with mon

- on the guild in question, you will be

able to choose an Iron Golem
(Warrior), Homunculus (Wizard),

- Glitterfay (Cleric), or Shadow

(Thief). A familiar will not appear
as a member of the player’s party,

: but they will have hit points and

can be injured or killed.

Things are shaping up nicely
for Lands of Lore Il to bring this
series back to respectability. The
graphics, using Westwood's new

. voxel technology, are a big step up

from the dated and dreary look of
the previous title, and the deep
story and slick interface should
please even the most demanding

. PC role-players when Lands of Lore

Illis released this winter.
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“Quake III” to concentrate
on multi-player

mack, the man most responsible for the first-

person shooter craze, has
announced that the next title
in the extremely popular
Quake series will be a
strictly multi-player affair.

The new game
{which is still officially
untitied, but may be
called Quake /lI: Arena)
will have a single player
element, but it will be lim-
ited to a ranking ladder
system against artificially
intelligent bots. The heart of the
game will be the multi-player fea-
tures, including classic deathmatch
style gaming as well as the many
derivatives that it has spawned, such
as capture the flag
This latest move by id came as a

surprise to industry observers, consid-
ering that many of the companies that have
licensed the Quake // engine are concentrating
more on the single-player experience. Carmack
feels that it is in his company’s best interest to
focus an the one area that has given Quake and

I n a gutsy move, id Software's John Car-

Enter the Arena

Quake Il their incredibly long life spans (at least
in terms of computer games, where the "next
big thing” usually signifies a quick end to even
the most popular title). He says that the two
types of games have conflicting goals, and that
design time spent on one is time taken away
from the other. He feels that by focus-
ing purely on the multi-player
aspects, it will allow the com-
pany to make significant
advances in this area
“The emphasis will be
on making every aspect as
robust and high-quality as
possible, rather than trying
to add every conceivable
option anyone could want,”
says Carmack, which means
there will still be plenty of
room for the mod makers out
there to build on to the game. He
says, “The graphics engine will still be
OpenGL only, with significant new fea-
tures not seen anywhere before, but it
will also have fallback modes to render
at roughly Quake I quality and speed.”
We'll find out if this move to multi-
player was a wise decision when Quake III:
Arena hits store shelves this holiday season. In
the meantime, PC Gamer columnists Dennis
Fong and Jason Bates volunteer their opinions
about id’s decision in this month's issue.
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Free and Clear

New Wing Commander
game to be distributed over
Internet for free

he next instaliment in the Wing Comman-
T der series will be available toward the

end of the summer. What's even more
exciting for fans is that it will be available
online for free — all you need is a connection
to the Internet, and you'll be able to download a
new episode every week.

The new game will be called Wing Com-
mander; Secret Ops, and the story will pick up
where Wing Commander: Prophecy left off.
Ownership of the previous title is not a require-
ment though, as Secret Ops will be a stand-
alone product with an all-new game engine and
cinematics. There will be a total of 56 missions
split up into seven episodes. Leading up to the
release of each new episode, Origin will be
posting a background story on the web site that
will prepare players for the upcoming missions.
The action-packed gameplay of Prophecy will

All you need to get your hands on the next Wing
Commander game is an Internet connection

remain intact, but Secret Ops promises new
weapons, larger, more intense battles, new
Confederation bases and remote stations to
explore, and cameos from past Wing Comman-
der ships.

Origin says that the reason it is giving
away Secret Ops for free is because the com-
pany wanted to say "thank you" to its cus-
tomers and supporters, according to Rod
Nakamoto, executive producer of the project.

To see a preview of Wing Commander:
Secret Ops, go to www.secretops.com and
bookmark it so you can return later this summer
to enjoy the one thing that everybody says
you'll never get — something for nothing.
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Next Duke Nukem
game moves to
Unreal engine

D Realms has announced
3 that its highly anticipated

shooter, Duke Nukem For-
ever, which was originally touted
to use the Quake I/ engine, will be
converted over to the Unreal
engine. This turnabout shouldn't
cause too many problems though,
since the work that has been done
in terms of art and textures should
transfer smoothly to the new
engine. George Broussard, the
president of 3D Realms as well as
the project leader on Duke Nukem
Forever, estimates that it will only
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Duke Nukem Forever was looking good already, but big things are in store

with the move to the Unreal engine.

take four to six weeks to accom-
plish the task.

Broussard says the decision
to change engines mid-stream
was based on what made sense
for the game's design. “The
switch to the Unreal engine was
simply a business decision, and it
came down to what we wanted to
do with Duke Nukem Forever and
how best to achieve it. It's impor-
tant to note that this decision has
nothing to do with id Software or
our relationship with them, which
still remains very strong,” said
Broussard. Strong relationship or
not, the rights to produce games
based on the Quake Il engine

have been lost to 3D Realms by
making the switch.

The biggest delay Broussard
envisions the change causing is
the time it will take for his pro-
grammers to learn the new engine
and how to best exploit it. 30
Realms also addressed concerns
regarding Unreal’s high system
requirements and Internet play
problems. Broussard said that
Epic MegaGames (the designers
of the Unreal engine) is working
hard on the Internet play and that
fixes are forthcoming. He says all
should be in place by the time
Duke Nukem Forever is ready for
public consumption in early 1999.
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Hackers Hijack The Realm

30-day free trials
suspended

hat's being described as
a “digital plague” has
caused Sierra to tem-

porarily suspend the 30-day free
trial period for new users who want
to try out the company's online
multi-player world, The Realm.

The game, which has nearly
20,000 subscribers, can accommo-
date as many as 3,000 players
simultaneously, and features more

3 | ‘,_1'
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than 5,000 rooms and locations,
and 11 towns. Since its inception,
interested gamers were allowed a
free trial period before having to
shell out the $49.95 fee for unlim-
ited access for one full year.
However, a significant num-
ber of these free trial users have
hacked into the game recently,
causing all kinds of chaos for
Sierra, as well as to the existing
paying customers. The company
had no other choice but to sus-
pend the free accounts until it
could get to grips with the hackers.

The tranquil and serene world of The Bealm has been under attack from
rogue hackers, causing the free trial period to be suspended.

Project manager Mark Zechiel
says, "We found no other way was
swift and strong enough to deal
with this serious problem. There-
fore, we have suspended issuance
of 30-day accounts until this
‘plague’ can be quashed. We do
not take lightly the destruction
these unprincipled users have
caused, and cannot overstate how
serious we are about protecting
The Realm and its community of
users from this type of 'disease”.”

Lead designer and system
architect Steve Nichols says, “We
have been dealing with serious
hacking issues from ‘anonymous’
30-day account holders. Whilst we
feel we have fixed the majority of
the issues, we will continue to
maonitor the system and handle
problems as they arise.”

The free trial period may be
resumed by the time you read
this, but there was no timetable
announced. To find out more
about The Reaim, visit www.
realmserver.com.

UNDER
CONSTRUCTION

Nocturne

In development from Terminal
Reality, Nocturne is a graphic
adventure set in an early 19th
century world where ghosts

ind were

vampi ymbies

wolves The exis
tence of these creatures is not
public knowledge, and it's up to
you, in the role of Josh Rogan
supernatural investigator, to

1 it that way. You'll travel
around the world i
supernatural occurr
hopefully, cleaning them
up."The Nocturne engine fea
tures 32-bit color, real-time volu-
metric lighting and fogging, and
says Mark

oper and

even a kitchen sink
Randel, the lead dev
president of Terminal Reality
Mike Wilson, the founder of the
gam wblisher, Gathering of
Nocturne
adventur me
genre technologically surpass
games in the 3D action market.”
Bold words for sure, but we’ll
have to wait until late next year

to see the results

This early screenshot of Nocturne giv
idea of th pod that the devel-

hooting for

You a goc
Opers i

Tribal Lore

Ta ir pick from of four

tribes and do battle
mystical pseudo-C
“Land.”

ed 1o manage the envi-

known as, er, um
You'll
ronment to obtain wealth and
technological resources, which
will in turn allow you to build
the structures ne ry for
obtaining victory, such as tem

ples, strongholds, and fortr

Asy xplore Land, you'll come

across magical sites that you

ap and perform feats like
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The arch
based on

morphing the terrain, affecting

the weather, and smiting your

foes. The terrain will feature

animated whirlpools and water-

deep fore

zapped-mountair

archipelagos. A campaign with

an unfolding story line will be

1 for each of the

ur-player ne
Tribal Lore is due to

be r sed sometime in the

fourth quarter of this

being developed and pub

by Gremlin Interactive

e in Tribal Lore’s Land is
a Celtic theme

Aliens vs. Predator

two of Twentieth Century
popular licens
iem, then add a 3D
game o the mix, and
what do you get? One
answer might be a gam tur

ing Mulder and Scully investigat-

game is an outlying planet used

by military and corporate inter
: for hiological warfare
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view pe
Multi-pl

the distinct elements

character adding to th

Heavy Metal:
FAKK. 2

Late next summer, fans of the
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favorite
games of

L B N N N N N N N NN TR

Digging Even

Bullfrog caters to
your bad side with
Dungeon Keeper 2

last year here at

the PC Gamer

office was Bull-
frog's Dungeon
Keeper. This

twisted little

game offered a
unique take on the
battle between good
and evil by giving the
player the chance to
be as bad as they
wanted to be. So it's not much of
a surprise that we can’t wait to
get our hands on Dungeon
Keeper 2, scheduled to be
released this winter.

Dungeon Keeper 2will sup-
port hardware acceleration right
out of the box through Direct3D.
This should allow the designers to

make the first-person perspective
much slicker than the original.
The gameplay will be refined, and
a host of new additions will give
you more tools for building the
ultimate dungeon and

Deeper

thwarting those pesky heroes.
New rooms will include the
Casino, a place for your minions
to spend their wages and be
entertained in various depraved
ways. New monsters will be avail-
able for defending your lair, such
as the vicious Maidens of the
Nest. The number and type of
spells at your disposal will be
increased, and a wider
selection of traps will
give you all you
need to make any
adventurer’s trip
through your domain a living hell.
If you have access to the
Internet, not only can you enjoy
some multi-player mayhem, but
you'll be able to download new
levels, creatures, and spells as
they are made available. Network
play will also be supported, but
the number of players has yet to
be decided. It'll be interesting to
see how this sequel fares with-
out the input of the original’s
creator Peter Molyneux,
- though. More news
on this one soon.

Power to Pandemic

Activision makes good on its promise to
fund former internal development teams

ast month we reported that
L Activision was planning to set

up some of its internal devel-
opment teams as independent stu-
dios. We now have received word
that the company has
made an equity investment
in Pandemic Studios, a
new start-up venture
founded by Josh Resnick and
Andrew Goldman, two long-time
Activision employees.

In addition to the investment,
Activision has signed Pandemic to
a five-title deal. The first two games
from the new start-up will be
sequels to previous Activision titles:
Battlezone and Dark Reign. Both
Resnick and Goldman worked on
these two properties while with
Activision, so the series’ are in
good hands. Resnick was the
director of Dark Reign and also

was the producer on MechWarrior
2 Goldman served as director on
the Battlezone project and previ-
ously held the directorial duties on
Spycraft: The Great Game.

Most new development com-
panies have a tough time in the
early going, having to deal with
finding a publisher that believes in
the new company’s vision and will
provide funding — but not Pan-
demic, who obviously already has a
huge publishing backer in the form
of Activision. “| can't imagine a bet-
ter way to start a company,” says
Josh Resnick, president of Pan-
demic. "We're only a week old, yet
we've got incredible talent and
technology that's worked together

to produce some of the industry's
biggest hits. The opportunity is
even more exciting knowing that
Activision's powerful marketing,
sales, and distribution organiza-
tions are behind us.”

Robert Kotick, CED of Activi-
sion, says, “Over the past few
years, we have created an infra-
structure to help set up
newly formed development
teams. We are excited to be
able to extend this opportu-
nity to Josh and Andrew, who have
exhibited strong leadership and
clear vision in production manage-
ment and product development.
Under their supervision, we believe
that Pandemic will emerge as one
of the finest developers in the busi-
ness, and we look forward to a long
and successful relationship.”

Pandemic Studios will be
located in Santa Monica, CA, the
same city as its parent company.
The first game will be available
sometime in the summer of 1999.
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Real 3D's StarFighter” graphics accelerator
gives games, simulations and presentations
the same dazzling graphics you'd expect to
find only in an arcade. We should know. Our
technology has been powering Sega's
arcade games for years

Now available for
AGP and PCI
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problems. You get clean, complete and stunning graphics. Every screen
Every time. Even at resolutions up to 1280 X 1024.

Check the benchmark numbers. But pay close attention to the images
StarFighter goes beyond the numbers to deliver high realism, high fidelity
images with extraordinary detail. It's a combination of power and refined
image quality you'd expect from Intel's new Intel740 graphics accelerator
chip. We should know, we co-developed the chip with Intel

Look for StarFighter in new PCs from Micron, CompUSA, and others
Or pick up the StarFighter board from a reseller listed below

are registered trademarks of Real 3D, Inc. StarFigh

3D PERFORMANCE THAT WILL BLOW YOU AWAY.

“We can't stress enough just how gorgeous D3D
titles appear with the StarFighter.”
— Boot Magatzine, Issue 20, April 1998

“Whiplash: Real 3D’s StarFighter, based on the
Intel740 graphics chip, leaves STB's Nvidia-
based Velocity 128 in the dust

— PC Computing, May 1998

“Real 30's StarFighter is the fastest and first fully
complete AGP card we've seen.”

— Windows Magazine, July 1998

1-800-393-7730
www.real3d.com/pcg

Windows

Sipllay

Go to www.pcgamer.com/request Product #5684




24 TTEW WAYS-—
] O TELL YOURCFRIEITIDS
HOW MmMUCH YOU LOVE THEMI.




NEw ENEMIES
GET READY TO FACE THE TOUGHEST HORDE OF STROGGS,
STRAMGHT FROM THE BIO=VATS, THE Stainek, Turrers,
Dakoaius, Memic CoMmanDer, CARRIER AHD THE
Qurkn Brick HERSELE, THE Biach Winow.

14 ENTIRELY HEW LEVELS AND
10 HEW DEATHMATCH LEVELS

BRAHD HEW REAL ESTATE WITH THE SAME DYNAMIC SENSE OF REALITY
AND DRAMATIC VISUALS AS QUIAKE I THESE HEW ENVIRONMENTS
WILL CHALLENGE EVEH THE BIGGEST QUARE I AHGIONADO.

NEw Power-ups
TAG "FM AND BAG EM. DEATHMATCH SPECINC POWER=UIPS:
THE VENGEANCE SPHERE, HUNTER SPHERE, AND ANTI=MATTER
Bors. WIHTH EVERYTHING THAT \\'l."\-'l'. COOKED UP FOR
YOU HERE, ¥ ll.llltl SURE 1O AHHIHILATE AHYOHE OR
AMNYTHIMNG FOOLISH ENOUGH TO CALL YOLU FOE,

New WEAPONS

Tuk Cuamsaw, ETE Riti b, IISRUPTOR, AND
PLASMA BEAM, IF YOU CAN'T GET THE I0H DONE
WITH THESE BARIES, TS TIME TO GO BACK TO BAsic.

A

CHAIN Saw

MO HEED FOR SOME FAHCY WEAPON WHEN THE ENEMY'S JUST
SPITTIHG DISTAHCE AWAY 1ROM YOUL WHEN YOU HEED A LITTEE
ELROW ROOM, THIS BARY CLEARS A CROWD OUT IH A HURRY.

GREAT PERFORMANCE WITH
Prasma Beam

WITH THIS HI=TECH LASER THERE'S HO HEED TO WORKY
ABOUT SHRAPHEL BACKFIRING OH YOLL THIS ONE REALLY
GETS TO THE HEART OF THE MATTER = WHATEVER IT MAY HEL

ETF Ririe ROGLIE

Exptosive Teren FORCHETTE RiktE, PIERCES THROUGH
ARMOR AHD RODY EFFORTELESSLY, THEN GOES OFF EXPIOSIVELY,
How you sgk THEM, HOW YOU DON T,

Go to www.pcgamer.com/request Product #021




EYEWITNESS

ovie Heavy
ated to a big-

xw film. In i
ment by Ritual Emertainm
Heavy Metal: FAKK. 2 (Federa
tion Assigned Ketogenic Killzone)
ction title

+
Details
but we do

will be an all-ou

on gameplay are

know that Ritual hs
the film’s soundtrack and antwork
Sumon y). Gathenng ol Dev

elopers will publish the game

ey
New York is one of the 25 individually

detailed cities you can bring to it
Blue Byte's upcoming game Shadowpact

Shadowpact

This combination real-time strat
eplaying game will let the

player take charge of one of 16
Is wying lor domimation of a

orical con

cielies
(choose from 30 individuals, each
with his own personality and
developing story in game) you
must manage your e el

plot your strategy to acl

new world order. . .with you on
top. Using the 3D graphics engine
from Incubation, you'll be able to
make your long-range plans on a
glohal view while zooming in to

one of the 25 detailed cities when

Internet play will acconmodate

as many as four players, and the
r will use its own communi

cations technology

that a dedicated se

required. Shadowpi

developed by Murder o

antl published by Blue Byte Soft
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Fans get their say
in this update to
the drag-racing hit

ethesda Softworks is set
3 to give drag racing fans

more of what they want
with the release of Burnout:
Championship Drag Racing
Player's Choice Edition. This new
release will contain the top ten
most requested features that
were received from gamers who
purchased the original title.

“The Player’s Choice Edition
is more than just an add-on
pack,” says Brent Erickson, direc-
tor of development for MTL West,
the designers of Burnout: Cham-
pionship Drag Racing. “This fol-
low-up title will have substantial
enhancements like cockpit views
that give you a completely new
way to play the game. Plus, there
will be lots more cars.”

The ten new cars that will
be part of the package include a
97 Ford Mustang, 69 Chevy

: Chevy Impala. There

Burnout Gets

Camaro, 72 El
Camino, and a '78

will be gameplay
enhancements too,
such as the addition
of Nitrous Oxide fuel
for powering your
missile-like vehicles.
There will also be a
Paint Shop that lets
you alter your car's
exterior appearance
to your liking. The
Player's Choice Edi-
tion is scheduled for release this
September, and may be available
by the time you read this.
Whatever edition of Burnout
you own, you'll be able to join
your fellow dragsters online in the
Simulated Hot Rod Association
(SHRA). Created by Hot Rod mag-
azine and Bethesda Softworks,
the SHRA is an online league
complete with sponsors, prizes,
and rankings. The first season of
the SHRA began in June, and it
expects to have as many as 2,000

e

mw

L1

After tweaking your engine to perfection, head on
over to the paint shop and become an artiste

participants by the end of the
season (as of press time, the cur-
rent member count was at 981).
Several sponsors, including
Thrustmaster and Mplayer, are
involved, and the SHRA is working
with developer MTL West to
create enhancements to improve
the online experience, such as
ways to discourage cheating. To
join in on the fun go to
www.shra.com, or to find out
more, check out Bethesda's web-
site at www.bethsoft.com.
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The Not So Friendly Skies

NovalLogic allows owners of different
products to fly together online

amers who own any of
G Novalogic's “Lockheed
Martin Fighter Series” flight

sims will soon be able to go online
and compete against one another
on NovaWorld, a free online gam-
ing environment that supports more
than 100 players simultaneously.

Currently, the only game sup-
ported is F-22 Raptor, released last
December, but the virtual skies are
about to get more crowded this
September when two more prod-
ucts from Novalogic are released.
These titles are F-16 Multi-Role
Fighter and MiG29 Fulcrum, but
even more vehicles are promised
for the future.

The technology that allows
these titles to work together is
being called Integrated Battle

: Space (IBS). John Garcia, presi-

dent and CEO of Novalogic says,

. "F-22 Raptor set a new standard for

smooth, large-scale Internet play,
and we have learned a lot since its

release. We have made the servers -

extremely stable and upgraded the
systems considerably. In the near
future, we will be expanding the
choice of vehicles that can operate
with IBS. This is the beginning of
something very exciting.”

F-16 Multi-Role Fighter will
feature 3Dfx-enhanced graphics,
and more than 40 single-player

missions taking place in diverse
regions throughout the world. It will
also come with a mission design
tool that lets the player create cus-
tom scenarios by choosing which
enemies and weapons to go up
against, and can also be used to
build new structures and objects,
MiG-29 Fulerum will have 40
single/cooperative missions, and
will also come with a scenario ;
designer. The missions and the flight
model should be pretty authentic,
thanks to the assistance of a former
Russian cosmonaut and test pilot

. who is contributing his expertise.

Novalog
with and agai

d Martin Fighter Series
er regardiess of which title they ow
Muilti-Role Fighter, left, or the MiG-29 Fulcrum, right

ill let flight-sim fans fly
the F-16
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Hedgehogs!

Sega announces a slew of PC games due out later this year

nothing new — but what is new is that, for

the first time, the company’s line-up isn't
comprised entirely of arcade or console ports;
there's some original content aimed squarely at
the hard-core PC gamer. Here's a round-up:

P C release announcements from Sega are

Be sure to protect your “head of sta in Con
flict of Nations since you won't be able 1o
replace him (or her)

CONFLICT OF NATIONS

This real-time strategy/adventure game
promises deep gameplay combined with satiri-
cal humor. Players will be launched into an all-
out war between six nations, as they take on
the role of “head of state,” a role that has a
double meaning since huge-headed carica-
tures are used to represent the player on the
battlefield. But there's a lot more to the game
than big heads — you'll do combat over land,
sea, and air with 40 unit types, 18 different
buildings, and eight resources to regulate. The
multi-player game should be interesting, with
as many as 36 players participating in Internet
games. With a full group of players, you'll not
only have to deal with other countries, but you
need to be aware of your lower ranked coun-
trymen as they may be planning a coup for
your position. We're not sure if the world
needs another real-time strategy game, but at
least Confiict of Nations sounds more intriguing
than the avalanche of clones that have been
released so far, especially when you consider
the multi-player options that allow for six play-
ers per side. Look for Confiict of Nations to be
out later this fall.

YOOT'S TOWER
If you enjoyed Maxis’ skyscraper-building
game SimTower, you'll be happy to hear about

the coming of Yoot’s Tower, a follow-up cre-
ated by Yoot Saito (hence the name), the man
behind the original game. New locations to
build upon will be included, and the game will
feature “plug-in modules” that will add new
gameplay elements. As before, the goal will be
to keep the people happy — no easy task,
since they'll react realistically to factors such
as stress, high prices, and bad service. The
player will have more control over their towers
too, being able to decide everything from
restaurant menus to which movies are shown
in the multiplexes. Yoot's Tower will also have
many “Easter eggs” for the player to find,
including things like VIP rock stars coming to
visit your establishment. The release date is
scheduled for the fall.

-1 '

. . |
Just like its predece: key to doing well
in Yoor's Tower will :levator management
and keeping the pedestrian traffic flowing

SONICR

A list of Sega releases would feel incomplete
without that little hedgehog rearing his pesky
head. This 3D racing game will feature Sonic,
Tails, Knuckles, and Amy in competition to find
the stolen Chaos Emeralds, collect gold rings,
and be first to the finish line. Sonic A will have
hidden opponents, multiple short cuts, tons of
power-ups, and network play for as many as
four participants. Get set for this new take on
an old favorite this fall.

THE HOUSE OF THE DEAD

This first-person shooter is a port of the popu-
lar arcade game that puts the player in the role
of a special agent who must rescue captured

Continued on page 43:
See Sega
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Sega
Continued from page 41
workers from a mansion while fighting off

hordes of mutant zombies. This oh-so original
premise will be backed up by accelerated

graphics, new enemies exclusive to the PC ver-

sion, and a branching story line that will vary
the degree of difficulty depending on the
choices the player makes. Look for a full
review of The House of the Dead next issue.

Each level in The House of the Dead will have
several crucial points, forcing players to make
decisions that will atfect the finale

EYEWITNESS

- g 0000000000

Sega Rally Championship 2 will let you drive off-
road versions of cars such as a Corolla, Impreza,
and two hidden cars — a Celica and Delta.

SEGA RALLY CHAMPIONSHIP 2
Sounding much more exciting than the bland
arcade port that was the first Sega Rally Cham-
pionship, this sequel will have a little more
depth. A new 30 engine, weather effects
affecting the track conditions (such as snow
piling up as the storm continues), and multi-
player capabilities for as many as eight drivers
will be among the new features. Force feed-
back peripherals will be supported, and a new
10-year Championship mode will keep you
coming back for more. There will be seven
tracks and a larger selection of cars that can
be fine-tuned to your liking. Sega Rally Champi-
onship 2 is scheduled for a fall release.

The PC Gamer Playlist

What's hot at the magazine's offices this month.

s we get closer to the end of the millennium,

the breakneck pace of technological
advancement continues unabated. At the PC
Gamer office, we had fallen a bit behind the
curve recently, but a few system failures
prompted some new computers finding their
way onto several editors” desks. Smoke and
Billy were the first to reap the benefits, as their
aging P166s coughed and sputtered their way to
a sorry end. The old and tired machines were
retired to the scrap heap to be replaced by shiny
new PII 400s. Todd and Gary, whose P166s are
still running fine, eyed the newcomers’
machines with a combination of envy and
hatred. The veteran stafi members started com-

Motocross Madness
Grim Fandango
Duke Nukem Forever
StarCraft
NCAA Football '99
Descent: Freespace
Final Fantasy Vi
The Operational Art of War
Quake Il

Barbie Fashion Designer

ing up with ways that they too could get a much-
needed upgrade. Gary was caught spreading
Marmite (a vile smelling/tasting substance from
merrie olde England that's best described as
beef jelly) on his motherboard, while Todd took
to jamming a screwdriver into the cooling fan to
try and overheat the ancient machine. Unfortu-
nately {for them), neither method produced the
desired result, and they will have to suffer justa
little longer. Don’t worry though — even when
everyone is equipped with the latest in high-tech
gear, we plan on keeping a few of these older
machines in good working order so we can test
current games on them to let you know if your
PC will be able to cut the mustard.
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IN 2829, HUMANITY HAS SPREAD THROUGH

THE SOLAR SYSTEM. WHEN CIVIL WAR

BREAKS OUT, IT BURNS

ACROSS WORLDS.

ARE DIVIDED, THE REAL

WAR 1S ABOUT TO BEGIN...

INA WHOLE NEW UNIVERSE OF 3D COMBAT SIM.



ON VENUS, MERCURY, AND A HOST OF
MOONS, BROTHER 1S LOCKED
WITH BROTHER IN

DESPERATE BATTLE.
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Challenge the world with FREE*

access lo Blizzard's Battle.net.” Up to

8 player Internet support including *

worldwide player rankings, £

tournaments, and challenge ladders. 2 s -
. .

Real-time light sourcing, true line of sight, and '
an advanced translucency engine combine for : il = a
unparalleled visual and tactical realism. Engage in a deadly mix of space combat,
planetary assault, and covert base infiltra-
tion. Command Ghost Espionage Agents,
Protoss High Templars, and Zerg Defilers as

you seek to conquer the galaxy.
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BENEATH
FLEET COMMAND
GOOD & EVIL
In a gaming world depressingly
dominated by sequels and clones,
innovation has become the most URBAN CHAOS
precious commodity of all. But 10
stunning new games due out next -
year are poised to show the power & ‘ 1
of A Few Good ldeas.... . ,,J"‘\
;g
BY THE EDITORS OF PC GAMER
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role

ION Storm's Tom Hall
plans to shoe-horn
Anachronox, a Texas-
sized roleplaying game,
into the Quake Il engine,
multi-player options and
all. The kicker is, he's
just crazy enough
to pull it off....

fter revealing bits and
pieces of Anachronoxto
the gaming press at the
Electronic Entertainment
Expo this past May, it was
obvious that John Romero's
Daikatana wasn't the only ION
Storm title with the power to turn
heads. With just a few minutes of
video tape and some early code
running on a demo machine, the
behind-closed-doors sampling of
I0N’s Anachronox quickly became
one of the handful of must-see
titles at the show.

The reason for the fuss, of
course, is that Anachronox is the
creation of ION Storm co-founder
Tom Hall, who, along with a design
team of artists, level makers, and
programmers, is attempting to turn
the Quake Il engine into a 30 per-
son party-based roleplaying game
filled to the brim with NPCs, exotic

Galaxy-

locations, and reams of juicy dia-
logue. And from what we've seen,
it just might work.

Describing Anachronox's
story line is a bit like looking at the
Grand Canyon — it's nearly impos-
sible to absorb it all in one go. The
back story for Anachronoxis a
complex tale of alien technology,
time-travel portals, and alternate
dimensions. The player is intro-
duced to it all through the lead
character, Sylvester “Sly” Boots, a
hard-bitten detective stuck in a
seedy bar known as The Bricks.

The game begins as Sly takes
an an unusual job for an unusual
character, which ultimately
sends him on a quest
throughout the galaxy and
through several dimen-
sions. Throughout his trav-
als, Sly can be joined by
new characters (up to
three in a party), gain new

playing

weaponry, and learn about ancient
alien technology that can be com-
bined in strange and powerful
ways. Suffice it to say, Anachronox
is a science-fiction roleplaying
game that hopes to merge well-
defined characters, amazing graph-
ics, and a mind-boggling storyline
together in ways that haven't been
done on the PC before.

Powering it all is the highly-
prized Quake /l engine, which gives
Hall's team the chance to make a
roleplaying game that looks and
plays better than anything else on
the market. Ask the developers of
any roleplaying game to list the
biggest dilemma they face, and
chances are they'll come back with
the same answer — they take a
long time to develop and get right.
This lengthy develop-
ment is needed to
ensure the characters,
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Right now
| feel like the
Price/Waterhouse

guys at the

Oscars — | wish
I didn't know
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.& \‘ [the full story
of the game]

so | could fully

enjoy the show!

objects, and quests all work the
way they should, yet this often
proves to have a painful catch —
by the time the game is actually
released, the rendering engine has
usually been outpaced by far supe-
rior technology. With the Quake Il
engine running the show, along
with a number of added extras from
the Anachronox team, ION Storm
should have that problem licked.
The result should give players the
best of both worlds — a slick,
flashy 3D-accelerated game that's
easy on the eyes, and a deep,
involving roleplaying game good for
hours upon hours of gaming.

While gamers might think it's
a match made in heaven, Hall
explains that they've got their
work cut out for them when it
comes to making Anachronox
more than just an expensive-look-
ing Quake Il mod. “The challenge
was to take this very familiar
engine, make it even better, and
do very different level design with
it, so people say ‘That's the Quake
Il engine?” he says. “| think
we've done a pretty decent job so
far. And of course, it's an RPG, so

the content will
obviously be
staggeringly more
than a shooter.
As Larry Miller once said, That's
like the difference between shoot-
ing a bullet and throwing it.™
Consider how much larger a
roleplaying game environment is
compared to a 30 shooter, and
you'll get a sense of just how
much content there is to generate.
Yet behind all of the lovely 3D
graphics, Hall assures us that
Anachronox will rely on good old
fashioned story-telling, character
development, and most certainly, a
healthy dose of action. The action
element will remain true to the
console RPG influence, with time-
based combat (kinda like a turn,
only each character is tracked
with a timer; some characters
have to wait a long time between
attacks, others can attack quicker)
and jaw-dropping cinematic
angles. From what we've seen so
far it looks like it's more than
enough to get even the most jaded
roleplaying fan's heart racing.
There's even enough left for

more Anachronox games. When
writing the original design docu-
ment for Anachronox, Hall says that
a trilogy was a result of too much
too soon for his original game
design. “Well, | made the original
story for Anachronox, then realized
| was rushing people through the
end of the game, which was sort of
unfair. So | broke it into three logi-
cal pieces, | also sketched a big
universe, and explored other ideas,
including possibilities for six other
games.” Though the first chapter of
Anachronox will be a complete and
self-contained story, Hall says it
was important to leave the players
wanting more. “Making the first act
exciting was very important. The
player needs to feel they've had a
complete experience ('Wool The
Death Star blew upl’), but yearn for
more ('What happened to Vader?
Where's the Emperor? Why didn‘t
Chewy get a medal?’). Once you
finish the game, you will know
where the next two games will go.”
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Powered by amazing technology and fresh ideas,
Activision’s Beneath looks set to beat the mighty
Tomb Raider series at its own game.

fter the incredible success
of Tomb Raider and its
sequel, it was inevitable
that a succession of unin-
spired clones and cash-ins
would surely follow. And follow
they have — truckloads of lacklus-
ter third-person romps, all of them
attempting to emulate Tomb
Raider's successful mix of action
and adventure (and, in particularly
unoriginal cases, even using busty
female characters to piggy-back on
the popularity of Lara Croft), but
none have managed to pull off the
formula with the same intelligence
and verve as Tomb Raider itself.

Until now, maybe.

With concerns arising that
the Tomb Raider franchise may be

stagnating (the sequel was,
frankly, not as good as, the origi-
nal, and on early inspection the
imminent third installment looks
like merely more of the same), the
time is ripe for a gutsy, original
and superior game to eat Lara’s
lunch — and Activision's Beneath
may be just that game.

Developed by Presto Studios
(the guys who gave us the Jour-
neyman Project games), Beneath is
perhaps 1999's most unashamed
effort to cut into the Lara Croft mar-
ket — but while Presto's Creative
Director Phil Saunders admits that
Tomb Raider was a major inspira-
tion, he says what that game
achieved is only the starting point
for Beneath. “0ne of the things that
disappointed me about Tomb
Raider,” he says, “was that not too
far into the game, | had completely
forgotten what | was doing there. It

came as a surprise to me when |
found the first artifact piece, like
‘Oh yeah, | remember that from the
intro movie’. What you ended up
with was a string of relatively dis-
connected puzzles, with the only
evident goal being to get to the exit
of a series of narratively isolated
levels. | didn't feel compelled to
move on to the next level and
ended up playing the game in bits
and pieces instead of pulling all-
nighters to play all the way through
in one sitting. With Beneath, that's
one of the first things we're trying
to address. You should never feel
removed from the motivations of
the hero or feel that the obstacles
in your way are arbitrary or con-
trived. They should feel as though
they emerge naturally from the
environment and have some pur-
pose in the story. There should
always be something compelling

you to move forward. To me, that's
what makes a game you just can't

put down,”
And so, Presto is pulling out

the stops to come up with a story
for Beneath that evolves through-
out the game itself, not just in cut-
scenes. Set in 1906, the game casts
you as rugged adventurer Jack
Wells, who arrives at the site of his
father's archeological dig in the
Arctic to find that the entire expedi-
tion has disappeared without trace.
Anxious to find them, Jack explores
a mysterious subterranean fissure
that's the only clue to their disap-
pearance — and discovers an

54 ' PC GAMER = SEPTEMBER 1998



I [ HE TOP 10 GAMES OF 1999

%

-

T

incredible underground civilization
that poses a significant threat to
the world above. “I've always
wanted to do a game with the fan-
tastical spirit of a Jules Verne or
H.G. Wells story, with all the clever
industrial revolution machinery and
that whole aesthetic, so this
seemed like a good opportunity,”
says Saunders.

At first glance, Beneath looks
remarkably similar to Tomb Raider
— @ subterranean explore-and-
fight romp viewed from a third-per-
son perspective — but Saunders is
anxious to point out that there's a
lot more going on (forgive the pun)
under the surface. “| think what will
set Beneath apart is just how
active the world is,” he says. “This
is not a dead civilization you are
exploring, but one very much alive.
It was important to us to have char-
acters that would interact with you,
as well as a robust navigation
model and a dynamic environment.

0Of course, we're also counting on
the beauty of our graphics and
audio and our attention to detail to
give us an edge.”

Even with the inevitable 3D
hardware acceleration code still to
be implemented, Beneath is
already looking staggeringly beau-
tiful and cinematic in its standard
software-only mode. A sophisti-
cated lighting model allows for
dark and moody vistas illuminated
only by the caving lantern strapped
to Wells' shoulder. “The engine
under Beneath is supporting some
great effects — 16-bit color,
dynamic light-mapping, fog, high-
resolution textures — and it's sup-
porting them at good frame rates
in software,” says Saunders.
“Everything we've done has been
to create a strong sense of immer-
sion in the world. | was pretty
excited after E3 — in a lot of ways,
Beneath was looking better in soft-
ware than a lot of the competition

looked with 3D acceleration. As
wall, we're using a non-BSP based
hidden-surface removal technique,
so our world geometry is com-
pletely arbitrary. We can animate
deforming geometry in the environ-
ment. Jack is also a fully skinned,
deforming mesh, so he looks a lot
smoother and more realistic.”

The results are impressive.
Even at this early stage, the
Beneath world, and how Jack
interacts with it, is light years
ahead of anything we've so far
seen in Tomb Raider or any of its
copycat games. A retracting rappel
and grappling hook allows Jack to
hook onto objects protruding from
the environment and pull off
dynamic swings and deep
descents, for example, while even
with just his bare hands he can
execute stunning gymnastic moves
like 360-degree spinning dismounts.

Beneath has been in devel-
opment for a little more than a year
and is due for release via Activision
in the spring. Even at this early
stage, with much of the graphic
work, design, and code optimiza-
tion still to be done, this is looking
like an extremely hot property, and
could well set a new standard for
anybody else thinking about playing
in this genre — Lara included.
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| think what
will set Beneath
apart is just how
active the world
is. This is not a
dead civilization
you're exploring,
but one very
much alive. It
was important
to us to have
characters that
would interact
with you, as
well as a robust
navigation model
and a dynamic
environment.
Everything we’ve
done has been
to create a
strong sense of
immersion in

the world.
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Intense real-time tactical combat Milllltﬂll Desert, Beach and SIIIIW terrains

Name | Russell Hancock Name | Sir Francis Woolridge Name | Jerry McHale
AKA. | Infemo AKA. | Duke AKA. [Tiny
Nationality | British Nationality | British _Nationality | American
Primary Skill Explosives/munitions Primary Skill | Marksman Primary Skill | Use of blades/close combat

Background | Very quiet demeanor, Background | Cold and calculating Background | Extremely violent temper
Keeps to himself. character. His commitment when provoked. Loves to
Explosive temper can result to the team intensified read poetry to relax
in unpredictable behavior. after his sister was killed ; )
in a German bombing raid. Afraid of dogs.

COMMANDOS: Behind Enemy Lines and Eidos Interactive are trademarks of EIDOS Pic. © 1997-1998 Eidos. All Rights Reserved.
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24 missions throughout Europe and Alrica

You're in control—
Commandos work for you!

Name
AK.A
Nationality
Special Skill

Sid Perkins

Tread '

American

Vehicle mechanic/driver

Name

AKA
Nationality
Primary Skill

Rene Duchamp
Spooky

French

Linguist

Background

Mistrustful character.
Has poor relationships
with teammates.
Loves a fine Cuban
between raids.

Background

Aside from an absolute
hatred toward Nazis,

quite an amiable character.
Speaks five languages fluently.

Great with women.

Name
AKA.
Nationality
Primary Skill

| James Blackwood
Fins
Australian

Champion swimmer/sailer

Background

Dissolute character. Vows to

| have alcohol problem under

icontmL Could figure out a

| way to make an anvil float,

LINES
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hen Peter Molyneux
made the surprising
announcement that he
was leaving Bullfrog
Productions, the revolu-
tionary game company that he
founded, everybody wondered
what he would do next. Though it
was soon announced that
Molyneux was to found a new
venture, Lionhead Studios, the
real beef — what his first game
under the new banner would be
— continued to be shrouded in
secrecy for more than a year.
Now, with still a full year to
go before it's due to be finished,
Molyneux has taken the wraps off
the enigmatically titled Black and
White — and doing so has made
him just a little nervous."This is the
first game I've done outside of Bull-
frog, and rightfully so the whole
world will judge just how good | am
without their support,” he says,
adding once again that this, more
than Populous, more than Theme
Park, more than Dungeon Keeper,

LR L L R R A )

Peter Molyneux's first game since leaving Bullfrog is
Black and White, an outrageously ambitious tale of good
and evil, unbridled power, magic, monsters, and millions

of little people. Just don't call it a “God-game"....

LR L R A )

is his most ambitious project ever.
“The design of Black and White
contains so much more than | have
done before,” he says. “In many
ways, it represents the culmination
of all my previous games,”

Fans of Molyneux's previous
games will be familiar with aspects
of Black and White: the player
takes on the role of a God-like
presence who presides over a
mythical island paradise inhabited
by a number of tribes. Placed in
charge of the growth and evolution
of one of those tribes, the player
can observe and stimulate their
daily activites, create and train
magical creatures to do their bid-
ding, gain magical power from their
worship and, of course, send them

into combat against rival tribes. It
all sounds very similar to the kind of
“God-game” that Molyneux pio-
neered in the late 1980s, although
he doesn't see it as simply as that.
“Obviously, | draw on the experi-
ences of all my previous games,”
he says, “and it's true there are
elements of previous games within
Black and White — but these are
like foundation stones, rather than
the central part of the game. | think
it will be hard to compare Black
and White to any game, it really
has elements of all game genres —
I'd hesitate to call it a God-game.”
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The elements that Molyneux
claims will set Black and White
apart from other games include a
pioneering artificial intelligence
model that constantly checks on
the players’ actions to decide
whether or not those actions are

fundamentally good or evil, and
then tailors the game to suit that
personality. “All the Al I've done
before is basically child's play
compared to my ambitions for
Black and White,” says Molyneux.
“This is because we want the
gameplay to actually change and
to reflect the type of game that the

gamer wants to play. Not only that,

but the creatures in Black and
White need to learn, and by that |

mean really learn, not just ‘cheat-
learn’ as | have done before. |
really believe what we are doing is
the most ambitious Al in any game
— and the mere thought of it
scares me senseless.”

In addition, the game fea-
tures the ability to create and
train creatures as in Molyneux's
last game Dungeon Keeper — but
in a much more elaborate way.
The player can take practically
any living thing in the game and
evolve it into anything else via a
process of careful training and
conditioning. “If | had to pick the
single most important element in
the game, it would have to be the
creatures,” he says. “It's just so
cool being able to create a crea-
ture in your own image. It can be
as mean, vicious and as down-
right nasty as you like, or be
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friendly and caring — and the
fact that the graphics change to
reflect this is very very cool.”

On the technical side, no
punches are being pulled. "We're
trying to achieve something really
special, and our coders are work-
ing as hard as they can to make
Black and White look like no
game has looked before. Part of
the reason it will look so special
is that we had to start from
scratch on everything — 3D tools,
physics model, everything —
which meant we could approach
the whole thing from afresh. We
are hoping that the game will run
okay on a P166 with a 3D card,
but for the best performance
you'd be looking at a P200.”

From the sceenshots on this
page, it's pretty evident that Black
and White is getting set to look
amazing. But as with any
Molyneux game, the real juicy
stuff lies not on the surface but far
under it, with those incredible
gameplay designs that have
become his trademark. Black and
White has the potential to be big-
ger and better than anything he's
done before, and perhaps the most
incredible game of 1999. We'll
know for sure next summer....
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n just a couple of years, Jane's
Combat Simulations has estab-
lished itself as a premier cre-
ator of modern and historical
combat sims, building a can't-
miss reputation with games like
Advanced Tactical Fighters, AH-
640 Longbow and Longbow 2,
688(1) Hunter/Killer, and Jane's F-15
— and as the folks at Jane's pre-
pare to release Fighter Legends
and World Air Power before the
end of the year, it's clear they're
not about to abandon the hardcore

Sh
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sim fans who love them best. But
the company’s first game of 1999
won't really be a sim at all; instead,
it'll be a naval wargame.
Tentatively titled Fleet Com-
mand, the game began life as a
simulation of a modern missile
cruiser, focusing on the state-of-
the-art AEGIS radar and fire control
system, It was to be developed by
Sonalysts, the firm that gave us
688(1), the wonderfully detailed and
complex attack subma-
rine simulation, Fleet
Command is still in Son-
alysts’ very capable
hands, but as Producer
Ed Gwynn explains, it's
undergone a consider-
able transformation.

ghting

The first strategy
game from Jane's
Combat Simulations
portrays modern naval
combat on the largest
possible stage: the
whole world.

“"We determined very early
on that the only good AEGIS game
would be a 'systems’ game, which,
unfortunately, has limited appeal,”
Gwynn says. "As much as we
enjoy doing hardcore simulations,
we decided we wanted to try and
design a naval combat game that
was more accessible to more game
players. We eventually settled on
commanding an entire fleet.”

The move from specific to
general has also meant a move
from simulation to gameplay that
more closely resembles wargames.

“Ships’ systems are definitely
simulated in Fleet Command,”
Gwynn says, "but the player

doesn't have to learn
system after system.
Most of the systems




work automatically. These systems
are modeled and simulated accu-
rately, but the player won't have to
spend any time learning them; the
commands are more like those of a
strategy game than those of a
hardcore simulation.”

The result is a huge, real-time
game with 3D, simulation-style
graphics and a truly grand scale
The game’s world is just that — the
whole world — and it's populated
by just about every naval weapons
platform you could ask for.

“We're modeling more than
ten countries’ navies — enough
ships, subs, and planes to hold any-
one's interest,” Gwynn says.

Of course, comparisons to
Harpoon and
Harpoon Il are
inevitable for any
wargame that
tackles present-
day naval combat
at a worldwide
level. And com-
parison could
turn to competi-
tion when SSI
releases Har-
poon?, its thorough modernization
of the series. But Gwynn takes it
in stride:

“Sure, the comparisons will
be made,” he says. “We expect
this. However, Fleet Command is
not Harpoon. Undoubtedly, the
most noticeable difference would
be the look; you can watch Fleet
Command in a 30 world — 3D

10 nmi

models, smoke trails, wakes,
beautiful terrain, explosions,
clouds, weather, sinking ships
— all of this in 3D,

“Fleet Command also
uses realistic Naval symbology
on a 20 tactical map, or ren-
dered icons for those who find
symbology confusing,” Gwynn
says. "So, graphically, Feet
Command is heads above any-
thing players have seen to date.
We've concentrated on developing
a game with intriguing strategy
that's a lot of fun — without being
an arcade game.”

Gwynn says Fleet Command
will ship with a "very complete mis-
sion editor,” and since the game

covers so many
different countries
and systems, do-
it-yourself gamers
should be able to
simulate practi-
cally any kind of
conflict, be it an
all-too-real skir-
mish inspired by
tomorrow’s head-
lines or an
unthinkable third world war. Ready-
made scenarios will include train-
ing, single missions, and a globe-
hopping campaign. Projected multi-
player plans include support for as
many as eight players in coopera-
tive or competitive modes.

Developer Sonalysts wasn't
born yesterday, and it's not just
another game company; it was

) THE TOP 10 GAMES OF 1999
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founded in 1973 as a “technical
service company providing support
to the United States Navy.” Over
the decades, that support has
included doing Cost and Opera-
tional Effectiveness analyses for
the U.S. Navy, compiling a CD-ROM
edition of The Naval Institute Guide
to Combat Fleets of the World, and
helping to develop the Naval Sur-
face Wartare Center's AEGIS train-
ing course. In other words, this is a
company that knows a hell of a lot
about naval warfare, And if 688(/)
Hunter/Killer is any indication, Son-
alysts also knows how to turn out
an entertaining sim. All of this
bodes very well for Fleet Command
becoming one of the best strategy/
wargames of the coming year.

And what about that AEGIS
sim? As hardcore sim fans, we
just had to ask.

"We haven't decided the
fate of the AEGIS sim yet,” Gwynn
says. “Stay tuned....”

As much

as we enjoy
doing hardcore
simulations, we
decided we
wanted to try
and design a
naval combat
game that was
more accessible
to more game

players. We

eventually

settled on

commanding

an entire

fleet.
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Here's a Smartie. His kind
don’t participate in the war,
but if you protect and feed
enough of them, they'll help
you out with weapons and

other useful gifts.

iants takes place on a
huge, beautiful hunk of
shattered planet floating
in the heart of a nebula.
Three forces vie for con
trol of this paradise: the planet’s
magical native species, known as
the Sea Reapers; the Meccaryns,
space travelers who made the
mistake of stopping on the planet
for repairs; and Kabuto, a hulking
monster that has turned on its
Sea Reaper creators and just
wants to be left alone

Battles take place on the
planet-fragment’s 40 islands,
and gamers can play them out
as the Meccaryns or the Sea
Reapers — or as Kabuto him-
self. Each side of the conflict
presents its own unique tacti-
cal advantages: the Meccs
are armed with technology
and futuristic weapons; the
Sea Reapers have elemental

Kabuto — well, he's big enough
to scoop up any of the other char-
acters and swallow them whole,
50 he's got sheer, brute strength
going for him. Imagine playing
Unreal as a Stone Titan, and you
begin to get the slightest whiff of
a notion of what it should be like
to play Giants as Kabuto. (The
other characters are cool, too, but

who's going to pass up a chance
to be an angry giant?) In first-per-
son mode, the player’s viewpoint

pers created the
giant Kabuto to protect them,
but like all good monsters, he
turned on them. Now h
divides his time betwe
killing ting, and thinking
about killing and eating.

changes depending on the cho-
sen character. Giants" “camera”
can also be shifted to play the
game from a third-person per-
spective. And, of course, multi-
player support will be included.
Giants, originally titled Citi-
2en Kabuto, is the first cre-
ation of Purple Moon, a group
of developers who split from
Shiny after turning out MDK
(Purple Moon President Nick
Bruty and Vice President
Andy Astor also worked on
the first two Earthworm Jim
games, so they're extra-cool
in our book). And while Giants
is without question a different
kind of game, its gameplay

2

powers that let them call on
the planet itself for help; and

The Sea Reapers have elemental
powers. Here, one of them

a tornado to sweep up a herd of
sheep-creatures.

and amazing animation give it
a look and feel — and a
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sense of humor — very much
reminiscent of the designers’ pre-
vious work.

“We really let our imagina-
tions run wild when we began to
put the story and game design
together,” Bruty says. And even
in an early video clip, the team’s
off-kilter influence is evident: The
gigantic Kabuto swats the Mec-
caryns out of the air like a
Japanese movie monster harried
by fighter planes; the five mem-
bers of the Meccaryn squad
camouflage themselves as five
harmless boulders, wait for Kab-
uto to walk by, then convert
themselves into a single huge
robot and bash the unsuspecting
monster from behind; and the
Sea Reavers destroy Kabuto's
food source by summoning a
twister to gracefully swirl a herd
of the sheep-like creatures into
the sky, then drop them to be
pulped on the hard ground

Interplay
the team that created
MDK

Meccaryns blast up son

A fourth race —
the tiny, timid Smarties — acts
essentially as a source of power-
ups, Protect and feed enough of
them, and they'll thank you by
building increasingly sophisti-
cated "presents” for you, which

A squad of N
of the Se

can include weapons,
vehicles, or traps. The
game's terrain, rendered
in real-time 3D graphics,
morphs and deforms in
response to your actions,
letting you create obsta-
cles for your opponents
— or simply blast the
ground out from under
their feet.

We won't know just
how good Giants is until

NICK BRUTY,
PRESIDENT,
PURPLE MOON

heep for food.

it's released next year, but judg-
ing from what we've seen so far,
Purple Moon is well on its way to
creating a game as unique, origi-
nal, and visually stunning as the
original Wing Commander and
Magic Carpetwaere in their days.
Multi-player Giants should be
even more fun — as long as you
don’t have to decide who gets to
be Kabuto

3

——

-
It's the Meccaryns versus Kabuto. Notice how tiny the Mecc looks,
hovering next to Kabuto's big, ugly head.

hovering Meccaryns fire
their weapons. They've got a
technological edge to match
Reapers’ magic and
Kabuto's strength.
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don't think it's really a
new genre,” says Ron
Gilbert of Good & Evil,
“Just an evolution and
combination of several.
Good & Evilis really a combination
of a fantasy roleplaying game, a
real-time strategy game, and an
adventure game. | took the ele-
ments | liked from each of these
categories and combined them.”
Real-time strategy, roleplay-
ing and adventure, all wrapped up
in @ single neat, seamless game
design? That sounds like a lofty,
almost impossible ambition for any
game designer to realize — and
indeed, were it any other game
designer, we'd be tempted to take
the words above with a pinch of
salt. But this is Ron Gilbert we're
talking about. The Ron Gilbert who
single-handedly pioneered the
graphic adventure genre with
Maniac Mansion and its revolution-
ary SCUMM engine. And the same

new heights with The

After five years
of writing for children,
the creator of Maniac
Mansion and Monkey
Island is making his
return to mainstream
Ron Gilbertwho took itto  gaming with Good & again get his

Evil, a real-time

hands dirty

Secret of Monkey Island.  role playing adventure with some seri-

After setting
LucasArts on the path to
software superstardom,
Gilbert disappeared off
the mainstream map in
1992 to found Humon-
gous Entertainment and

starring 1930s
mobsters, medieval
knights, cowboys,
kung-fu fighters, and Good & Evil, an
evil clowns. And that's epic roleplay-
only the beginning....

ous hard-core
gaming —and
the result is

ing adventure.
Although he is

spent five years design-
ing adventures for young children.
“You learn a lot about game design
when doing it for kids,” he says.
“They're not interested in fancy
graphics, polygons-per-second, or
how many bits of audio you have.
They want story and characters
and gameplay. It forces you to
focus on design.”

Gilbert has enjoyed success
in the kids’ realm, but Humongous'
recent branching out with the
Cavedog brand and its success
with Total Annihilation has given
him the perfect excuse to once

L :
............. keeping the

story under wraps for now (“Let’s
just say it has to do with Good and
Evil and some stuff happens,” he
says), he's excited to talk about the
design. "Good & Evil came about
through a long evolution,” he says.
“It began as a traditional adventure
game with a completely different
story. | knew | wanted to have a lot
of fantasy roleplaying elements in
the game, but I've never been a big
fan of FRPs. | never liked the way
the interfaces worked or the whole
paradigm for controlling your ‘party’
of characters. The revelation came
when | started to play Command &
Conguer. | loved the way you con-
trolled the units and scolled around
the map. | dusted off the Good &
Evil design and started to apply
some of the real-time strategy
interface elements to the design.”
Early looks at the game may
give the impression that Good &
Evilhas been inspired by Japan-
ese-style console FRPs like Final
Fantasy VII, but Gilbert rejects the
comparison. “I'm not a big FRP

PC GAMER
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| started
designing
adventure games
because | didn’t
really like them.
The whole
concept of an
adventure game
sounded great,
but once | sat
down to play,
| became bored
and frustrated.
I designed
Maniac Mansion
as an adventure
game | would
want to play.
Good & Evil is a
similar approach
to fantasy role-
playing games,
with other
elements

thrown in.

70 PC GAMER ~SEPTEMBER 1998

fan,” he says. "I started designing
adventure games because | didn't

really like them. The whole concept

of an adventure game sounded

great, but once | sat down to play, |

became bored and frustrated. |
designed Maniac Mansion as an
adventure game | would want to
play. Good & Evil is a similar

approach to FRP games, with other

elements thrown in.”
Gilbert says his past adven-

ture experience with Maniac Man-

sion and Monkey Island has been
invaluable on Good & Evil. "An
important part of Good & Evilis
going to be the story and puzzle-

solving,” he says. "Unlike the tradi-

tional real-time strategy game,
which is really just a bunch of mis-
sions hung together with a sce-
nario, the story for Good & Evil
unfolds as you play the game.
Knowing the story is key to under-
standing what you need to do.

“It's not played from the tra-

ditional adventure game side-
view perspective,” Gilbert says,
“but it will involve hunting down
objects, solving puzzles and talk-
ing to people you meet. The big
difference between Good & Evil
and traditional adventure games
is the combat. A big part of it is
finding the right weapons, armor,
and hooligans to help out.”
Gilbert says he hasn't quite
nailed down the size of the game
yet. “It's made up of different
‘Quests’, each with its own
world. I'm currently figuring
on 50 different quests, but
that could change. There will

be a large and diverse group of
characters to meet and play with.
Everything ranging from knights in
armor, cowboys, kung-fu fighters,
mobsters, space aliens, and even
clowns — evil clowns, of course.”
One of the most impressive
things about Good & Evil is its 30

engine, which is zoomable and flex-

ible on a scale never before seen.
Gilbert says he's proud of what
he's trying to achieve with the
game's look. “The sad fact of doing
run-time 30 games is that they are
all made out of polygons.

| wanted to create a style

of art that took advan-

tage of this fact, rather

than struggling with it as

a weakness. When we

created the concept art,

it was all done with lots

of angles, points and

peaks. Since we started

out with that look, it

translated to 30 very

well, and it didn’t look like we were
trying to be something we couldn't.
| also wanted the camera to be
able to pull way back and the
player to be able to see a lot in the
world at once. So, it also had to be
simple. It's also important to realize
that much like Monkey Island,
Good & Evilis comedy. The game is
being written as a parody of sorts,
and the art needs to refiect this,
without being silly.”

If you still feel a little in the
dark after reading this, it's because
Gilbert is keen not to reveal too
much at this stage — Good & Evil
isn't due for release until late 1999,
after all. But if you want one last
hint as to the tone of the game,
Gilbert did reveal that its original
waorking title was... My Fluffy Pony.
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3D Realms and
Remedy Entertain-
ment join forces to
create an ultra-
violent third-person
thriller starring a
dark, edgy hero.

tonplack

— grab the latest 3D engine,
crank out a few urban levels, toss
in some baddies, and lots of
weapons — Max Payne takes the

hile the incredible suc-
cess of the Tomb

Raider franchise proba-
bly prompted a number

central character, a strong story
line and guns-a-plenty — were a
perfect match with a gritty urban
tale of crime and punishment.

14
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of publishers to rush
headlong into the third-person
action genre, we doubt that
Lara Croft had anything to do
with 3DRealms’ decision to
greenlight its third-person
action game — Max Payne.
Nope, it was probably
inspired by one too many of
those gritty cop-on-the-edge
movies, like Serpico, Walking
Tall, and Cruisin’ (okay, maybe
just the first two), and the
realization that all of the
trademark gualities that
worked so well in Duke
Nukem 30 — a well-defined

While most publishers would

take the idea and do the obvious

concept several steps further by

wrapping it all together with a true
late-night thriller story line.

The eponymous hero is

an undercover cop with a
very personal axe to grind —
his family was murdered
under mysterious circum-
stances, and he's out on the
streets busting criminals, not
because it's his civic duty, but
for revenge. Like any good
cop, Max takes his day job
seriously, keeping his anger in
check. Yet, when he's framed
for the murder of his boss and
plunged into a shadowy gov-




grnment conspiracy, Max's
deadly skills and no-nonsense
attitude take center stage. He's a
lawnmower looking for some
grass. Swathed in a chic black
leather coat and sporting the bad-
dest attitude this side of Charles
Manson, Max Payne hits the
streets to lead a one-man assault
against a sea Of crnime, corruption,
and murder

Though the game is played
out in linear fashion, in between
each mission, the story is contin-
ued via stylized comic book pan-
els that tell the tale of those who
got whacked, and those who
should be. It's the closest thing to
Charles Bronson's Death Wish
persona as you're likely to find on
the PC, and once you see it in
action you'll agree, Max Payne is
no Lara Croft — not even close

Max Payne is being co-
developed by 3D Realms and
Remedy Entertainment with the
bulk of the design work taking
place at Remedy's home office in
Enslo, Finland. Using a proprietary
rendering engine known as E2
which borrows the same render-
ing engine core from the Final
Reality benchmark program (also
developed by Remedy) — Max
Payne brings the ultimate urban
nightmare to life with incredible
textures, detailed character ani-
mations, and massive levels,

More importantly, though,
the designers aren't letting the
power of the engine go to waste
The level of detail in the game is
striking in both the environments
and the characters, with subtle
details accentuating everything
from the graffiti-stained walls and
dilapidated buildings to villainous
thick-necked bruisers and

scrawny stool pigeons.

Additionally, Max Payne will

feature photo-realistic lighting
and shadows thanks to a full
radiosity lighting model (a fancy
name for Very Cool Lighting

Effects™), native hardware accel-

erator support and Direct3D sup-
port and full multi-player options
There's even plans to include the
MaxEd — the game’s level editor
for end-user level creation.
Even the best technology
would be worthless without a
good gameplay to back it up, but
Max looks to have its bases cov-
ered in this department. The mis-
sion-based gameplay is linear, bu
the environments are expansive
enough that players can choose
their own path through a given
level, opting to stick to the shad-
ows for stealth, or head out in the
open for up-close-and-personal
attacks. And unlike the behind-
the-bum camera system of Tomb
Raider, Max Payne's system
allows the camera to track the
player from behind for standard

Comic book-style cutscenes
maintain the gritty look
i carry the storyline through

its various twists and turns.

exploration and switch seamlessly
to dramatic shots of Max putting a
hurt on those nasty drug dealers.
Where Duke Nukem 3D
raised eyebrows with testos-
terone-induced quips and a girl-
happy lifestyle, the vendetta-
fueled exploits and impersonal
violence of Max Payne's are so
chilling that 3D Realms is sure to
have Senators squealing. How-
ever, 3D Realms is already pre-
pared to deal with that particular
problem Max Payne will ship
with a “Mature Audience” label,
and judging from what we've
seen, that's no joke. This could
easily be one of the darkest, and
most adult, action games every
conceived for the PC, and we say
more power to ‘em

rs like
mpty

Rumor has it that gangs
to hang out in this big,
tunne if you keep
staring at it, they might even
show themselves.

Who knows

Once Max becomes
framed for murder by
corrupt government
offical, he'll hav
fight hired goo
me 355 ASSASS
and wild-eyed murde
to clear his name.
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With former Bullfrog
veterans cracking the
whip, Mucky Foot’s big
city brawler should set
a new high water mark
for streetwise destruc-
tion and fun.

characters (Darci and Roper) you
decide how to complete each mis-
sion objective the way you see fit,
using any means necessary to get
the job done — this is not a linear
maze, and there are virtually no
restrictions on where you can go.
Diskett says that Urban
Chaos came from the desire to
recreate the excitement of beat-
‘em-ups in an expansive and
believable world. "It kind of

hen Bulifrog alumni
Mike Diskett, Guy Sim-
mons, and Fin
McGechie left to form
their own startup devel-

opment house, the giddy rush of in a sprawling city environment, evolved from the concept of a
press releases, .plan updates, and complete with towering skyscrap- beat-"em-up setin a small 3D area
technology demos that usually ers and forbidding alleyways, and where the fighting takes place
occupy a new developer’s time like most games due out next using the scenery — jumping off
never came. It's been more than a year, it boasts an impressive 3D cars, climbing up drain pipes,
year since the company has been rendering engine that supports swinging off fire escapes,” Diskett
in business, and we still haven't hardware acceleration and spe- says. “From there it developed
received a single T-shirt, bumper cial environment effects like into what we have now —a 3D
sticker, or coffee mug bearing the volumetric fogging and platform beat-"em-up in a realis-
Mucky Foot logo (at least, we think wall-hugging shadows. tic city environment with mis-
there's a logo). Just what do these But beyond the sion-based gameplay. The

guys think they're doing? Appar- glitz, the environment’s player will be able to go inside

ently, the folks at Mucky Foot felt extra features really
that building the technology and shine through:

buildings, jump from rooftop
to rooftop, climb fire

defining the gameplay of its first believable escapes, use a variety of
titte — Urban Chaos — was more physics for all cars, trucks, and motor-
important than building hype. As of the objects bikes, climb down into
crazy as it sounds, the strategy and characters, the sewer system, use
seems to have paid off. When unprecedented electricity cables to
Urban Chaos debuted at the Elec- freedom to move hand over
tronic Entertainment Expo this past explore and hand across big
May, it drew crowds of curious interact with gaps, and jump
onlookers, not because it was the environment, through skylights.”
hyped long before it need be, but and tasty hand- As players head
because it was cool and inventive. to-hand combat. As out on missions, they’ll
Urban Chaos is a third-per- you take control of find that Urban Chaos is

URBAN CHA

son action game that takes place one of the two player filled with plenty of good
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The player
will be able to go
inside buildings,
jump from rooftop
to rooftop, climb
fire escapes, use a
variety of cars,
trucks and motor-
bikes, climb down
into the sewer
system, use
electricity cables
to move hand
over hand across
big gaps, and
jump through
skylights.
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old-fashioned street-brawls against
multiple characters, but the objec-
tive-based gameplay may lead
many players to weave their way
through the environment, picking
and choosing their battles with
care. However, when it comes time
to pound on someone, Diskett says
the environment is your best friend.
“You can use the scenery in your
combat moves,” he says, "like spin-
ning around a lamppost, kicking a
door into someone’s face, dropping
from above onto someone, and piv-
oting over and under a fire escape
to kick someone in the head.”
While the third-person per-
spective is sure to bring about
inevitable comparisons to Tomb
Raider, Diskett isn't worriad.
“Third-person games have always
been around — in a sense all the
original side-on or plan view 8-hit
sprite games were third-person,”
Diskett says. "With a 3D game
there are only two choices; first-

person or third-person. The great
thing about third-person is it
allows you to do more atmos-

pheric camera views. For example,

climbing up a skyscraper can be
made to look really ominous and
scary if the camera is placed at
the base of the building looking
straight up, giving the player a
heightened sense of perspective
with the building looming over you.

" Tomb Raider was the first
really successful third-person
game, it has done for third-person
what Doom did for first-person,” he
says, "but it didn't really make
great use of the camera — we're
hoping to really maximize the bene-
fits of the third-person view.”

As we closed our interview,
we were puzzled only by one thing:
Why do game companies get sad-
dled with such unusual names?

“We spent a drunken late night —
into the small hours, and on into the
medium-sized hours — trying to
think of a name, some serious,
some foolish, all useless,” says
Diskett, “Early the next day, while
recovering from a hangover, we
started watching Asterix Conquers
America. In it there's a Red Indian
tribe called The Mucky Foot tribe.
Three light bulbs instantly lit above
our heads. And just to confirm the
choice, Mother Nature chose that
moment to shine a ray of sunshine
through the patio door, illuminating
a large greasy foot print, by the size
of it probably planted there by Fin
the night before...”
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Considered by most
to be the world’'s best
flight sim creator,
Digital Image Design is
now going all-out to
create its own
“electronic battlefield”
with Wargasm, quite
possibly the biggest
military combat game
ever devised....

A AL EEE SRR LR AR

fighting vehicle. In a nutshell, it
has strategy, tactics and 3D
action so it should appeal to all
types of gamers.”

Wargasm began life four
years ago as a technology demo
for DID's 3DREAM graphics
engine, then grew into a testbed
for a possible tank sim that the
team was considering... but then
it just kept on growing, to encom-
pass more vehicles types and
much broader design ambitions.
“Tanks are not big sellers and
don’t capture the imagination like
founder Martin Kenwright flight sims,” says Kenwright, “and
insists, “It is an actual forces you need to get the job although it was looking good it
military term, meaning when all done, and call for resupply and air ~ didnt, for me, evoke a reaction or

irst of all, the title. Okay,
so0 it's a little cheeky, but
as Digital Image Design

the superpowers go mad inan all-  strikes. You can then either sit emotion, something that would
out nuclear war.” In that case, back and watch the 3D action stir the soul. So we put it into
Wargasm is certainly an appropri-  unfold or you can jump into any redesign, and we now believe we

have achieved the balance that
will make it 8 smash hit — we
call it ‘emotion against the back-
drop of spectacle’.”

Wargasm's story is more
science-fiction than the hard-
core military backdrops DID has
favored in the past. “It's thirty
years into an alternate future, and
mankind has practically built itseif
out of existence,” says Kenwright.
“WWWW, the World Wide War
Web, has gained control of the
planet. It makes and controls all
wars. It is the master of man. You
play a hacker who must penetrate
the Web, create a virtual army,
and conquer an enemy who can-
not die and cannot surrender. You

ate title, as DID’s latest aims to
pull no punches in its attempt to
simulate war on a scale never
before seen.

Wargasm is primarily a real-
time strategy game, but don't let
that dog-eared description put
you off — while your brain will be
kept busy with standard RTS
duties like troop movements and
resource gathering, Wargasm's
meat lies in the action depart-
ment, with the player able to
directly control any of the game's
numerous land, sea, or air assets.
“A fine balance exsists,” says
Kenright. “You can play top-down
to coordinate the battlefield, man-
age resources, choose what
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Sophisticated tank weapons
systems will be able to track
and lock onto even fast-mov
ing hostiles, like this low-fly-
ing attack helicopter.
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With a little help
from the Unreal engine,
the latest installment
in MicroProse's X-COM
series promises to put
gamers in the thick of
the fight.

ince the release of the

sleeper hit X-COM: UFO

Defense in 1994, the X-COM

name has been synony-

mous with challenging,
addictive, squad-level combat.
More recently, though, the series
has branched out to include Wing
Commander-style space combat
with X-COM Interceptor, and now
MicroProse is getting set to release
the first 3D shoot-'em-up based on
the X-COM franchise. God knows a
straightforward first-person shooter
based on the Unreal engine and
populated with those creepy sec-
toids and chrysalids would've sold
pretty well — but the developers of
X-COM Alliance weren't about to be
satisfied with that. They've got big-
ger plans, which is why we're bet-
ting Alliance will be one of the best
games of 1999.

“We're determined not to
make ‘X-COM meets Quake,’”
says MicroProse UK Producer
John Broomhall, “which is why
we're spending so much time and
effort modifying the Unreal engine
to make an original title that's true
to X-COM. MicroProse isn't
deserting the isometric, squad-
based, strategy-style X-COM
games — we've just always

thought that the brand was strong
enough to support many types of
game, and this is just a different
flavor which we think people will
get really excited about.”

So exactly how do you make
a first-person shooter true to the
X-COM series? Broomhall's team
has it figured out: You spice up
the 3D firefights with some tacti-
cal touches, for starters, and you
throw in some strategic planning
between battles. The perfect 3D
shooter set in the X-COM uni-
verse would play just like the
original game — but with real-
time, first-person combat in place
of the top-down, turn-based skir-
mishes — and it looks like that's
where X-COM Alliance is headed.

“We have the management
and strategic deployment of up to
three other troopers in the mis-
sions,” Broomhall says. “Then
there's the familiar X-COM threads:

squad selection, arming, psi-train-
ing, hospitalization, and research.
Though not as deep in strategy as
games like X-COM Terror from the
Deep and X-COM Apocalypse,
nevertheless, it feels right to have
these elements, and it certainly
makes the game stand apart.”

In a typical session of
Alliance, you'll get a mission brief-
ing, check your trusty old UFOpedia
for pertinent information on the
bug-eyed monsters you're about to
face, select a squad, arm them to
the teeth, and jump into battle.
There'll be lots of lovely shoot-
‘em-up action, but the key to suc-
cess will be wise use of the other
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We're
determined not
to make ‘X-COM
meets Quake,’
which is why
we’'re spending
so much time
and effort
modifying the
Unreal engine
to make an
original title
that’s true to
X-COM.
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members of your squad, which you
command via a 2D map and a sim-
ple set of keyboard commands and
waypaoints (if your psi-strength is
high enough, you may even be able
to “possess” other characters —a
nice nod to longtime X-COM fans).

All the extraterrestrial beast-
ies you learned to hate in previous
X-COM games are here to haunt
your nightmares again — but this
time around, they're right in your
face in glorious 3D. Multi-player
support is planned, of course: “In
addition to the usual stuff,”
Broohmall says, “we're planning to
have a co-op mode where four
players take on the roles of troop-
ers in a single squad playing
against the alien scum.”

As versatile and powerful as

the Unreal engine is, Broomhall
says his team had to make some
significant modifications before it
was ready to serve as the founda-
tion for X-COM Alliance.

“The engine is awesome,
and it would have been easy to
use it ‘out of the box,"™ he says,
“but we're determined to deliver
our vision of a first-person X-COM
game, so we've had to add and
integrate a lot of our own code to
an engine still in development!
That's been problematic at times,
but the results are well worth-
while, because Affiance includes
many features not seen in other
first-person games.”

In addition to the strategic,
between-missions shell and provi-
sions for squad-based combat, the
Alliance team threw in some fea-

tures that would be welcome in just

about any first-person shooter —
including an automap and the abil-
ity to see the action from other

characters’ viewpoints:

“We've added a fully
adjustable 2D map (reveals as you
explore), which you can even over-
lay on top of the 3D view,”
Broomhall says. "At any time, you
can view either the mini map or the
3D view from the other troopers’
shoulder cams. These multiple
views are unique, and everyone
says it looks very cool.”

Yes, it does, The screen shots
you see here — sharp as they are
— can't do justice to the real thing.
Alliance looks like it has the right
stuff to captivate action and strat-
egy gamers alike when it comes
out in the first half of next year.
BCG
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“And I'm William *Snowball’ Harms
welcoming you to this special presentation
of the PC Gamer Sports Network. As the
1998 NFL season gets underway, we're
here in the studio and on location around
the country to bring YOU the definitive
round-up of this year's batch of PC foot-
ball games. And it promises to be a break-
through season!”

“It certainly does, Bill. You know, it’s
always puzzled me that our great nation's
most popular sport has also been the most
poorly represented on PC over the years.
While the console systems have long
enjoyed some excellent gridiron games,
the PC has been left behind with weak
graphics, shallow tactical gameplay, and
many other glaring gameplay problems.

“But this year, all that's about to
change. This is the first PC football season
in which 3D acceleration has been widely
available, and as you'll see later in our on-
location reports, that new technology has
resulted in some gridiron graphics the like
of which you have NEVER seen before.”

“That’s right, Gary. But this season’s
offerings are promising more than just
pretty graphics. The designers have gone
back to the blackboards to totally rework
their game engines and playbooks, and the
result could be the first real season where
PC football games do justice to our
nation's number one sport.”

“So, without further ado, let’s head out
to the golden state, where PCGSN’s Quintin

Doroquez reports live from the EA Sports

compound in San Mateo. Quintin?” ))
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EA SPORTS
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**PCGSN LIVE REPORT**
QUINTIN DOROQUEZ
SAN MATEO, CA

“Thank you, Gary. I'm here outside EA
Sports’ top-secret development camp
for an inside look at the much-awaited
Madden NFL 99.

“Last year’s Madden was some-
thing of a disappointment for EA Sports’
most high-profile and long-running
franchise. The fast and fun gameplay
that the series is known for was intact,
but when compared to the rest of the
company’s stable of thoroughbreds, the
technology and overall presentation was
woefully behind the times.

“But from my early look at Madden
NFL 99, all that is about to change in a
big way — this game not only promises
to look incredible, but all of the man-
agerial and coaching features that
gamers have been crying out will finally
| be implemented in full force.

i “It’s hard to talk about Madden
NFL 99 without first taking a moment to
get foamy around the mouth while look-
ing at the breathtaking graphics. Gone is
last year’s horrid V-Poly technology, to
be replaced by true 3D-polygonal play-
ers, boasting up to 1,200 polygons per
model. The game will ship with support
built in for AGP, Voodoo, and Voodoo2
graphic accelerators, so moving these
intricately-modeled players
around in high-resolution will be
a breeze if you have the right
hardware. Of course, things
will be scaled back if your
machine isn’t up to snuff, but
even at lower resolutions, the
game looks fabulous.
“Of course, all of
the polygons in
the world don't
mean a thing if
the players
look ridicu-
lous once
they hit the
field with
stilted and
robotic
move-
ments. So
tons of
new ani-
mations
are being
added to
give this

game the most realistic
look and feel of any
football game ever cre-
ated. Having seen the
game in action, I'm
convinced that the
developers are on the
right track. Jukes,
pump fakes, and
touchdown celebra-
tions all look incredi-
ble with smooth, flow-
ing movements. Even
better, though, is the
many different types
of tackles that have
been added to the mix.
Multiple wrap tackles,
shoulder drags, and
hits that make you go

‘oooph!” look spectacu- [SrNRETREIeNE get a little slip

lar and are enhanced
by realistic sounds supplied by the NFL.
If nothing else, Madden NFL 99 is sure
to be the most attractive game in the
history of the series and is the early sea-
son favorite to win the graphics war
among this year’s contenders.

“The artificial intelligence (Al) is
also getting attention. Last year’s game
featured something called Liquid Al
meaning the players reacted to the ball
and the game situation, rather than hav-
ing a pre-programmed script. It was an
improvement over what had come in the
past, but still had some problems against
a skilled human player. Building upon
this foundation is a new addition called
Smart D, where the computer-controlled
team will learn the player’s tendencies
and adapt its strategy accordingly. The
running game is also being overhauled.
This is one of the toughest things to get
right, and as seasoned PC players all
know, a football game game sucks
hard if the running is poor. To address
this, EA Sports has cooked up some
advanced run-blocking code to ensure
that this part of the game is much more

evenly balanced this time around.

“Madden NFL 99 is bursting at the
seems with new additions that could
make it the choice for fans of all types.
If you're new to football or PC games in
general, the new One-Button mode may
be of interest. Depending on the situa-
tion and timing, a single button press
will perform any number of actions,
from handing to a running back, hitting
the open receiver, or throwing a stiff-
arm to ward off a defender as you bar-
rel down the field. For veterans, the
familiar controls will be available, let-
ting you to choose your receiver (with
enhanced touch passing, allowing for
bullet passes or lobs), and spin and juke
your way in for a touchdown.

“When it comes to coaching strate-
gies and features, the Madden series
has never been the best choice. But that
looks set to change this year as a full
plate of options is in store for all of you
virtual Vince Lombardis out there. The
Franchise mode will let you take control
of a team and try your hand at building
a dynasty for the ages. Player ratings




will improve or decline based on their
age, and you'll have to contend with
things like salary caps. re-negotiating
contracts, and restocking your team
with young talent in the draft. Your
drafting position will be based on your
record from the previous season, and if
you don't live up to
expectations, you may
find yourself out of a
job. There will also be
a Fantasy draft fea-
ture, letting as many
as eight participants
pool the NFL players
and draft up tea
Unfortunately, this is a
stand-alone feature
that can’t be used in
conjunction with the
Franchise mode, and
is only playable on the
same machine with no
available network or
modem options.

“Rounding out the feature list are a
player creator and more than 120 great
NFL teams from the past, while Pat
Summerall will return as the play-by-
play man (hopefully with a bit more
enthusiasm than last year), and Coach
Madden will bring his inimitable style to
the color commentary.
This year, in addition to
the usual assortment of
‘Madden-isms’, there will
be detailed analysis focus-
ing on the star player
One final area to discuss is
multi-play. As many as
four gamers can play on a
single computer, but LAN,
modem, and, for the first
time ever, Internet play
will be an option as well.
Over a modem or LAN,
full action play will be
possible, but with TCP/IP
connection, players will
be limited to a coaching-

“There will be
plenty of help avail-

and take your team to

the Super Bowl. Each team will have its
own specific playbook, but you can ¢
ate your own custom version complete
with gameplans. There will be a play
creator so you can design that quadru-
ple reverse you've always dreamed
about, and a practice mode will help
you perfect it.

“If all you want out of a football
game is to get out on the field and lay a
hurting on your opponent, Madden NFL
99 will deliver here as well. The Arcade
mode is a new addition that will feature
few rules and more devastating hits.

All of the player models are finely
detailed, right down to the wrinkles
able to you as you try EURUERNENEIEETIEE

only mode.

“From everything I've
seen 50 far here at the
Madden NFL 99 camp, this
could be the year that this series regains
its rightful place at the top of the football
mountain. It's beautiful, it plays like a
dream, and it's loaded with options that
will satisfy the screaming masses, making
it my pick this pre-season as the game to
beat. We'll find out for sure when the
game hits store shelves this fall.

“That’s all from me — now it’s time
to head over to the somewhat colder
climes of Bellevue, Washington, where
PCGSN'’s Dan Bennett has been keeping
a close eye on the development of Sierra
Sports’ latest effort. Over to you, Dan.”

o b
You'll have several different camera angles to
choose from when executing your plays
- ' .
dly .
P j e
— -

Players will react 1o the ball by turning their
heads at just the nght moment.

A variety of wrap-tackles and other movements make

the action look very true to life

"3

Your team’s passing game will be much less
effective when the rain is coming down
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**PCGSN LIVE REPORT**
DAN BENNETT
BELLEVUE, WA

“What?”

“I said, over to you, Dan!”

“Oh. Thank you, Quintin. I'm report-
ing from the frozen tundra outside the
Sierra Sports HQ in Bellevue, and though
the weather is cold outside, things are
heating up inside, where Football Pro ‘99
is being prepped for release.

“In 1993, when the first Front Page
Sports Football game was released. many
football fans must have thought they had
died and gone to heaven. It featured
incredible graphics and the deepest sim-
ulation of the game of football (or any
other sport for that matter) ever
attempted. The public and gaming press
couldn’t heap enough praise on this
breakthrough title. When the follow-up,
FPS: Football Pro, came along and
greatly improved on its predecessor, the
gauntlet had been thrown down to any
who would enter this market: you had to
go through the Front Page Sports series
if you wanted to make it to the top.

“Maybe it was a case of having too
wide a margin of victory or just plain
laziness, but something went awry with
the FPS games that followed. Little was
added or changed, save a new numeral
at the end of the title to signify another
passing year. The graphics, which were
once considered state-of-the-art, began

If you want to run the Dolphi
league, at the end of each year, you'll have to
worry if Dan Marino will hang up his cleats.

to look very dated. The interface and
game engine started to accumulate cob-
webs as the years passed, and the
attempt to move the series to a
Windows 95 format wound up doing
more harm than good. What this game
needed was a complete overhaul. Enter
Football Pro 99 from the newly-
revamped Sierra Sports division.

“The new 3D graphics engine will
support hardware acceleration through
Direct3D, but it won't be a requirement.
This alone should help to improve the
jittery performance that destroyed the
arcade portion of FB Pro '98. From
what I've seen, the visuals are an
improvement, but aren’t quite as
advanced as some of the other
titles the game will be com-
peting against. So long
as the movement and
animations are
smooth, however,
the depth of the
game should
compensate
for any defi-
ciencies.

As the
game goes
on, the
graphics
will reflect the
deterioration of
the field — the worse
the weather, the
quicker the field will
degenerate into a
muddy mess. The size
of the crowd will also
be graphically
depicted, and the
team uniforms will be

fully customizable, right down to the
logo. Howard David will be back in the
broadcast booth; the overall style of the
game, with its TV-style camera work
and informative displays, should be
more appealing and exciting than the
dull and dreary presentation of the past.
“The artificial intelligence exhibited
by the CPU has always been pretty good
in this series and should hold its own
once again. Some tweaks have been
made to the play-calling code to improve
things like clock management, and the
players will have their own individual Al
to determine their actions as they react
to the ball and opposing players.
Even experienced Football Pro play-
ers should expect a respectable
challenge from the computer-
controlled opponents.
“Improvements have been
made to just about every area
of the simulation. The interface
has been overhauled, making it
much easier to pick the
right play for any sit-
uation. If you choose
~— a running play, you
then pick which
side of the field
to attack; for
passing plays,
vou decide the
length of the
pass. Next, you
choose your forma-
tion and then you will be
given a choice of plays
that fit the criteria you've
selected. This method
should be much more intu-
itive, especially for those
who aren't totally familiar

The game’s players should move a lot smoother this year with the help of 3D acceleration.

- PL GRAMER Sailembﬂ 1938
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The strength of the Football Pro series has
always heen its depth as a simulation.

should be simpler and quic
with the help uf wmphte
King scheme
men. —\ll the offen-
)1d) ers will be given a blocking
gnment that can be adjust

see fit, rather than having to individually
plot the movement of

“Draftir
too. Finally, you'll be able to see your

: on the same screen as the

The computer aft more
intelligently, e aluatmq the entire draft
ol and picking a player that fits the
rather than just taking the
ilable rding to some
vague number-crunc
When it’s time for th
there will be a new me
rated in generating the
height and weight will dete mine lhvu
| attributes,
fected by how
older players being somewhat mor
skilled). Every pl
potential to play a number of positions,
and will | or improve on this poten-
tial depending on how he is
) he]p \-nu ma.

the offensi

many pl

and what the result was of these plays. It
will also show things like the gam

ions (second vn and long, third down

TEAM ROSTER

{

oad gare s lengue | opt

Not only have the graphics in the game heen improved, but work is being done to make the artificial intelligence

of both the players and computer coaches even better than previous games in the senes.

and short, etc.) that were in effect w
the play was called.
T'he Remote League Management
features will be im make run-
an Internet "a chore. It

sioner for

5 have
mmis-

will now ha\
xpanded
will be completely fleshed out Llidn}.s to
the addition of
financial m option in
effect, you'll have to mmmd \mh m!u]‘\

.mutum draft, Lhux agent
signing period, and you'll be able to
make trades with other teams in an effort
to build the best team possible while still

staying under the cap. Other improve-
ments to the career mode include more
awards n out at the end of the season
with records being kept throughout the
nd the previous year’s
s will be saved on a year-by-year
basis, rather than just a lump career sum.
“Other games are starting to incor-
> many of the features we've come
to 1‘1]\9 Tur anted from the Football
Pro series, but until they prove them-
selves out on the field, I still have to tip
this title as the most complete simula-
tion around. If the improvements that
are promised are pulled o '
those who want total control of e
thing from the general manager’s seat
to the chin strap of the third-string
quarterback should be quite pleased by
what Fo 99 has in store for
them this October.
eading inside now for a hot
. 50 I'll hand off to Jay
\1dhf’uh.1rm_n who was lucky enough
to be sent to the considerably w. armer
city of San Diego for his report.

oy
L MAN

— TO ZONE KICK

o MAN

PASS

RUN

The new play-calling interface should be a hil_|
improvement over past years. Of course, you'll still
be able to create your own plays and playbooks.

A full crowd means more revenue. The new
financial model in the game will allow you to set
everything from ticket prices to the cost of a beer.

Manage your team salary wisely or you'll find
yourself over the cap and scraping the bottom of
the talent barrel to fill your team's holes.

3



st the feeling. It sets in around the 5th or 6th pot. It's a bit

beyond the traditional adrenaline rush. Well, that's what it feels like
when you get to the Sth and 6th cylinders in Dead Reckoning.
And with 9 more cylinders left to conquer, each featuring a more
challenging alien opponent than the last, you'll be wired for days.

So don't put your plans for universal domination on the backburner.
Check out the Dead Reckoning web site at www deadreck com now
and look for this addictive game to hit store shelves near you soon.

Dead Reckoning is massive multi-plaver fun to the last cdrop
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Customize your game by selecting wingmen, - e
N\ ships and opponents

* Battle other players via internet, modem, IPX or
direct connection

Designed to take full advantage of 3D card acceleration
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SONY
INTERACTIVE

**PCGSN LIVE REPORT**
JAY VIDHEECHAROEN
SAN DIEGO, CA

“Thanks, Dan — you might want to take
a warmer coat next time.

“Now, when media giant Sony
entered the console market with the
PlayStation, many folks, supposedly in
the know, didn’t give the company much
of a chance of succeeding. They said
that all the money in the world wouldn't
make up for Sony’s lack of knowledge of
the market. Thirty million PlayStations
sold later, nobody is questioning the
company’s console savvy any longer,
but when Sony then started an internal
development house to make sports
games for its new console, the response
was still negative. But again, the
company has slapped its detractors
upside the head with a long list of titles
that have been commercial as well as
critical successes. Now, the inevitable
move into sports gaming has yielded

perhaps the most eagerly
awaited football game of the
season — NFL Gameday "99.
- “NFL Gameday was the
" first football game to use
] polygonal players on the
R PlayStation. While it won't
have that advantage on the
PC, the graphics are still
- among the best you'll find,
and they should stand up
very well against the
competition. All of
the latest 3D accel
erators will be
supported, using
both Direct3D
and Glide for
cards using
the Voodoo
Graphics
chipset. Each
player model
will be scaled
to the actual
height and
weight of their
real-world counter-
part, and the
motion capture
information was
acquired using

GAME

FL

real NFL players including quar-
terback Ryan Leaf, linebacker
Hardy Nickerson, and running
back Jerome Bettis. Among the
many animations included will be
tight-roping the sidelines, swim
moves by linemen, diving and one-
handed catches, and various types of
tackles, giving the game a very realistic
look and feel. The stadiums look incredi-
ble too, with the actual buildings” blue-
prints being used to ensure authenticity.
The game shouldn’t suffer in the audio
department either, with Dick Enberg and
Phil Simms providing the play-by-play
and color commentary, respectively
“The gameplay of NFL Gameday
‘99 is already something of a proven
commodity thanks to the scorching
PlayStation version. Essentially, the
game is a straight port of that version.
So, as in the original, the artificial intel
ligence was designed with the help of
NFL players, and is programmed to
learn from the player’s tendencies. If
you like to air it out with long bombs,
the defense will adjust its own game to
better defend against you. If you're the
‘three yards and a cloud of dust” type
player, expect the computer-coach to
load up the box and try to stuff the run
By reading and reacting to your game,
the Al does a good job of preventing

AMERICA'S PREMIER PC SPORTS NETWORK

[]

you from finding and exploiting ‘money
plays’ (guaranteed plays that net you a
huge chunk of yardage whenever used),
which is a problem many football
games have had in the past.

“Each player will be rated in
twelve different skills (speed, hands,
arm strength, tackling, aggressiveness,
etc.). And while you won't be able to
edit an existing player’s ratings, you
will be able to create free agents. When
building a free agent, you will have a
fixed amount of points to distribute
amongst the skills. These players can be
drafted and traded just like any other
member of your roster.

“NFL Gameday 99 will allow you to
be in total control of a team you build
from scratch. There will be a full drafting




Make a catch near the sidelines, and you may find
yourself having to walk the tightrope.

TOUCHDOWN

You would be happy, too, if you had just scam-
pered for a 69-yard touchdown! Celebrate!

feature, letting you pool the players

draft up new teams (custom-create

ers can be included as well). You'll h
more than 500 plays at your disposal,
covering all the latest trends and fi

tions found in the NFL. Stat-fiends will be
happy to know that the game keeps track
of the numbers for both individuals and
teams throug t the season.

“There will be a few ways to play
out your season or game, depending on
how much reali ontrol you want.
The Hlmulatmn mode will k choice
for serious-minded coaches. The game
will move at a realistic pace, and the abil-
ities of your players will play a big factor
in the outcome. In Arcade mode, the
game will speed up considerably, and
there will be exaggerated animations
such as when a player is high-stepping
or taunting the opponent. There will be
no penalties called in this mode either.
Another way to play is using the Total

ng method, With this in
. o ing game becomes much
more of a test of skill, as you need to
read the defense 11mpf:rlx before making
the throw. If the defense is playing in a
zone, you may want to underthrow the

It's pretty easy to be a good quarterback when you
have pass protection like this!

,.-,.;

PSS

from 989
" the group that
was formerly Sony’s internal develop-
ment group) is that it has conquered the
issue of online action play over the
Internet. Using a !(m' .8 Kbps
modem (although ¢ S recom-
mended), you will be able to log on and
play a real, honest-to-goodness, game
of arcade-st otball against another
human being. There will be a match-
g service run b ony and 98(4
Studios known as
make it even r for \nu to find fel-
mers to compete against. 1
t had the opportunity to play with
yet, but I'm assured that it’s cur-
rently working well and will be even
better by the time the game is released.
This feature alone could make NFL
Gamed 9 the fan favorite, ev
tho it's missing some of the deeper
options that its competitors are boast-
ing, such as career play.
he really e
this is just the f 7 i
PC spuns games market. Its plam for
much more ambitious,
other titles on the way, and
hopefully, a follow-up football game
adding in all the features that will be
issing from this year’'s inaugural
model. In any
should fare very well, with its proven
gameplay, high-quality graphics, and
online action — ac:methmq that no other

i
£ '<>

Make a big hit and knock the ball loose. Several differ-
ent varieties nf tackles should keep |lungs memung

is lhat

u back to the EA Sports
compound in San M where Dean
Renninger has the lo W this
year’s big college contender.

Catch it in stride and sprint for the end zone. Diving
and one-handed catches will be possible when the
ball isn’t thrown as perfectly as this one
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FOOTBALL 93

**PCGSN LIVE REPORT**
DEAN RENNINGER
SAN MATEO, CA

son, the expecta
NCAA Football 99. Judging by wi h.;t I've
seen so far, these expectations will be
met — and exceeded — when the
sophomore version of this college foot-
ball title is completed.

of the bigges
most p
was the use of sprite
gons for the pl

Football 99 i
that the de
the tim
and lht‘
f e
show off the power of the engine bril-
The artists e took the Um(- to
hand-animate the football into ev
‘rame so that it looks perfect in tt
ers” hands. This beauty comes at a
i hurd\\ar accelerator is almost
-un the game in :

will be left out in the
there will also be a sy

those whose systems can’t cope. It may

not look as nifty, but the same gameplay

will be availe
gameplay was what made
98 stand out from the
. and things should
l:n_ no (!1ﬂ¢<r( nt this time around. In
fact. anyone who played the previ-
ou rsion will have no trouble

knee-deep in the action. The ¢
outstanding running-game
model is still in place,

and most of the

niggling prob

lems

The run- u

up scoring
should be

tamed

down

thanks to

a rew

of the artificial
intelligence of the
safeties, and the
quarterback that
had to stop to
throw a pass now

can throw on the

move. You can

The football was hand-drawn into every
frame to make it look as realistic as possible.

now save a game in progress so that
you won't have to forfei our com-
es jour dog mistakes your
hew toy. Some
other touches have been added to
enhance the gameplay ch as swim
moves for the linemen, a lateral shuffle
move, the ability to reverse the
rillu;tmn of the pld\ calls,
and a new tr
ing method, allowing you
to adjust the height of the
kick when trying to make
long field s. All in all,
the game plays a lot like last
year — which is a very good
thing indeed.
Atmosphere was another
area that the 98 edition
excelled at. The
authentic look of the
stadiums
inclusion of i
ual team fig
a great
job of putting you
into the college
mood. All of this
and more will be
back for another
go-round, with
112 Division 1-A
teams, 122 stadi-
ums that look bet-
ter than ever, more
than 60 team fight
songs and chants, and
the return of Chuck
White to do the PA
chores. Since this is a

The college atmosphere will be in full force, with
chants, fight songs, and a dynamic crowd that
reacts intelligently to the action on the field

This Tennessee player is so excited by the fact
that he’s about to score a touchdown that he just
couldn’t resist showing off.

The intelligence of the secondary has been
improved this year, 50 you won't see as many free
trips into the end zone

106



college game, the goal will be to end up
in a bowl game at the end of the year.
EA Sports has secured the exclusive
rights to some of the top bowl games,
including the Orange, Sugar, and
Fiesta, the last of which has been
deemed the game that will be played
for the national championship. There
will also be seven other “no name” bowl
games included, representing the real
life match-ups. The system for deter-
mining the rankings has been changed,
and should be much more accurate than
last year’s model. There will also be
individual player awards handed out

at the end of the season, such as the
coveted Heisman Trophy, as well as
recognition for the best quarterback,
running back, etc. Back again this year
are the historical match-ups of classic
games from the past. The number avail-
able has been doubled, with 20 new
games offering 40 more teams added to
those from the previous version. In
short, everything you need to get your
pompoms in a tizzy will be here, giving
NCAA Football 99 a feel very much dif-
ferent from the NFL games on the mar-
ket this season.

“A glaring omission in NCAA
Football 98 was the Dynasty mode,
especially when you consider that it was
included in the PlayStation version.
NCAA 99 intends to make up for that
mistake this year, so now, once your
season is over, you have to make deci-
sions on how to go about recruiting
future blue-chip players and furthering
the glory of your program. Depending
on how well you did, you will be given a
number of ‘prestige points’ to use in
your recruiting efforts. You need to allo-
cate a percentage of those points to
whatever positions you need (or want)
to fill or improve. The computer will
make suggestions for you based on
what it feels is the best player available,
but you will have the final decision on
whether or not to recruit the recom-
mended player or go in another direc-
tion. Don’t have too many losing sea-
sons though, or you may get the axe,
and have to start shopping your resume

SPECIAL FOOTBALL PRESENTATION pGGSN

Beautiful weather eflects and awesome 3D graphics make NCAA Football 99 an early contender for the Heisman

of foothall games. A hardware accelerator is almost a requirement to run this game at its full potential,

around to lower profile schools to try
and regain your reputation.

“Other features include a coaching
mode where you call the plays and make
the substitutions while the computer
runs them for you. Authentic playbooks
designed with the help of Terry
Donahue, the former head coach at
UCLA, will be available, and if you want
to customize your own, you can with the
‘user profile’ feature (although no actual
play editor will be included). There will
be many different camera angles to play
from, and a free-roaming replay camera
that will be as powerful as last year's
version, but more intuitive to use.
Remote play via LAN and modem, as
well as serial cable and as many as five
players at the same computer will be

You don’t want to let that lame defender tackle you from the ground
— you can use the hurdle move to avoid his nasty clutches.

part of the package.
The game will also
come with approxi-
mately 700 common
surnames that have
been recorded by
Chuck White, and
using the plaver editor,
you'll be able to edit
the names, as well as
the stats, so that you'll
hear them being
announced on the
field, rather than just
the players’ number.
“College fans
should be more than
delighted with NCAA
Football 99. If all goes
according to plan, the
game should be on the
shelves shortly after
this issue hits the news

stands. | reserve the right to make a
final judgement until I get the completed
code in hand, but even the early alpha
version I played has made me confident
that this will be a worthy successor to
what turned out to be the best football
title available on the PC last season.

“Now it’s time for us to head over
to New York, where PCGSN's Greg
‘Fancy Man’ Vederman has some news
concerning Acclaim’s belated entry into
this year’s pro season. Greg?”

PCGAMER September 1338
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ACCLAIM

iFL OUARTERBACK
CLUB

change in accordance with their perfor-
mance, and injuries and penalties will
play their part in driving you to an early
head of gray hair.

“As for the presentation, Mike
Patrick of ESPN fame will perform the

play-by-play duties, while the color com-
kicking game has always been a strong mentary comes from CBS’ Randy Simulation mode will let you replay key
point of the Quarterback Club series. Cross. The referee won't be some moments from all 32 previous Super

nameless schmoe either; Jerry Bowls, and will even allow you to cre-

**PCGSN LIVE REPORT** Markbreit, the NFL's Head of ate your own nail-biting situations.
GREG “FANCY MAN” VEDERMAN Officials, will be providing his “There’s going to be some heavy
NEW YORK, NY services. As many as six people competition out there for NFL
will be able to play in a game Quarterback Club 99 to go up against

“That’s right, Dean — after taking a year on the same computer, using a when it's released this September
off from the PC football market, Acclaim combination of gamepads, key- The lack of a career mode and online
is back to do battle with NFL Quarterback board, and mouse. You'll be able play could hurt the game’s chances,
Club 99. The previous two PC releases to create custom teams (with but if the graphics and gameplay
were well accepted by the action crowd, your own choice of uniform meet the standards we've
with their smooth play and sharp graph- colors), players, and come to expect from this

ics, and this latest version is looking bet- coaching profiles, and series, it should be able
ter than ever, with the help of 3D acceler- the game will award to hold its own, espe-
ation. Plenty of other features have been game, week, and cially with the estab-
added and improved upon as well, so season awards lished fan base that
even simulation fans may want to give such as Player of B has been waiting
this one a second look. the Game and an two years for an
“Not surprisingly, @B Club will go overall league update.

with a 3D-polygon engine and support MVP at the end “That’s all
for hardware accelerators will be of the season. from me in New

included using Direct3D. The stadiums And a feature York City — for
are looking good and the smooth-skin made famous our final report,
textures being used on the player models by the QB Club we go over to
should make them very fluid when in series will Michael Wolf,
action. There will be 250 new animations return again who joins us live
added, including endzone celebrations by this year — the from the windy city.
specific players, such as Merton Hanks’ Historical Take it away, Mike.”

chicken dance and Terrell Davis’ salute.
“The new stuff goes well beyond the
eye-candy, though. The artificial intelli-
gence and the game strategy of the com-
puter coaches have been totally
revamped, using the knowledge and
expertise of New York Jets Offensive
Coordinator Charlie Weis. The proper
percentage of runs and passes will be
executed as per the real life numbers, and
adjustments will be made depending on
play-calling tendencies during the game.
Similar to the Madden series’ Liquid Al,
each player is an independent thinker, not
restricted by a pre-determined script and
able to choose the best, most intelligent
course of action when involved in a play.
Each team will have its own playbook that
will reflect its style out on the field, or you
can create your own from the large selec-
tion of plays available. You'll be able to
draft up your own teams and contend
with player contracts and the dreaded
salary cap, while wheeling and dealing

with the other teams to improve your lot. Cheese-head Brett F -
During the season, players” attributes will eese-head Brett Favre of the Green Bay Packers will be back to endorse the game for another year.

n PC GAMER September 1938
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Hey mastermind, you're dead because you didn't get your hands dirty. Battle § unique alien and human enmmm
In Urban Assault.” you have to battle on the frenzied front lines at the same time

you're strategizing the entire war. Of course. your years studying at military
school will come in handy, but to win. you better warm up that trigger finger
Shoot your browser over to www.microsoft.com/games/urbanassault.
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AMERICA'S PREMIER PC SPORTS NETWORK

MIDWAY

The touchdowns in NFL Blitz come at a fast
and fturious pace, and even the lowliest
quarterbacks seem to have a gun for an arm.

**PCGSN LIVE REPORT**
MICHAEL WOLF
CHICAGO, IL

“I'm here in Chicago where Midway, the
creator of those coin-op classics that have
gobbled up so many of your quarters
over the years, is looking to make its first
big splash into the world of PC football.
“If your prime interest in a football
game is how much pain you can inflict
on your opponent, Midway's NFL
Blitz is definitely the one for you.
This adaptation of the hit arcade
game will deliver more brutal
hits and sadistic pleasure than
you can shake a quarterback’s
spine at. Yes, the idea is still to
outscore your opponent and win
the championship, but realism
takes a major back seat to the out-
rageous arcade action.
Every NFL team is rep-
resented, but you'll be
limited to the
seven toughest
offensive and
defensive play-
ers on the ros-
ter. The simple
controls are
conducive to
the fast,
intense
gameplay
that scoffs
at refs,
penalties,
time outs,
and injuries.
The simple
rule here is: if it
slows down the game,
you won't find it in

{1 PC GAMER September 1338
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This game is no place for the weak. Every hit
will have you grimacing in pain and checking
the field for some loose teeth.

NFL Blitz. Ten yards to make a first down
is all fine and good for those other
games, but here you'll have to go thirty
yards to hang on to the pigskin for
another four downs. Hurdles, stiff-arms,
spin moves, diving catches, and sheer
brute force are the tools you'll use to
make your way downfield. Twelve differ-
ent tackle animations will show in exquis-
ite detail every bone-breaking moment.
Don't think that the play is over just
because the ball carrier was tackled
either; there will be plenty of extra-
curricular activity to enjoy as you
plant your foe's head into the turf
just to show you care.
“Trash-talking is also a big
part of NFL Blitz’s charm. Players
will taunt one another mercilessly,
doing their level best to embarrass
their opponents and make them
run crying back home to
mommy. The only thing
worse than the
players’ behavior
though, is the
announcer’s.
This guy is off
the wall and
foul-mouthed!
He's definitely
not afraid to
speak his mind
about the
action on the
field in his own
‘colorful’ style.
“There’s
a real game
hidden
behind all of
the lunacy,
and it’s a lot
of fun. NFL

Number 8 may have gotten enough yardage
for the first down, but I'm sure he regrets
every inch of it, thanks to Number 37.

Blitz may not have the depth of the simu-
lation titles, but when you've had a bad
day at the office, | can’t think of a better
way to get rid of that pent-up aggression.
And speaking of pent-up aggression, it's
just about time to head back to Gary and
Snowball in the PCGSN studie,”

TTA

“Thanks Mike — our thanks too to Dan,
Greg "Fancy Man” Vederman, Jay, Quintin,
and Dean for their reports. We've just got
time to make a quick mention of one last
entry into this year's season — as we all
know, Interplay ontinuing to increase its
sporting pres with the VR Sports brand,
and the latest addition to that line will be
none other than VR Foothall 99, Little is
known about the game, other than it's due to
ship in November — a little late for many
enthusiasts — and, interestingly

using Shiny Entertainment's M\

for its 3D graphics. That's it from me

thing you'd like to add, Snowball?”

“Er... not really.”

“Well, then it's goodbye from me, Gi
Whitta, and him, Billy ‘Snowball’ Harms as
another special presentation of PCGSN
draws to a close. See you all next time, and
remember — it's only a game. Good night.”
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NFL GAMEDAY ‘SS9
A. The best selling game on any
console comes to the PC this
August. Over 500 plays designed
by All-Pro players.

WINDOWS CD ROM
Sony Interactive

SHS.89

EVERQUEST

B. Prepare to enter an entire
world with its own diverse
species, economic systems,
alliances and politics.
WINDOWS CD ROM
Sony Interactive

SHS.S9S

SPACE BUNNIES
MUST DIE

C. Groove! Ride! and Blast!
evil alien rabbits with the sassy
Allison! This is the ultimate bad
hare day!

WINDOWS CD ROM
Panasonic

SHS.99

LINKS LS 1983
D. 1999 edition of the
world's most award-winning
golf simulation features
historic St. Andrews and
25 new features.
WINDOWS CD ROM
Access Software

S4|HS.8s

WAR GAMES

E. The WOPR is now
threatening life. And they
found a way to end war.
Exterminate humanity.

WINDOWS CD ROM
MGM
SHY.9S
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“ EXTREME WARFARE
¥ A. Commando-style missions, get
I { [ \/ E ready for combat without limits.
WINDOWS CD ROM
Broderbund
SHY.S3

w i WARLORDS ik
' DARKLORDS RISING
y B. Stand-alone sequel 10 199?'5
¥ Stral Game of the yea
WINDOWS CD HOM
Broderbund

SHY.SS

LunRLORDc m

RIVEN
E C. The Sequel to Myst, winner

~ of two prestigious Codie awards
and the best-selling game of
1987. Now on DVD.
Broderbund

) S=999
" SIM TUNES

D. Kids can make their own
“musical pictures”. Just select
and draw from the color palette.
WINDOWS CD ROM
Electronic Arts

o S14.99

SIM PARK

"E. Kids become rangers,
creating their own flowering,
buzzing, chirping, roaring park.
WINDQOWS CD ROM
Electronic Arts

S1-.99

SIM TOWN

F. The first game that lets kids

build their own dream town and

build key learning skills in the
process.

WINDOWS CD ROM

Electronic Arts

100 YEARS OF AERIAL COMBIIT 5‘“-"'99
SIN
G. You've made a religion out of
crime now you're going to make
Elexis pay for her sins.

WINDOWS CD ROM
Activision

SHS.9S

FLIGHT: 100 YEARS
OF AERIAL. COMBAT
H. Get ready for intense and
authentic fiight collections span-
ning a century of aerial combat
WINDOWS CD ROM
Softkat
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A. Attempt to lead their brethren
to ultimate glory by exploring
and conquering the entire star

—

system.
WINDOWS CD ROM
Interactive Magic

SHS.99
WAR BIRDS

B. Train in any one of 5 off-ling
games, and hone your skills by
practicing, bombing. strafing
and dog fighting.

WINDOWS CD ROM
Interactive Magic

SHS.SS

VANGERS

C. Armored racing, frading, and
combat in a twisted World like
nothing you've ever seen.
WINDOWS CD ROM
Interactive Magic

S59.9S

IF/A-18 €

D. The US Navy's newest
weapon...now in action
WINDOWS CD ROM
Interactive Magic

S359.99
AC RACER

E. Blaze over extreme tracks
in this pulse pounding racer.
WINDOWS CD ROM
Fox Interactive

SHH.SS

X FILES THE GAME
F. Access highly confidential
case files and evidence in the
secret government website.
WINDOWS CD ROM
Fox Interactive

S4HS.99

FOX SPORTS

GOLF 'S99

G. Great gameplay, and easy-
to-use interface, stunning graph-
ics, a true 3D environment, and
more courses.

WINDOWS CD ROM

Fox Interactive

S239.99

MALKARI
o
|

Sy !
e e N e

L=t FE LIV BESTN i i AITVIVIESTN i

FOX SPORTS
SOCCER 'S9

H. Amazingly smooth player ani-
mations, 128 teams, with play-
to-play announcers in English
and Spanish.

WINDOWS CD ROM

Fox Interactive

S59.99

CALL FOR THE STORE NEAREST
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' ' BATTLE TAUTILLS ! 3 : — BATTLE TACTICS
l - A. Continue the

conflict over the

flesh to machine ala
WINDOWS CD ROM
GT Interactive

S18.9S

UNREAL

B\ You are an uninvited
the faslest, sleekest
gerous 8D world eve
WINDOWS CD R
GT Interactive

SHHY.SS

LODE RUNNER 2
C. The stale of the ar

to the arcade class
mindbending puzzle world of
3-Dementia.

WINDOWS CD ROM
GT Interactive

S-H>2.99

QUAKE

D. The bloodiest and most
terrifying interactive game
of all time.

WINDOWS CD ROM
GT Interactive

S19.99

Tha lest afi-aebius, 30 shasiee i INCOMING
4 19 Masligticaily bring ' & infemational
TR 10 oaperiace of th Tiettam War 1y iy, 51:-3?”'1[ .'JU!JH- : 1\:.;;:'-..“'. &

= }
”~ < 0 could be your

AINSNWNIVLEHSINS NoOHE a=—

GT In!eractwe

SHY.SS

NAM
F. Captures all the intensity and
fnm:‘:gltufnuiﬂlo.{"ons * paranoia of jungle warfare. Your
=3 mission Is 1o survive
WINDOWS CD ROM
GT Interactive

S99

s
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MOTOCROSS
MADNESS

A. Stunis and racing on two
supercharged, dirt-diggin’
wheels!

WINDOWS 95/98

CD ROM

Microsoft

S4|HS.8SS

URBAN ASSALLT

B. From a first-person cockpit
perspective you control 15 types
of combat vehicles.

WINDOWS 95 CD ROM
Microsoft

SHS.S9

KLINGON HONOR

C. Enter the brutal realm of the
Klingon Empire and prepare
yourself for bloody Battle.
WINDOWS 95 CD ROM
MicroProse

sus.S3 ¥ "
EUROPEAN AR s
WARRIOR

D. Take to the skies over

Euro?)eedﬂring Wt:rld War Il pilot- KLINGON HONOR
ing 20 authentic fighter aircraft. .
WINDOWS 95 CD ROM

MicroProse F
5(;-350.99 M ON s‘r'rnsu’f K

MONSTER TRUCK
MADNESS 2

E. The sequel to the original
Monster Truck Madness, one of
the three best selling auto racing
simulation games during the last

year,
WINDOWS 95 CD ROM
Microsoft

SHS.99
FLIGHT SIM 98

F. The world leader in flight sim-
ulation takes you to new levels.
WINDOWS 95 CD ROM
Microsoft

S5E4.8S

FALCON 4.0

G. The new bench mark in flight
sim technology.

WINDOWS 95 CD ROM
Micropose

SHS.8S
MECH COMMANDER

H. For the Mechwarrior, war is
life and death is the only true
peace.

WINDOWS 95 CD ROM
Mlicropose

SHS.SS

HIANYHMHOD HOEM, |

CALL FOR THE STORE NEAREST You! 1
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GRAND PRIX
LEGENDS

A. It's 1967 and you are in lhe
cockpit of an open g
racings most dang

S24.99
STAR SIEGE

B. One of the most action
packed thrillers for your PC.
WINDOWS CD ROM
Cendant

SH-.SS
HALFE-LIFE

C. They’re not just chasing you,
They're hunting you
WINDOWS CD ROM
Sierra

SHS.SS
POLICE QUEST
SWAT 2

D. Keep the peace or inflict pain
and havoc on the streets of LA,
Build the ultimate SWAT
team—or the deadliest band of
terrorists.

WINDOWS CD ROM
Sierra

sUs.8S
STARCRAFT

E. Powertul forces clash for
galactic domination.
WINDOWS CD ROM
Blizzard

SH-.99
MORTAL KOMBAT 4

F. Enter the sinister 3D realm!
Shinnok is ready...are you?
PC

Midway
S39.89

ULTIMATE CIVIL WAR
COLLECTION

G. Five of the best selling
software programs ever
produced on the subject of the
Civil War packaged together.

CINSNWNIV.LEHS LT NS Dd

R Tom Claneys
§ take, you're gone — and the

world too,
WINDOWS CD ROM "
Red Storm Entertainment H. The mad man and his bio

|NEOW SIX WINDOWS CD ROM
J. It's usinga trigger. It's using = Sierra

your mind.if you make a mis- SES.SS
RAMPAGE

corp, Scum-Labs have altered

your DNA make-up turning you
into a building smashing repfile.
PC

W} Midway
Ses8.99

SHS.8S

WWDHI_D.CCIM WWW.“WQHLD.CDM
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COMMANDOS

A. The fastest and most furious
fighting game ever.
WINDOWS CD ROM
Eidos Interactive

SHS.89

DEATHTRAP
DUNGEON

B. Sixteen levels of fast and
furious combat.

WINDOWS 95 CD ROM
Eidos Interactive

SHS.89

FINAL FANTASY Vil
C. What begins as a‘rebellion
against an evil corporation
becomes much moré. And what
erupts goes beyondimagination..
WINDOWS CD'ROM
Eidos Interactive

SHS.89

LONGBOW
ANTHOLOGY

D. Get enhanced versions of
both Longbow Gold and
Longbow 2 in@ne action-
packed box.

WINDOWS CD ROM
Jane's

S59.99

MADDEN S8

E. Madden-style is the best
looking, best playing sporis
game ever created with new
motion animations for authentic
NFL moves.

WINDOWS CD ROM
Electronic Arts

SHU.SS

NCAA

FOOTBALL 99

F. The ultimate college atmos-
phere with all 112 teams and
stadium, authentic fight songs

and chants, and all the major WORLD oF CDMBAT

conferences and championship

ames.
WINDOWS CD ROM
Electronic Arts

SHY.SS

WORLD OF : . _' T S i
COMBAT 2000 - _ : -~ 5 g 18
G. Three of NovaLogics's best
selling simulations avallable in
one complete combal collection.
WINDOWS CD ROM
Novalogic

SHH.9S

.‘_I

—=id  FEIVIEIN I EF LATINIVIEIN J o
G6-NIOOYN

NOVALORIE

= g a.x Y
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0 LaalMoterKi

C 8 pieee ML M wepbet e & sape wfteen gpicses
B ol s s imbeeds i Bl ST

SHANGHAI
DYNASTY

A. Challenge your mind with
these 5 mes.

WINDOWS 95 CD ROM
Activision

S4HY.SS

ADDICTION PINBALL
B. Go full tilt with addiction
pinball,

WINDOWS 95 CD ROM
MicroProse

$289.99
YOU DON'T KNOW
JACK PACK

C. Includes your favorite You
Don't Know titles, TV, movies
and sports.

INDWVS!MAC CD ROM
Sierra

S39.88
REVENGE

OF ARCADE

D. Collection of five classic
arcade games from the early
80's. Featuring the one and only
Ms. Pac-Man,

WINDOWS 95 CD ROM
Microsoft

CD LABEL
MAKER KIT

E. Its the easiest and most
accurate way 1o create, print and
apply professional quality labels.
f: Eree CDR disks included.

Memorex
=299

FROGGER
F. Frogger, he's the coolest
amphibian in town.

WINDOWS 95 CD ROM
Hasbro Interactive

S0
PANTHER XL

G. John Romero, co-creator of
Quake and Doom says, “Buy it!"

PC
MAD CATZ
S59.99

VIVICAM 2000
H. 1000x800 pixels, advanced
color performance, automatic
electronic flash, internal memory
g to 20 images.

C

Vivitar

S189.89
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MICROSOFT
WHEEL MO

A. Now its fast and easy! Roll ) Simoy the Betier vaive
the wheel forward or backward

instead of clicking.

PC
Microsoft

S29.99
ACTIMATES
ARTHUR

B. Engage your child in hours of
fun and interactive learning.

PC
Microsoﬂ Microsoft

S99.99

SIDEWINDER
PRECISION PRO

C. This joystick is the successor
to the Sidewinder 3D pro with
improved ergonomics and digital
optical technology.

BC

Microsoft

555.99 J ‘_ o ' F-:-:.-:.:i;;;.'..n?—'r:;‘

Fuls the Gams
YODA MOUSEMAT
D. This special die cut Yoda anhs WAR.T
mouse mat will remind you 1o (GARARII NS LTRSS Sy 3
“Trust the Force". GuRARMOTRy  | |
American Covers, Inc. = !
Accessories

S2.89

DARTH VADER

MOUSEMAT

E. This durable polyester fabric

surface and comfortable non-

skid rubber back make mouse

tracking trouble-free. 0’\
American Covers, Inc.

Accessories

$2.99

R202 6 C3PO0

MOUSEMAT

F. Cool collectible mouse mats

featuring the greatest trilogy of

our lime... Star Wars.

American Covers, Inc. JUMP TO

Accessories
LIGHTSPEED
S2.89 3D MOUSEMAT

H. Star Wars 3D S . -
DEATH STAR Lenhcgiar Mouse Mat v : -

that brings one of the
MDUS,EMAT film's favorite scenes to
G. TIE Fighters and X-Wing your desk top.
Fighters battle it outonthe  American Covers. Inc
durable fabric surface! Accessori £ ) 4
American Covers,Inc. = Sy - | A
Accessories S99 WARS
S2.99 :

|) CALL FOR THE STORE NEAREST |
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CINEMAIL

A. Reach your clients anywhere
in the world! Record and send
video e-mail.

WINDOWS 95 CD ROM
Baraka
S=298.89

THE COMPLETE

y redhat . RED HAT LINUX 5.1
7 s B. Power your PC with the next
: " ﬂ gglneraﬁo; complete Red Hat
W4l L .1 operating sysiem.
A WINDOWS CD ROM
7 Simon & Schuster
- operating system sqs ==

LIVE ;D( SOHO
C. Small businesses can
& now create professional-quality
- malerials incorporating their own

il photos.

“ _WINDQWS 95 CD ROM
Live Pix
=L = R=1—]

Y B ! f ! ) FUJIFILM

" OR 2IF
4 . . 5 PACK
Zl p 'D. Offers 100 MB capacity, high
IBM et - feliability and infinite storage
JOOME Dish capability. The colors make orga-
géatfon easy.

—— Fuiji
u..‘. FLYERS * BROCHURES

WINDOWS S8
UPGRADE

E. The exciting new successor
to Windows 95 that works better
and plays better.

Full version available $189.99.
WINDOWS 95 CD ROM
Microsoft

S89.99

PLUS S8
F. The ideal companion for
Windows 98, with enhancements
for work and play, including new
themes and cool games.
WINDOWS 98 CD ROM
Microsoft

S39.99

‘l=-&;':._
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ELECTRONICS BOUTIQUE

RECOIL

A. Command a rapid-fire
battle force tank in 6 ex /
worlds armed with 1B mass
destructive weapon

Virgin Interactive

SUS.SS
DAWN OF WAR

B. Enter a real-time world
where you lead one of three
species in a prehistoric fight for
survival

WINDOWS 95 CD ROM
Virgin Interactive

SUHU.SS
COMMAND &
CONQUER
TIBERIAN SUN

C. High-tech advanced
weaponry, 3D dynamn. ierrr n

|

> e
. comMAaND

WINDOWS CD ROM
Westwood Studios COn CER

S4S.99 ALIBERIAN

DUNE EDDQ

—
—
~—

S
£
~
>
L
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WIND WS CD Rf‘
Westwood Stuc

. SEHE9S

M LanDs oF LORE I
E. As Copper Le

overcoms many dan

jur

5 CD RO
Westwood Studios
SHa.SS

—LJ ROvi
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YOUR ULTIMATE GUIDE TO NEW GAME RELEASES

Bow Down Before the One You Serve!

olar bears. Everyone
thinks of them as some
snuggly, beloved beast,
slow of wit and even
slower to action. But a
special PC Gamer
undercover investigation has learned it
is all a ruse, a shadow play, a cover
designed to conceal their true inten-
tions and their ultimate goal:

The domination of the world.

Their plan is so perfect that only the
most deviant of minds could have formu-
lated it. Through a series of propaganda-
laced Discovery Channel specials, they
have slowly gained a favorable public
opinion — after all, who can't relate to
the eternal struggle of a mother and
baby cub fighting the odds to survive in
a harsh world?

n't believe t jes!

The attack is coming, people. The
first to fall will be the old people who
take cruises up to Alaska. The captains
of those ships are slowly being replaced
by disguised polar bears, who will steer
the vessels a bit too far north, into the
dark abyss of the Arctic. There their
brethren lie in wait, slowly circling in
the water, their black hearts hungry for
the taste of old tangy flesh.

Once the cruise ships fall, it's only
a matter of time before the rest of
humanity is crushed under the heel of

the polar bear empire. But most alarm-
ing of all is what will happen to PC
games, that bastion of humanity and
beacon signal of all that is good with
the world.

All games will be transformed,
altered to match the polar bear mental-
ity. Gone are the days of Deer Hunter.
Now all gamers will be forced to play
Seal Hunter, where they scan the ice
floes for air holes — and there they sit,
waiting for a little head to appear,
which is quickly ripped off.

Quake will be replaced by Trash
Migration, where gamers play as a bear
wandering around some Canadian
town, eating trash and scaring the
locals. Ah, the horror, the horror...

L N N N

Hardware Requirements

With each PC Gamer review, you'll find two very important pieces of information: the game's
minimum hardware requirements and the hardware configurations we recommend as the
least you'll need to really enjoy the game. While a game will run on the minimum system the
manufacturer specifies, it might not run all that well. Because of this, we test each game on
several systems so we can bring you a more realistic assessment of what you'll really need.

THE PC GAMER RATINGS SYSTEM

100%-90% CLASSIC

Not many games can eam a rating over 90%,
and even fewer can approach the magic 100
Anything that we rate over 90% is an instant
classic — a game that's truly significant in both
content and design, and one that we'd
recommend withou! reservation to anyone
interested in PC gaming.

89%-80% EXCELLENT

These are excellent games. Anything that
scores in this range is well worth your atten-
tion, though it may not make any significant
advances over its rivals. Also, some genuine
benchmark games of decidedly specialist taste
will fall into this area — it may be the best Tth
Cavalry simulation on the market, but not all of
us want to relive Little Bighorn,

79%-70% VERY GOOD

These are pretty good games, which we would
recommend to fans of the particular genre —

although it's a safe bet that there are probably
better games oot there.

69%-60% GOOD

A reasonahle, above-average game. It may be
worth buying, but probably has a few significant
flaws that keep it from eaming a higher rating

59%-50% FAIR

Very ordinary games. Not completely worthless,

but not a very good way to spend your gaming
dollar, eithes.

49%-40% BELOW AVERAGE

Poor guality. Daly a lew, slightly redeeming
features keep them from falling into the abyss
of the next category...

39%-0% DON'T BOTHER

Just terrible games — and the lower you go,
the worse they get. Avoid these titles like the
Plague — and don't say we didn't warn you!

PC Gamer
Edifors
hioice
Alwards

Every month, we honor the best games we see
parning 88% or above — with our
" Choice award. It's not easy to eamn,
and there are a lot of excellent games that fall
just short of the honor. So when you see the
PCG Editors’ Choice logo on a gam zal
software shop, you can bet it's among the best

DESCENT: FREESPACE

FINAL FANTASY VII

~——

3 m.’@ k&i‘“ b

MEDIEVAL

THE OPERATIONAL ART OF WAR
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[he Operarional Arf of W,

[Category:  Wargame

[Developer: Norm Koger

Publisher:  TalonSoft, (410) 933-9191
www.talonsoft.com

We Recommend
Pentium 133; 32MB RAM

Required

Windows 95; Quad-
speed CD-ROM drive;
Pentium 90; 16MB RAM;
20MB hard-drive space;
Windows-compatible
sound card

Multi-player: Hot-seat only

L BN

legance is not a word com-
monly used to describe a
wargame, but in this case it
fits. Norm Koger — veteran
designer of such classics as
Red Lightning and Age of
Rifles — has poured a lifetime
of experience and passion
into The Operational Art of
War, and the result is an
exceptional product.

Gamers who share his
passion — whether they're
crusty old grogs or newcom-
ers to the genre who're ready to move
beyond Panzer General or Steel
Panthers — will find TOAW a game

With his first game for TalonSoft, Norm Koger

has produced a masterpiece: This is a deep,

rich, exquisitely detailed wargame.

The 3D “toy soldier” mode is tons of fun to watch during the action, but it's
easier to plan your battles from the 2D view.

the product is a
scenario editor so
powerful, flexible,
and subtle, that it
truly delivers
near-infinite
replay value.
Additionally, the
section of the
manual devoted
to the editor is so
thorough that if it
were published as
a stand-alone
book. it would
become the stan-
dard guide for
wargame design.
The unit
database within
the editor is
oceanic; it
includes every

filled with possibilities and a ton of fun.
TOAW comes with a generous list
of pre-packaged scenarios — several of
them hefty enough to be sold as stand-
alone games — but the heart and soul of

qllisiﬂblﬁtialudt*kMBWhﬁlMiﬁﬂﬂwﬁw.

.................. weapon ever
deployed in combat from 1939 to the
end of the Korean War (even those of
Belgium, Hungary, Finland, and
Romania). Available ground units even
include partisans, motorcycle troops,
bridging/ferry specialists, and railroad
repair engineers.

To create a scenario, you first
design a map (based on a historical
operation or your own imagination),
using fairly standard graphics tools.
Maps can range from 20x20 hexes (for
quick, tactical battles) to 100x100 hexes
for mammoth campaigns. Hexes are
scalable from 2.5 km to 50 km. In the
larger scenarios, you can also set “cli-
mate zones,” including weather fronts
and extreme temperature fluctuations.

Once your map is complete, you
design the opposing Orders of Battle
using a Force Editor of incomparable
power and detail. You can create armies
as large as 100 formations controlling
500 units! You can tweak their equipment
and replacement stats as much as you
like, or simply cut-and-paste the histori-
cal default values. The level of detail here
will give old-time wargamers hot flashes.

There’s more! Koger has designed
a very advanced “Event Trigger” sub-
program that allows you to set up pos-
sible political and strategic events
which, when and if they occur, will
have a ripple effect on the battlefield
itself. Such events may be triggered by
the capture of a vital objective, or when
the unseen but God-like High Com-
mand decides to change policy.

Some events have relatively subtle
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To my knowl-
edge, no other
wargame has ever
gone this deep
Elements that are usu-
ally abstracted and
beyvond the scenario-
creator’s grasp are
made concrete and
specific within the edi-
tor. In his extremely
well written notes in
the manual, Koger
warns designers not to
“go crazy” with the
event editor, since too
many bolts-from-the-
blue can skew an oth-
erwise solidly
designed scenario.

If all this sounds

- e complex, well, it is.
Even the most experienced grognard
will have to invest many patient hours
learning how to wield all the design
tools Koger has made available. Stick
with it though, and eventually you'll be
rewarded with the power to create sce-
narios of incredible depth and texture.

Fortunately, gamers who are not
(vet) confident enough to tackle the
Scenario Editor will enjoy the benefits
from TOAW through its ready-made
scenarios. The basic mechanics of play
are not intimidating, the tutorial is
good, and the pre-packaged scenarios
are action-packed.

Koger uses conventional elements
(attack/defense ratings, movement
points, etc.), but in a very sophisticated
manner. Say you want to attack a hex
full of enemy units. Highlight any stack
of units you want to commit to this
attack, then right-click to bring up an
attack-posture menu.

Click on “Plan an attack” and you'll
see a marvelously useful display show-
ing. in the center, the enemy force.
Available friendly units are displayed in
six surrounding panels, along with
available artillery, air, and naval sup-
port. Click on the units you wish to
commit. Bronze-colored flags appear
beside units that are in the same forma-
tion and can fully participate; silver
flagged units can participate, but will
suffer a subsequent penalty in move-
ment points, making them unavailable
to exploit any breakthrough that might
result. Combat occurs in phases, until
all movement points are used up or you
decide to call a halt.

There are two modes for viewing
the action: traditional, top-down, with
standard NATO symbology, or an ani-
mated 3D “war movie” view (a nod to
the Panzer General crowd). While it's
often fun to watch the animations, plan-
ning is best performed in the 2D mode.

Air assets can be set on “interdic-
tion,” “air superiority,” or “direct sup-
port.” But it is important to note that the

1 The “Plan an attack™ display is both innovative and very useful.

effects (increased supply. a sudden influx
of replacements, or the appearance of
guerrilla bands behind the front lines).
Others are more devastating, such as the
sudden use of gas or chemical weapons
by one side, or permission to “go
nuclear” (in Korea, for instance, when
the Chinese start flooding across the Yalu).

vy PLANES?

of the North K
ondering why my interdiction

taking out 3

cent of the

maximum effort

grin, a bug. If

is not assigned to “air
program ir

an all-out

but until you get arot
the fix from www.k
have to do

ple during each turn, and you
oblem

uld have no

The Force Editor gives unprecedented power
and finesse to create new scenarios.

interdiction and air superiority modes
are abstracted, global routines. Your
squadrons go up, do the best they can,
and report later on losses and percent-
age of interdiction. “Direct support” is
sometimes necessary, but if the enemy
has lots of AA guns and help from his
own air force, expect some heavy losses
When the program judges an air unit to
have reached 50% efficiency, it automat-
ically places that unit in a rest/reorgani-
zation mode. You can override this in an
emergency, but you'll burn out your
pilots quickly if you do.

Some of the scenarios are very
unusual (the Israeli War of Independence
and the Bataan campaign. for instance).
But they're all exciting, nail-biting,
games, and the artificial intelligence is
murderously aggressive.

Is TOAW “perfect”? Not quite, The
Al sometimes resists to the last man long
after vou're ready for the battle to end.
The naval modeling is very weak (Koger's
working on that). And there really should
be hot-key controls for such things as
entrenchment — as it is, you have to cycle
through every unit in a stack and give it a
separate “dig in” order, which gets
tedious very quickly. By the time this
review sees print, it's likely that patches
will be up for all these things.

Despite a few stumbles, the skill
and effort that that has gone into
TOAW makes it one of the most mes-
merizing and appealing wargames ever
to hit the PC.

—William R. Trotter
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TOAW is a great wargame!
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Jazz Jackrabbif ¢

LU B B B N NN
| Epic MegaGames” gun-toting bunny is

Arcade
| Developer: Epic MegaGames/Orange Games

[ Category:

back for more side-scrolling fun in this
Publisher: Gathering of Developers, (301) 983-9771

www.godgames.com stylish and addictive sequel.

We Recommend

Pentium 166; 32MB
RAM; Gamepad

Required

Windows 95; Double-
speed CD-ROM drive;
Pentium 90; 16MB RAM

quick response and tight control.
Though the action follows the side-

Multi-player: 4-player split screen; Modem: 28.8;

IPX; TCP/IP; Maximum Players: 32 (on
eight computers)

fter a four-year absence from
computer screens, Epic’s
side-scrolling superstar Jazz
Jackrabbit has finally made
his return to the PC, battling
the evil turtle mastermind
Devan Shell and his deadly
minions through level after
level of jumping’n’shooting
fun. And even though most
side-scrolling heroes are
reborn in lackluster 3D action
games these days, Jazz 2
sticks unashamedly to its 2D
roots, with terrific results.

From the first level to the final end-
level boss, Jazz 2 is a slick, creative, and
addictive romp that’s obviously been a
labor of love. Though it may not have
the same of jaw-dropping technology
found in Epic’s Unreal, Jazz Jackrabbit 2

As he tracks down arch-nemesis Devan Shell, Jazz
will have to negotiate all sorts of hazards and bad-

dies. Check out the claws on crab-boy!

is loaded to the brim with excellent ani-
mation, art, and sound effects. It also
includes a robust selection of multi-
player options with split-screen,
modem, LAN, and TCP/IP Internet play.
On top of all that, there’s even a built-in
editor that allows players to create and
modify their own Jazz 2 levels.

Though there is a lot going on, Jazz
2 doesn’t need much more than the mini-
mum system to enjoy it at its fullest. On a
Pentium 90, the graphics may strain a bit
at 640x480 at 16-bit color, but if you've
got a little more RAM
and a slightly better
processor you've got
everything yvou need.

On the gameplay
front, Jazz Jackrabbit 2
has its bases covered.
Players have the option
of playing as Jazz or as
his brother Spaz (a
wild-eyed ball of energy
with a wicked karate
chop) through the
game’s dozens of mini-
episodes. Each mini-
episode features levels
based on a unique
theme (medieval, wood-
lands, beach) brought
to life with cheerful
graphics and cute char-
acters as Jazz (or Spaz)
blasts his way through
wave after wave of
Devan’s baddies

scrolling doctrine chapter and verse
(jump, run, jump, and collect trea-
sure), skillful level design keeps the
game lively and fun. Fans who find
side-scrollers tedious and frustrat-
ing will be surprised that Jazz 2
doesn’t rely on heavy-handed try-it-
a-million-times challenges or
unbeatable bosses — most levels can
be completed with minimum fuss.

The reason for the no-fuss
gameplay comes from a careful bal-
ance between the adventurous
gameplay style of classic Mario
games and the speed-freak action
of Sonic The Hedgehog. If you pre-
fer to blast vour way straight to the
end, you’'ll only pass up on some
treasure and extra exploration, but
if you want to pick your way
through every nook and cranny, you'll
be rewarded with extra loot and a few
extra power-ups.

Once you tire of the single player
game, the multi-player options and level
editor add lots of replay value. Multi-
player action is divided into several
types of games (treasure hunt, capture
the flag, battle mode, race) and locating
and connecting to an Internet game is
extremely easy since Jazz 2 includes an
automatic server lookup to find active
games. When you're ready to start an
Internet game, Jazz Jackrabbit 2 displays
the game type and ping time of all active
games. These multi-player games are
surprisingly stable and playable over the
Internet, and the gameplay is as frantic
and intense as any first-person game.

Owverall, Jazz 2 is an amazing value
that you can pick up and play for a few
minutes at a time or for hours on end;
with its multi-player options, level edi-
tor, and cartoonish charm there’s
enough variety and replay value to keep
you going for sometime to come
—Todd Vaughn
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Nice I _l
the level editor and

animations; good
control; even-
multi-player adds oodles of replay value.

Side-scrolling formula means repetitive play.

Whether blasting through medieval castles or swinging through tropical
jungles, one thing is certain: The multi-layered backdrops and incredible
animations make Jazz 2 one of the best looking side-scrollers around.

= 2 Jackrabhit 2 pro
Regardless of which I

character you choose,
control is excellent, with
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Ihe X-Files

LA R RN NN NN NN N
l[:ategury: Adventure J 3-nhil r h th
- iles yearn “i P i i
IDevaluper: Hyperbole Studios 1 » y ng S0 Tntaract” with thew
PublisherFox Interactive, (888) 369-0031 two favorite FBI agents are going to be
www.foxinteractive.com

disappointed by this FMIV adventure flop.

We Recommend

Eight-speed CD-ROM
drive; Pentium 200;
32MB RAM

Required

Windows 95; Quad-
speed CD-ROM drive;
Pentium 120; 16MB
RAM; 250MB free hard-
drive space; DirectX
compatible sound card
and graphics card

ble pixel on the screen, so
you don't miss a clue; ask
the questions in any order
and get the same result.
Hell, even when you try to
kiss the cute police detec
tive, she doesn’t have
much of a reaction, and it
sure doesn't affect the out-

Multi-player: None

y now, you've seen the
X-Files movie and decided
whether or not Chris Carter,
Gillian Anderson, and David
Duchovny have a future in
feature films. My vote is a
definite yes: It was entertain-
ing, and die-hard fans of the
TV show like me loved get-
ting an “X-Files” fix during
re-run season.
It’s with this is mind,
I'm sure, that Fox released
The X-Files game around the
same time that the movie premiered.
Certainly it’s been hyped almost as
much, with the ads promising big
things: Duchovny and Anderson are
prominently featured, and the tag line
reads: "Assist Agents Fox Mulder and
Dana Scully in their latest investigation
into paranormal activity.” What truth-
seeking fan could resist?

Now, before we go any further, let
me state that [ am a true X-phile: I've
watched the show since the first episode;
I'm a veteran of “X-Files” conventions;

I own a lot of “X-Files” paraphernalia;
and I suffer through drab episodes of

This is your partner, Mark Cook. All you have to do is look at this
guy to know that he's bad news. Don’t trust him.

AD Skinner will help with the investigation until he's conve-
niently called back to Washington early in the game. Playing as
Agent Willmore (that's you on the left), you'll spend most of your
time with characters that have nothing to do with the TV show.

come of the game. The
story line is completely lin-
ear, so replay value is nil.
There aren’t even any puz-
zles to speak of — it’s just
point, click, point, click.
point, click....

While traditional
adventuring is regrettably
absent, most fans would

“Millennium” just because it was created
by Carter. But, more importantly, I'm a
gamer, so I'm going to give it to you
straight: The X-Files game sucks. Hard
Yes, you do get to interact with
Mulder and Scully — but only for a few
scenes toward the end of the game. In a
convenient plot device, the dynamic duo
have gone missing somewhere near
Seattle; you play Agent Craig Willmore,
assigned to find them. Assistant
Director Skinner makes a brief appear-
ance at the beginning of the game to
start you on your investigation, but then
he’s quickly called back to Washington
on “important government business.”
Cancer Man and the Lone Gunmen also
have cameo spots, as does X (yeah, |
know he’s dead; more on that in a
minute) — but it's hardly enough
to satisfy die-hard fans. Instead of
interacting with your
favorite “X-Files” charac
ters, you're given a
smarmy partner who is
obviously a bad guy, a
smart-ass Seattle police
detective, and a boss who
offers little assistance.
From here on in, The
X-Files game reveals itself
to be little more than your
typical piece-of-crap point-
and-click FMV adventure.
Click on your desk and see
video of Agent Willmore
opening the drawer; click
on the door and watch
video of Agent Willmore
walking through it; click
on a person and wait for a
long video sequence to

load; click on every possi-

readily suffer through it if
the plot shed light on the show’s on-
going conspiracies. But here again, the
game fails to deliver. The game takes
place in 1996 — X is alive, and Mulder
and Scully are still trying to figure out
the mystery of the black oil. This will be
frustrating to X-philes who have seen
the movie and already know the
answers to the questions posed here;
any investigation of it now seems hol-
low. It would have been better if the
game followed the plot of one of those
non-linear episodes about werewolves
or Bigfoot or killer dolls. Instead, it re-
hashes stuff that started happening on
the show three years ago!

The fact is, there really isn’t an
audience for this game. Die-hard X-
philes won't like it because Mulder and
Scully play only a small part in the
action, and any revelations made by the
plot are irrelevant to the current state of
the story. Die-hard adventure gamers
won't like it because it’s just another
pointless pixel-hunt dressed up in pretty
packaging. Where does that leave The
X-Files game? Well, the seven CDs make
for a nice matching coasterset.

Lisa H. Renninger
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R

acting; beautiful
packaging and inter-
face; original (but
dated) story line

Non-challenging gameplay; lots of point-
less pixel hunting; not enough Scully or Mulder,

Less unpleasant than having an
alien probe stuck up your butt — but not by much
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You play games. Savage3D"

malkes those games better.

Mo re realistic. How? With

stuff like single pass trilinear

filtering, S3 texture compression,

true color rendering and

AGP texturing. All of which

means you get more complex

and wvisually compelling 3D

environments, more realistic

3D games, and no compromise

performance. Now go get it.

Just don't hurt yourself.

Sight. Sound, Speed
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WARNING:
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COMPOUND FRACTURES, COLLAPSED LUNGS, DIS-
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Pro Bass

FISning

Category:  Simulation
[ -y l WizardWorks tries to build on the Deer
[Deuelopm Sunstorm Interactive
. Hunter phenomenon, but this simulation falls
Publisher:  WizardWorks/GT Int., (800) 305-3390
www.gtinteractive.com short in almost every category.
"Bquired we aecummend ........................
Windows 85; Uoub_le- 32MB RAM a mere $14.95 direct from Sierra.
speed CD-ROM drive; And FPS: Trophy Bass 2 is just
Pentium 120; 16MB $29.95 — only a measly ten bucks
RAM; 60MB hard-drive more than the stupefyingly lame
space; DirectX-compati- Pro Bass Fishing.
ble video card; DirectX- Pro Bass Fishing features six
compatible sound card lakes stocked with eight types of
fish ranging from various varieties
Multi-player: None J of bass to crappies, blue gills,

fter Deer Hunter came out of
nowhere and sold about a
kajillion copies, it seemed
WizardWorks had found its
niche by simulating sports
that all the big-name soft-
ware publishers had over-
looked. After all, let’s be real
about this: Deer Hunter’s
success was due a lot more
to the fact that it was the
only deer-hunting simulation
on the market (and its twenty
dollar price tag) rather than
how good it was.

So wouldn't it have made sense for
WizardWorks’s latest release to go
where no publisher has gone before?
Instead, WizardWorks has set its sights
on bass fishing, which immediately puts
it up against Sierra’s excellent Front
Page Sports: Trophy Bass games, and
when compared to Sierra’s well-estab-
lished competition, Pro Bass Fishing is in
way over its head. Naturally, Wizard-
Works will hurriedly point out that this
is a budget product, but even that argu-
ment won't hold water — Sierra’s Front
Page Sports: Trophy Bass can be had for

You: “That's a nice-looking bass.”
Bass: "He caught me without even using that fancy Banjo
Minnow all my friends have fallen for!”
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walleyes, and perch. After picking
a lake, you steer your boat to a
likely hot spot and check the fish
locator to see what’s lurking
below. After that, it's simply a
matter of choosing the right lure
for the water and weather condi-
tions and then start casting. With
any luck, you'll be reeling in some-
thing in relatively short order.

However, when you make
that first cast you'll spot one of
the game’s weirdest design

The only information you get on your surroundings is

from the Sunfish 2000 Fish Locator: Apparently, things
such as temperature, wind, and time of day are of no

importance when trying to land “ol’ bucket mouth.”

choices: your boat is always visi-
ble no matter how far you cast. Imagine
your boat being dragged to a spot
about five feet from where your cast
landed and then remaining that same
distance from the lure as you retrieve it,
and you've got a good idea of Pro Bass
Fishing's visual presentation. Pretty
weird for a game that’s being touted as
the “most realistic fishing experience a
gamer can get,” wouldn’t you say?

Even if you can overlook this
strange sight, though, you'll quickly
uncover Pro Bass Fishing's other short-
comings. The “customizable weather”
mentioned on the box means you choose
whether it's sunny, rainy, or cloudy —
apparently temperature, time of day, and
wind direction don't factor into the “pro
bass fishing” experience. Speaking
of “pro,” tourneys are nowhere to
be found, nor is there any way to
compete in a multi-player game —
both of which are available in the
Trophy Bass games.

The touted “personalized rod,
reel, and line configurations” are
deceptive as well. It basically
means there are three unchange-
able rod-and-reel combos —
there’s no option to alter line
weight, line type, or hooks (all
found in Trophy Bass). Itching to
try your hand on the lakes where
real-life pros fish for big bucks?
Sorry — six fictional lakes are all
you get. And if you're looking for
hints and tips on how to catch the
really big ones, you're out of luck
— you won't find anything in Pro
Bass Fishing to match the extensive

Provided you can set your hook quickly,
you'll reel in the big ones almost every time
while playing Pro Bass Fishing.

tutorials in the Trophy Bass series
There'll probably be people who
pick up Pro Bass Fishing because they're
not aware there’s something much better
available for about the same price — but
the fact that you're reading this magazine,
at least, means you're no longer one of
them. Fishermen, you have been warned.
—Stephen Poole

35"

You'll be
fishing in five min-
utes or less

Totally
bereft of options for
stull like hooks, line, temperature, and other vari-
ables; fictional lakes;

izarre casting animation

This one belongs at the bot
tom of a deep lake.




Cars:

Sﬂncruaru of the Gods

| Category:  Roleplaying

[Developer: KRGsoft

[Publisher:  JC Research Inc., (408) §77-0250

Required

Windows 95; Quad-
speed CD-ROM drive;
Pentium 75; 16MB RAM;
130MB hard-drive
space; Windows 95-
compatible sound card

We Recommend

Eight-speed CD-ROM
drive; Pentium 133

him. Like all wicked gods, he's out
for a little revenge — and he's
unleashed all manner of beasts, mon-
sters, and baddies to carry out the
job. The point man for his retribution
is Colias, the “Wizard of Blood™ —
and he gets off to a ripping start by

wiping out the village of Coshark.

! Mutti-player: None

As the game opens, you control

etro is in. Everywhere you
look — fashion, music, and
commercials — you'll find a
blast from the past. And PC
games are no exception: a
big part of Interstate 76's
appeal was its muscle cars
and funk-o-rama soundtrack.
For a real dose of retro
gaming, though, you should
check out Icarus: Sanctuary of
the Gods. This is a dyed-in-
the-wool, old-school fantasy
RPG — and despite its
sundry shortcomings. it proves that
sometimes the old ways are still the best.
There’s a drawn-out back story that
sets up the action in Icarus, but the
upshot is that an evil deity named
Ercanet is extremely ticked off that the
humans on the world where he resides
have picked a fellow god-type named
Tetheus as the ultimate ruler instead of

It's a good thing Helena joined Dreus on his
quest — her Fire Wall spell can take out
several of goblins at once.

two characters — a knight named
Dreus and a mage named Helena — both
of whom happen to be Droiyan, humans
endowed with special powers by
Tetheus. They set out not only to rebuild
Coshark from the ashes, but also to exact
revenge on Colias — but before you can
say “hit points,” they're immediately set
upon by a gang of goblins. Once they're
defeated, the game follows into a
sequence of interaction with NPCs in vil-
lages. visits to various shops for weapons
and other items, mission assignments
from key characters, and more battles.

At first glance, Icarus looks a lot like
Diablo thanks to the oblique viewing per-
spective and the highly detailed character
graphics. But combat here is turn-based:
First you decide where you'll move (and
you can only move once, regardless of
whether you moved the maximum dis-
tance you could travel), then unleash an
attack if you desire. If you don’t attack,
you gain hit and magic points; if you do,
you spend them — and since any remain-
ing hit points are allocated for defense,
you can't afford to attack every time an
opportunity is presented.

Being compared to Diablo is a high
honor, but in at least one regard it's a
detriment: gamers expecting the rapid
slashing and hacking of that game
might get bored to tears with the slug-
gish pace of this turn-based system. |
know I was at first — but then I began
to appreciate the chance to carefully
formulate various tactics and plans. Yes,
battles can take an excruciatingly long
time to complete, but it does give you a
chance to maximize your characters’
powers (yvou eventually have five mem-
bers in your questing party).

Icarus is admittedly a budget title
($29.95): Turn off the wretched Journey-

Icarus may also hold some appeal — if you

can put up with its foibles.

You'll find bad translation gaffes like “Be increased
MA to 20 and MD to 30" throughout the game, but

they rarely detract from the gameplay.

meets-Boston soundtrack, for instance,
and all you've got are some tepid sound
effects to spice up combat and NPC-
interaction scenes. Poor translation of the
game’s text results in annoying grammar
and syntax errors, but once you've
warmed to the idiosyncrasies of the dia-
logue, it's actually good for a few laughs
later in the game. And while the story is
decidedly on the hokey side, you’'ll actu-
ally start to care about what’s going on
as you get deeper into the game.

It’s unlikely that Icarus will set the
gaming world alight — but considering
how barren the roleplaying landscape
has been lately, some fans may feel that
any port in a storm is better than none.
Fortunately, Icarus is a charmer.

—Stephen Poole
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FInal Fantasuy VIl

Category:  Roleplaying

| It was a monster hit on the

Imalepen Square

Publisher.  Eidos Interactive, (800) 617-8737
www.eidosinteractive.com

Required We Recommend

Windows 95; 4x CD- Pentium 200; 3Dfx-based
ROM drive; Pentium 133 | 3D accelerator; 460MB
(with 3D card, 166 with- hard-drive space;
out); 32MB RAM; 260MB Gamepad
hard-drive space;
DirectX-compatible
sound card

Iml(i‘plaver. None . J

oleplaying games made for
videogame consoles are
worlds apart from those
designed for the PC, so
maybe it’s better not to
compare the PC adaptation
of Final Fantasy VII to the
PlayStation original. Maybe
it isn’t fair to complain
about how the PlayStation,
which has a 33Mhz proces-
sor, 2MB of RAM, and a
double-speed CD-ROM
drive, plays the game faster
and with more responsive control than
a Pentium 200 with 64MB of RAM and a
12-speed CD-ROM drive.

On the other hand, readers who fell
in love with Final Fantasy VII after seeing
it on a friend’s PlayStation — and then
inundated us with E-mails asking when
and if the game would be available on
PC — deserve to know how well the
game survives the translation to their
machines. The answer: pretty well, but
perhaps not as well as you might expect.

For gamers who aren’t familiar
with Final Fantasy VII, but who've found
themselves wondering what all the fuss
is about, the question is simpler: is this
videogame-style RPG as good as those
we're accustomed to playing on the PC?
The answers: Yes — and no.

The seventh in a series that has
become hugely popular in Japan (the

The dialogue may not be the best, but it usu-
ally gets the point across.

PlayStation, but does it

shine as brightly on the PC?

scramble for the latest release report-
edly inspires some gamers there to
violence), Final Fantasy VII tells the
story of Cloud Strife, a young war-
rior who's become disillusioned with
military life and turned mercenary.
As the game opens, he’s been hired
to help a rebel group called
Avalanche destroy a Mako reactor, a
huge machine that sucks the life out
of his home planet to create huge
profits for an evil mega-corporation
known as Shinra. Cloud doesn’t give
a damn about the planet; he’s just in
it for the money. Naturally, he devel-
ops a heart as the story unfolds, and
he ends up taking charge of T

As with any good roleplaying game, your characters’
abilities are affected by several ratings. You can con-
trol their values by equipping the right magic items.

Avalanche and setting off on a long,
perilous quest to locate a legendary
place called the Promised Land and

stop a notorious baddie named fact, the game is best played with a
Sephiroth from getting there first. gamepad). If you've played and enjoyed
Gameplay has the distinct flavor of other videogame console RPGs, you'll
a videogame-style RPG, which may be be in friendly territory; if not, FF7 may
unfamiliar to many PC gamers’ palates. take some getting used to.
Most of the visuals are heavily influ- The game’s simplicity isn’t neces-
enced by Japanese animation; the music sarily a bad thing. Most tasks, from
is generally cheesy and repetitious; a combat to spell casting to inventory
single character represents the whole management, are conducted with the
adventuring party as they travel across same few buttons or keys, so the inter-
the map; monsters don’t appear until face soon becomes second nature. And
the party is suddenly thrust into com- the magic and combat systems aren’t
bat; and the interface is very simple (in just simple, theyre elegant.

Cloud 930/ 930
Barret 982/1015
648/ 783

With their dramatic graphics and animation, combat spelis are the game's most visually pleasing
aspect — especially when they're powerful summon spells.
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Magic in FF7 revolves around spe-
cial orbs called materia, which impart
spell-casting powers to their owners:
Lightning materia lets you hit the
enemy with bolts from the blue; Ice
materia yields cold-related spells; etc
Each weapon or piece of armor has a
number of slots that can hold materia —
the more advanced the weapon, the
more slots it generally has. And some
slots are linked, so that one orb of
materia can be paired with another orb
that modifies its power; for example,
Restore materia placed in a slot linked
with All materia lets you cast a healing
spell on all the members of your party
at once. Finally, Materia grows in
power with each use, giving characters
access to new, more powerful spells.

Combat strikes a unique balance
between real-time and turn-based
action. You give orders to each of your
characters in turn — but even as you're
telling one hero to cast a spell or attack
a nearby foe, your enemies are taking
their turns and your other team mem-
bers are carrying out their last orders
and waiting for more. As a result. bat-
tles have a real sense of urgency with-
out becoming arcade-style twitch-fests.
The one aspect of FF7 that isn’t at all
simple is its story. Some PC roleplayers
will no doubt find the game too linear; it
doesn’t let your characters wander the
land at random with nearly as much
freedom as traditional RPGs do. But
FF7's linear nature allows it to tell a
complete, coherent story that's gen-
uinely epic and involving.

Dialogue is another story, unfortu-
nately; on the whole it’s pretty bad. But
that’s probably a result of the original
Japanese dialogue being merely
mediocre — as it is in most computer
games — and then being poorly trans-
lated into English, so it's understandable.

The game has a few other flaws,

Materia 101

Final Fantasy VIl's unigque magic system
revolves around orbs of materia that can alter
character attributes and let them cast sy
or summon powerful creatures. Properly man
aging the materia you find is a key to success

« Independent (Purple)

Purple materia helps the character
who carries it, either by boosting certain
attributes or increasing hit points and magic
points. Use these to compensate for certain
characters’ weaknesses.

« Support (Blue)

Blue enhar
materia. The All support materia is handy,
since it lets the spell it's linked to affect all of
your enemies or allies al once.

s the effects of other

1 Finding a way through this door is one of the many non-combat puzzies in the game.

some of them arising from a failure to
take advantage of the full capabilities of
the PC. Like so many other games trans-
lated to the PC from a videogame con-
sole with no capacity to store large files,
FF7 doesn’t let you save the game wher-
ever you like; you can only record your
progress when you reach specific save
points (or when you're traveling on the
World Map, which you won’t reach
until you're eight hours or more into the
game). Movement with the cursor keys
or gamepad is occasionally awkward —
a problem that could’ve been easily
solved with support for the PC’s mouse.
And conversations in the game take
place as text on the screen rather than
as recorded speech (although, since the

« Command (Yellow)

Yellow materia lets you perform a vari
ety of actions during combat; Sense lets you
see how badly an enemy is hurt; Steal lets
you nab items from baddies; Enemy Skill
you use attacks that have been used against
you in the past; elc

» Magic (Green)

Green materia is the most comman. It
includes offensive spells like Fire and heal-
ing spells like Restore. Link green materia to
blue support materia to change its effect

« Summon (Red)

By far the most powerful materia,
Summon materia lets you call on some hig-
time monsters to fight on your side — which
could include a demon from hell or a dragon
from the skies.

Some of the magic spells are amusing as
well as impressive to watch.

cious, this is no huge loss).

Instead of optimizing the game for
the PC platform, Square apparently did
only what was required to get its Play-
Station game running under Windows.
That’s a little disappointing, but FF7
started out as a very good game, and
it'’s still a winner on the PC.

-Michael Wolf
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sments; console save locations.

This giant PlayStation hit isn't
ined to change the face of PC role
it's still a blast
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Liberafion Dau

We Recommend
Pentium 300; 32MB RAM

Required

Windows 95; Quad-
speed CD-ROM drive;
Pentium 133; 16MB
RAM; 120MB hard-drive
space; Windows-
compatible sound card

Multi-player: Serial/Null Modem; Modem (28.8); IPX;
TCP/IP; Maximum Players: 4;
Free Internet Service:
www.imagicgames.com

oining Hardbodies I, Return
to Salem’s Lot and Porky’s Il
in the ranks of sequels
nobody asked for is
Liberation Day, a follow-up
to Interactive Magic’s Fallen
Haven. A fair turn-based
strategy game from last
year, Fallen Haven was
promising but flawed. Units
were easily destroyed and
too few, missions had a puz-
zle-like feel, and multi-player
support was conspicuously
absent. Though the game was decent
and these were only minor problems, it
was a non-starter among most gamers,
who stayed away in droves.

Now Interactive Magic and devel-
oper Micomeq are taking another trip to
the well with a “refined” version of the
same game featuring new battles and

graphics still have a jarring, cartoonish feel.

T Terrain tiles are far more diverse than in its predecessor Fallen Haven, but the

units, new multi-player features, and
new bugs. Surprisingly, it’s a success
overall. Most of the problems of the
original have been fixed, though some of
the more interesting elements have been
eliminated along the way. The result is a
game that is a bit dated and clumsy at
times, but provides an effective alternative
to the current glut of real-time games.

Liberation Day begins with the
assumption that the humans lost Nu
Haven at the end of the previous game
and now the aliens are using it as a for-
ward base. The campaign pits you
against three races: the thick Shubblar,
the clever Shadamar, and your old foes,
the Taurans. By recapturing islands on
the planet, you gain new technology
and units to use in your quest to drive
off the Taurans. There are about 40 mis-
sions that can be played sequentially in
campaign form, or individually in “skir-
mish”™ mode, There is no random map
or mission generator and no editor, so
once you've finished the 40-odd maps.
you've finished the game.

As in Fallen Haven, Liberation Day
is played in phases that involve building
structures that give bonuses and allow
construction of new units, upgrading
units with research points, invading
provinces, and moving on. The over-
arching strategic element of Fallen
Haven has been simplified so that sec-
tors no longer have significant research
and production values. You don’t deploy
units via drop ship into adjoining territo-
ries, as you did in the
original. Instead,
structures located at
your base generate
deployment points
that you spend to buy
and deploy an army in
a target sector.
Similarly, research
has been simplified.
Instead of allocating
research points via
slider bars, you pick
up technological
enhancements by seiz-
ing certain structures
in alien territory. Once
a new technology is
gained this way, units
may be upgraded to
improve their speed,
range, and firepower.

Graphically,
Liberation Day is no
great shakes. A new
............ 1024x768 resolution

C - Strate & &
| atogory: i | This leisurely turn-based sequel to Fallen
[Davniopar: Micomeq
- - Hawven turns out to be a fair prescription for
Publisher:  Interactive Magic, (919) 461-0722
www.imagicgames.com the summer doldrums.

T Humans take a pounding from alien aircraft

in the frozen wastes of Nu Haven.

mode shows more of the map at greater
detail, but the units themselves are still
a little fuzzy. Terrain tiles look okay, but
not quite up to the current standard.
The weird, blotchy explosions of the
original are still annoying. On the plus
side, the interface is decent, and the
addition of a mini-map makes moving
around quickly much easier.

There are now more than three
times as many units in Liberation Day
than there was in Fallen Haven. It used
to be pathetically easy to wipe out units
because there was no reaction fire, so
the addition of preemptive fire in
Liberation Day drastically improves play
balance — you can’t move in and wipe
out everyone before they can react.
Multi-player support (co-op and death-
match) is welcome, and the several
dozen game maps and connection
methods make it quite effective. On the
downside, there is some anomalous unit
artificial intelligence behavior (i.e., a
unit not moving and thinking it has),
and one of the most horrendous, pro-
tracted, buggy. and immense save game
features on the market. In the end,
Liberation Day is a decent, effective turn
based strategy game that’s hard to get
passionate about, but easy to enjoy.

—T. Liam McDonald
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puzzle-like; adequate graph
zature; no alien campaign

Missions fee

ics; screwy save gar
It's not the sharpest turn-based
wargame, but it's decent enough if the price is right
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Beast Wars: Transformers

[cl Actinn | LB N N B N N N NN N N
ategory: - - - -
o Those famous “robots in disguise”™ hit the
IDe\reIopat Sony Computer Entertainment Europe
- PC with guns blazing — but they’'re badly in
Publisher:  Hasbro Interactive, (617) 746-2903
www.hasbro.com need of a tune-up.
Required we Hecummend .......................

Pentium 166; Direct3D
card; Supported sound
card

Windows 95; Quad-
speed CD-ROM drive;
Pentium 100; 16MB RAM

Predacons, who have crash-
landed on an alien planet rich in
a mineral named Energon.

Multi-player: Modem: 28.8, IPX: 4, TCP/IP: 4,

Maximum players: 4
Free Internet service: www.zone.com

hile I preferred the com-
plex sociopolitical views
of G.I. Joe over the com-
paratively blasé mayhem
of The Transformers, I've
always had a soft spot for
those wise-cracking, mor-
phing robots. | wasn’t
sure what to expect from
a game based on Beast
Wars (the computer-ani-
mated version of the
Transformers saga), but |
assumed you couldn’t go
wrong with the classic transforming
mechs. Unfortunately, Beast Wars is,
(sigh!), just another sterile PlayStation
port with a tacked-on license.

Sticking to the Saturday morning
cartoon’s “plot,” Beast Wars follows the
new battles of the Maximals and

Energon is powerful stuff, and
overexposure results in mechani-
cal failure — thus, requiring the
ability to transform into biologi-
cal organisms to avoid damage.
It goes without saying that in
spite of their new surroundings,
the Maximals and Predacons
continue to engage in their petty
and ineffectual battles.

Beast Wars is a standard
over-the-shoulder actioner simi-
lar to the Tomb Raider games,
but with more emphasis on raw
blasting than puzzles. After
selecting your favorite
Transformer, you'll tromp
through urban and volcanic
landscapes, while waves of evil

Here's Optimus Primal, the hero of the Maximals. Even
though he got killed by Orson Welles in the Transformers
movie, he’s back for more in this game.

robots attack you. The targeting is auto-
matic as in Tomb Raider, but is easily
confused — when taking on more than
one enemy, the camera starts shifting
like crazy, trying to keep all the baddies
in view, Strafing is difficult, and anyone
expecting these mechs to pull off nimble
leaps will be disappointed.

Naturally, Beast Wars gives you
the ability to transform. While the robot
mode is laden with firepower, playing
in ‘Beast Mode' is like being a crippled
rabbit in a Marty Stauffer video. The
only advantage to beast mode is the
added speed, which
can assist you in the
one-misstep-and-you-
die jumping
sequences. And before
you start thinking that
you'll just play all of
the game as a mech,
be forewarned that the
excessive Energon
drain means you're
very limited in the time
spent shooting. Once
your Energon drops
to zero, you'll be
forced to transform.
You'll probably spend
more time running
around like a idiot,
dodging laser fire and
waiting for your
Energon to restore,
than actually killing
your foes. And don’t

Though Megatron’s beast form is supposed to look menacing, all | see is a big, forget that transform-
huggable, purple dinosaur. Come on then, let’s sing a song about fire safety!

ing back and forth
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. takes time, making you

very vulnerable to enemy attacks.

But the biggest drag is that Beast
Wars looks nothing like the TV show,
which made a name for itself by pumping
the kiddies full of CGI-rendered eye-
candy until they were ready to toss their
Froot Loops. While the geometric dome
explosions and shockwaves look great,
the rest of Beast Wars’ graphics are sub-
par — the terrain looks very odd when
viewed from a distance, and the polygons
distort, even on a Voodoo2. More notice-
ably, the Transformers’ beast forms aren’t
as menacing as they should be —
Optimus Primal looks like one of the mon-
keys from Tomb Raider, and Megatron’s
uncanny resemblance to Barney the
Dinosaur should elicit a few giggles.

All in all, Beast Wars combines
mediocre graphics and control with
ridiculous “‘Energon’ resource manage-
ment to no enjoyable effect. Don't be
fooled, Transformers fans — you'd be
better off buying fifty bucks’ worth of
toys than wasting your money on this
lame cash-in.

—Colin Williamson
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Redjack: Revenge
of [he Brerhren

ceo 00PN RRRRS

Cat : Adventu ) “
[Category sk - I Cyberflix comes closer than ever to making
| Developer: Cyberfiix
a good adventure game — but scuttles it with
Publisher:  THQ Inc., (818) 225-5167
www.thg.com loads of mouse-twitching nonsense.

We Recommend

Eight-speed CD-ROM
drive; Pentium 200;
32MB RAM

Required
Windows 95; Double-

speed CD-ROM drive;
Pentium 100; 16MB

from time to time, perhaps in an attempt
to make the game more appealing to
action-hungry players. The real-time

RAM; DirectX-

compatible sound and

video cards; Mouse

Multi-player: None

hen | began playing
Redjack, my expectations
weren’t sky-high. After
all, it was developed by
the company responsible

for the awful Dust: A Tale

of the Wired West and
Titanic (which, despite a
recent sales boost gener-
ated by the unrelated
monster-hit movie of the

same name, is an average

adventure at best). 5till,

I'd seen early versions of
Redjack, and it looked like it could be
quite good.

So 1 wanted to like this game. |
honestly did. And as Redjack’s pirate-
vengeance story began to unfold and 1
solved the first few puzzies, I really
started to warm to it. Then [ ran into
the first of a whole slew of major stum-
bling-blocks.

Redjack isn’'t completely without
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Young Nick Dove is confronted by a vision of
1 Redjack, the pirate whose death he must

avenge. The characters in the game look good.

appeal. It's certainly not another soulless
Myst clone; you're not exploring a ster-
ile, deserted landscape and occasionally
running across completely self-con-
tained, abstract, tile-sliding puzzles. You
actually meet people and talk to them;
and you pick up strange items and figure
out how to use them in puzzles that gen-
erally make sense in the context of the
game's setting and story line. In those
respects, it's one of those rare commodi-
ties in today’s PC gaming market: a real,
old-fashioned adventure game.
Technologically, it’s not stunning,
but it's a major improvement over Dust
and Titanic. The DreamForge engine
used to create those two has been
updated to version 5.0, and the result is a
game that looks nothing like its prede-
cessors. The characters you speak to no
longer look or move like motorized man-
nequins, and panning panoramic views
like those in Zork: Nemesis and Of Light
and Darkness let you look up and down
or turn to face any portion of each 360-
degree scene. Some of the locations are
very nicely done; they aren’t exactly real-
istic, but they have their own depth and
life. It’s a little like being allowed to wan-
der around freely behind the scenes at an
amusement park attraction like Disney’s
“Pirates of the Caribbean;” it's a cartoon
of real life, but it's a fun place to visit.
The problems begin when you run
into the first of Redjack 's mini-games, lit-
tle arcade-style challenges that pop up

sword fights are fun, and if your striking
and parrying skills aren’t up to snuff
you'll often find some useful aids in your
surroundings (heavy things to pull down
on the enemy, objects to use as shields,
etc.). Unfortunately, most of the other
twitch games are far, far too hard. A
musket-battle against corrupt guards is
an exercise in frustration: even on your
fifth or sixth try, when you know when
and where the guards will pop up,
you've still got to contend with the
mouse-driven movement interface,
which either pans the view too fast for
precise aiming or too slowly to let you
draw a bead on a bad guy before he
drops you. By the time you make it past
this portion of the game (and there’s no
way around it), you'll be reaching for the
Rogaine. Then there’s the lava-jumping
sequence, which is even more vexing.
And those two are only the beginning.

It's possible the action bits were
only made so difficult to compensate for
another of the game’s shortcomings.
Most of Redjack s puzzles are so simple
that the game would be disappointingly
short if the traditional adventure-game
portions weren’t broken up by arcade
sequences that the average gamer will
have to play over and over again. But
with all of this die-and-die-again mouse
twitching, Redjack is worse than disap-
pointing — it’s just plain aggravating.
Whose idea of fun is this?

— Dan Bennett

graphi
Puzzles are
too easy; action sequence

Without th

are far too hard

arcade bits shoehorned in, Redjack could've been

a decent adventure
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LIFE OR DEATH.
YOU DECIDE.
BECAUSE EVERY
SECOND COUNTS.

FIGTENRD ron LIFrE .

Face to face with your worst nightmares.

4, 4 CHEMICAL SPILLS,

~*~ 48 | TORNADOES, EARTHQUAKES,
1114 TERRORIST ATTACKS AND

PROTESTS GONE AWRY.

In Emergency: Fighters for Life

rescue units, police cars and fire
engines are deployed at your command.
Mobilize your units of highly specialized
medical and police personnel, controlling
the crews in their constant battle to save
your fellow human beings.

Run to your favorite retailer
or call 1-800-229-2714

Go to www.pcgamer.com/request Product #257
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X-COM InFerceptor
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Cat : Action = = = _ )
| sacovol J MicroProse's classic series heads into deep
]Fsvalapan MicroProse
: space as a 3D combat sim and becomes
Publisher:  MicroProse, (510) 864-4550
WWW.Microprose.com something it never was before: boring.
Required We Recommend

Windows 95; Quad-
speed CD-ROM drive;
Pentium 133; 16MB
RAM; 85MB hard-drive
space; Windows-
compatible sound card,

Mouse

Eight-speed CD-ROM
drive; Pentium 200;
32MB RAM; Direct3D-
compatible accelerator

card; 270MB hard-drive
space; Joystick;

Throttle; Rudders

Multi-player; Serial/Null Modem; Modem: 28.8; IPX:
2-8 players; TCP/IP; Max Players: 8
Free Internet Service: www.zone.com
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ver since it first crept up on
gamers and whacked them
upside the head with its
engaging gameplay, Micro-
Prose’s excellent strategy
game X-COM: UFO Defense
has screamed to be a fran-
chise. MicroProse has been
smart enough to recognize
this and already obliged with
one adequate sequel (Terror
from the Deep) and one very
good one (Apocalypse).
Moving the franchise into 3D
action territory was a logical next step,
and on this front, MicroProse is taking a
two-pronged approach. The first title out
of the chute is Interceptor (space combat)
and the next in line is Alliance (ground
combat). On playing the first of the two,
all I can say is... let's hope they fare bet-
ter on the ground than they do in space.
It’s not that Interceptor is a bad
game. Many of its elements are strong in
isolation, but when taken together over
hours or days of continuous play. they
become numbing. It's a reverse gestalt:

If you don’t respond quickly to those alien sightings, you will
quickly find yourself defending a base such as this one.

The sum is less than
the parts. Many of

the classic X-COM ele-
ments (tactical combat,
research, and manufac-
turing) are either miss-
ing or pared down and
impotent. In place of
turn-based tactical
combat against alien
foes, the focus has
shifted to fast-paced
space combat punctu-
ated by long stretches
of galactic manage-
ment. (Or, taken from
the other direction, it’s
a strategy game punc-
tuated by bursts of

solid on the surface:

most have a stylish look and sharp modeling.

action.) The idea is rock 1 UFOs of the various races are all represented in Interceptor, and

You manage the strate-

gic element, and then hop in the
cockpit to fight the battles, creating
and participating in a dynamic cam-
paign. In practice, however, the idea
doesn’t hold together.

The problems with Interceptor
aren’t obvious at the outset, but they
become painfully clear over time.
When you start up a new campaign J
game, you are plopped in the middle
of a galaxy being infiltrated by
UFQOs. Various corporations are in
control of planets in this galaxy, and
these corporations provide your
operating budget in exchange for
protection from alien incursion. Fail
to protect a company and they don't
pay, leaving you without the ability
to get new supplies.

X-COM oper-

You don't “research” new gear for your vehicles per
se, but download it from earth, bypassing the need
for those geeky scientists.

ations are run

from orbiting bases
spread throughout a
star map, and here we
have the first of several
problems. There is an
eight base limit, and
bases must be placed a
certain distance from
each other. This means
you can’t cover the
whole galaxy. These
limitations are here to
prevent the player from
overwhelming the
aliens with wide base
coverage and bringing
on the endgame too
soon. This is an artifi-
cial solution to a prob-
- lem that could have

been handled with different techniques
of money management or a more
aggressive enemy artificial intelligence
(i.e., build too many bases and trigger a
full scale alien assault).

Base management is the core of
the strategic game. You can add new
modaules for training, housing, and
defense; manage supplies, crews, and
weapon loadouts; and handle research.
All of this is greatly simplified from
other X-COM games, and logically so,
since the focus is on the action. You
only hire pilots, not technicians or sci-
entists. You don’t build supplies, you
order them. You don’t conduct
research, you download it from Earth.
Scavenged supplies are immediately
sent to Earth (how is not explained),
and you get the research back from
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them by downloading it through
a special communication array.
This is a rather dry approach to
gaining new equipment and tech-
nology, but it suffices as a game-
play element, and it works well
within the fiction of the game. The
problem, however, is that the
research “tree” is paced wrong,
giving you many of the prime
weapons in the first quarter of the
game and leaving only a few
choice items for later. This has an
unbalancing effect that directly
impacts the core of the game: the
action sequences.

You respond to alien incur-
sions by sending out ships. When
these ships are ready to engage
the enemy, you must hop in the
cockpit and start firing. As a pure
3D action shooter, Interceptor has

There are various difficulty levels that alter the effectiveness of the aliens, but once you get a good crew of
pilots, you can make quick work of the bigger ones.

its high and low points. The weird
retro look of the ships and the clever
and detailed modeling of the UFOs are
both strong elements, but overall, the
graphics are weak and repetitive. There
are a few space stations and a few dif-
ferent UFOs, but the cut scenes and
deep-space emptiness leave the game
with a bland, uninteresting feel. The
optional 3D acceleration smoothes out
the graphics and adds some effective
shading and lighting, but it's a far cry
from Wing Commander: Prophecy or
Descent: Freespace.

In terms of original gameplay in the
cockpit — there’s none. Controls are the
familiar stock we've seen in any other
space shooter: weapon cycling, energy
and shield settings, afterburners, taunts,
and targeting options. The cockpit art is
too large and not all that interesting,
even though it's spiced up with humor-
ous touches like alien head kill-boards
and “1 Brake For Sectoids” stickers.

You can send some rudimentary
orders to wingmen, but the smart ones
pretty much do the job on their own. A
good crew can clean out a few UFOs in a

Each one of your bases has some empty
“bays” for various expansion elements such
as turrets and research modules.

minute or two, leaving you with little to
do but pull your joystick.

However, the main problem isn’t
with the action engine itself, it's with
the narrow mission parameters that
quickly become repetitive and boring.
When a blip shows up on your main
strategic map, you send out a wing of
ships to investigate. If they encounter
the enemy, you drop
into a dogfight with
three or more UFOs.
These dogfights are all
exactly the same, and
they come every day or
two, meaning you fight
dozens of tiny, small
scale incursions.
Interceptor cries out for
an option to skip these
battles, but you cannot:
you must fight every
last one.

When you get
more powerful
weapons, these little
dogfights become like
swatting skeeters — it
often takes longer to
load the mission that it

partly a fault of the compressed
research tree and partly because there
is no option to automate the outcome of
an encounter. But the entire structure
of the campaign game is also a large
share of the problem. Even with a
strong offensive strategy, there will
only ever be a few types of action
encounters: interception, base defense,
and base attack. Period. That's it. You
can patrol zones to keep an eye out for
convoys and UFOs, and probe for
enemy bases, but almost every combat
sequence is identical, varied only by the
types of ships encountered. Sometimes
there are more or better ships, or
maybe something large that needs to
either be attacked or protected, but
none of this dispels the essential same-
ness of the encounters.

This is a game stuck in a loop. Its
own innovative strategic campaign ele-
ment is the undoing of its action ele-
ment, and vice versa. One element of
Interceptor negates the other. As a strat-
egy game, the other X-COMs are deeper
and more satisfying. As a 3D space com-
bat game, it is easily eclipsed by the re-
released Star Wars space combat games
or Wing Commander: Prophecy and
Descent: Freespace. Interceptor wants to
be too many things at once, and only
succeeds for a short time at being any of
them before the monotony sets in.

—T. Liam McDonald
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Strong -
strategic element; /
decent space 5
combat; nice alien

ship models.

Not enough mission variety. No way to
skip dogfights.

Nat as engrossing strategically
as the other X-COM games and not as cutting edge
as the curremt crop of space shooters.

1The main map can be zoomed and scrolled, and provides an

overview of the “frontier” and current alien spottings.
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Engage in the most
owerful Lands of Lore | =
experience yet, s

Explore vast new worlds including the

Ruloi Homeworld, the Shattered Desert,
and for the first time, the entire city of

Gladstone.

©1998 Westwood Studios, Inc. Lands of Lore is a registered
trademark and Westwood Studios is a trademark of Westwood

tudios. Inc. 3Dfx and the 3Dfx logo are registered trademarks
of 3Dix Interactive Inc. All nghts reserved

Choose one of four familiars who can

accompany you as a scout, spy, fighter,
gatherer, healer or thief.

Go to www.pcgamer.com/request Product #846
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Jescent: Freespace — he

lcgtagot\r_ Action ]

|Dava|npec Valition

Publisher: Interplay, (B0D) 969-4263
www.interplay.com

We Recommend

P200; 64MB RAM,;

3Dfx Voodoo- or

Voodoo 2-based
graphics accelerator;
28.8 Modem; Joystick

Required

Wing5; 8x CD drive; P133
w/Direct3D-compatible
hardware accelerator;
Pentium 166 (software

only); 32MB RAM; 210MB

HD space; Windows-
compatible sound card

Multi-player: LAN (Via TCP/IP protocol); TCP/IP:
Maximum Players: 12
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ith the notable exception
of the Wing Commander
series and the Star Wars
titles, space combat games
have been in short supply
in recent years, with few
developers venturing into
the dark reaches of space.
Now, it seems all that is
beginning to change.
Descent: Freespace is a
big sprawling space epic
that delivers all of the
dogfighting and sci-fi
thrills of the established masters with
impressive technology and loads of
options. With any luck, it'll be the first of
many envelope-pushing space blasters.

DEes™OY AsTERCiDe
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Volition’s first effort gives the established

space shooters a lot to worry about with

stunning graphics and loads of features.

Designed by Volition — an off-
shoot of Descent creators Parallax
— Freespace builds upon the cine-
matic style of Wing Commander
and the World War Two dogfight
ing style of X-Wing to produce
something seductively familiar and
surprisingly new. The storyline and
execution aren’t entirely original,
but it still sets a new high-water
mark for alien-blasting fun.

Though the name is borrowed
from Descent, Freespace has noth-
ing in common with the tunnels
and deadly mining robots found in
previous Descent titles. Instead, the
game heads into new uncharted
territory, putting the player in the
flight suit of a rookie Terran pilot

With impressive artificial intelligence for the enemy
pilots, you'll have to hone your dogfighting skills
before you can dish out the pain.

who will, surprise surprise, ulti-
mately have to save the day.

As the game begins, the Terrans
are locked in a pitched battle for control
of the galaxy’s subspace nodes (portals
that allow ships to move faster than
light to different areas of the galaxy)
with a race known as the Shivans. In
the midst of the conflict, a mysterious
and deadly race known as the Vasudans
appears through one of the subspace
nodes and begins a relentless march

In this jaw-dropping mission, you'll need to clear a path for this crippled cruiser before those asteroids
pound it into dust. Many of the single-player missions are exciting and memorable.

through the galaxy, leaving death and
destruction in its wake. Eventually, the
Terrans and Shivans set aside their dif-
ferences, uniting to combat this new
threat, yet even with their combined
forces, the Vasudans seem poised to get
the better of them.

The sole single-player campaign
unfolds through a selection of strike,
defense, reconnaissance, and scramble
missions against the Shivans and
Vasudans, but the designers deserve a
pat on the back for making each mis-
sion exciting and memorable. Some of
the missions are so dramatic that you'll
want to play them over again. In one
early mission, you're required to nurse-
maid a damaged cruiser to a jump-point
located in a cluster of orbiting asteroids
— but there aren’t just a few paltry
boulders, there are dozens (if not hun-
dreds) of whirling dirtballs that threaten
to crush the ship — and you — in the
process. During a later mission, you'll
fly above the superstructure of the
Vasudan behemoth Lucifer dogfighting
bombers and fighters while avoiding
laser fire from the ship’s defensive tur-
rets. While the mission difficulty is a bit
uneven — some are terribly easy while
others need to be played ad nauseam to
complete — the ingenuity of the mission
designs makes the campaign worth
replaying a couple of times through.

But the bread and butter of
Freespace has to be the graphics, with
big. expensive-looking explosions and
giant capital ships that fill the screen
with incredible detail, In either the soft-
ware or hardware mode, Freespace
delivers spectacular visuals with colorful
nebulae and planets rushing by in the
distance, incredible starfield effects, and
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massive ships. Though the game sup-
ports the latest 3D hardware through
Direct3D, the software rendering mode
is surprisingly robust, delivering most of
the sexy effects without an accelerator —
you'll need a slightly better machine to
run in software, but with a 233 or
higher, it's very playable and smooth.

Some effects serve to accentuate
the sensation of speed (firing the after-
burners results in a sharp jerking motion
that blurs the starfield) while others
serve to pound home the hazards of
space combat — as large ships or aster-
oids are destroyed, they break apart into
smaller sections, often exploding into
still smaller sections. While the dogfight-
ing style and simple physics modeling of
Freespace is still a long way from
Newtonian physics, there are a few
tricks that make the experience just a bit
more convincing. For example, if you get
too close to a ship as it’s destroyed, the
concussion shock wave will knock you
around, and if you get too close, you
may end up with damaged systems.

As you progress through the cam-
paign, management of resources and
ships plays a part in your success.
Before heading out on certain missions,
you can determine which type of craft
you want to fly and which weapons to
use. You can also change the settings
for the ships in the accompanying
wings. As new ships, technologies, and
weapons become available, you'll have
make do with a limited supply, which
adds to your command burden — do
you use them right away, or do you
keep them in reserve for when you're
really in a bind?

No matter which weapons you
choose or which fighters you select,
you'll still be out-gunned and out-num-
bered by the Vasudans, and you'll need
more than keen dogfighting skills to sur-
vive. To counter the odds, Freespace
puts you in a leadership role for every
mission. Wingman control extends
beyond the guy on your right, putting
you in control of every friendly fighter in
the battle. Using a slick communication

Freespace’s cinematics like this opening scene are
well done and fun to watch, but don't really add to
the story as much as they could have done.

During key missions, you'll witness the devastating firepower of the enemy wreak havoc on
friendly units, The massive Vasudan ship Lucifer delivers a pounding to this Terran space station.

interface, you can issue commands to all
fighters in the area, or specify individual
wings or specific ships to perform a
broad selection of commands such as
attack, defend, retreat, rearm, etc. In
some missions, you can even call in rein-
forcements when the going gets tough.

While some games tend to dumb
down wingman controls, the ability to
command and control entire wings isn’t
a throwaway design element in Free-
space — successfully directing the Al
ships is often an essential element in a
mission’s success. During certain mis-
sions, you'll need to defend fleeing capi-
tal ships at all costs, using every fighter
at your disposal to fend off the attack.
Luckily, the artificial intelligence of vour
comrades is relentless and ruthless,
even if they're not terribly bright.
Computer-controlled ships will attack
the largest and most heavily defended
capital ships or installations merci-
lessly, rearm when their weapons
stores are empty and return to the
fight without complaint. At times,
though, the effectiveness of the
computer pilots can rob the player
of that do-it-yourself satisfaction —
during the game’s final mission, I
actually completed the objectives
without firing a shot.

Once the single player game is
over, Freespace has a double-threat
of options to keep you gaming for
months to come. Multi-play allows
you to play missions from the sin-
gle-player campaign cooperatively
or competitively with players online
or over a LAN. Capture-the-flag
missions and team play are also
available, but one option that's miss-

ing is a pure dogfight mode. At the time
of this writing, LAN play (through TCP/
IP) was acceptable, but Internet play
was a bit fussy, with poor latency han-
dling and a few annoying bugs. Volition
has released several updates to address
the problems, but admits there may still
be more to come before the problems
are cleared up properly.

In addition to the multi-player
options, Freespace includes a robust
mission editor that allows players to
create their own missions or campaigns
for use in single or multi-player games.
Unlike a lot of bundled editors, the
Freespace editor is surprisingly easy to
use, yet powerful enough to create just
about any scenario you could wish for.

Even if you’re not interested in the
extras, the incredible mix of high-tech
glitz and dead-on space combat of
Freespace’s single-player campaign is
simply too good to pass up, proving the
genre has room for more than the
established big boys. With any luck,
we’ll have add-on discs and sequels to
look forward to in the months to come.

—Todd Vaughn
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graphi smooth
Short single-player campaign; thin story

control. Robust
mission editor and
line. Some fussy Internet play

multi-player options.

Freespace sets a new standard
for sci-fi shoot "em ups with its first-rate produ
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“DragonFire will raise the bar for RPG/
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Explore the depths of Adantis. There lies the answer to an
ancient prophecy and the key to the kingdom.

T
; ; a nt Come face to face with Hydras, Minotaurs and a myriad

of creatures magically brought to life.

{o
be
King.

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

1 Category:  Strategy
| Developer: FASA Interactive

LR N N N B W]
] The BattleTech universe comes to the PC

with a few fumbles, but if you can look

Publisher. MicroProse, (510) 864-4550
www.microprose.com past its problems, it's a Mechload of fun.
Required we Hecomme“d ........................
Windows 95; Quad- Pentium 233; 64MB put aside the differ-
speed CD-ROM drive; | RAM; 550MB hard-drive ences that have kept
Pentium 133; 16MB space them divided for hun-
RAM; 150MB hard-drive dreds of years and form
space; DirectX 5.0- the Star League
compatible sound card; Defense Force. The Star
Mouse League’s first order of
business: the liberation
Multi-player: Serial/null modem: Modem: 28.8; IPX: of planets occupied by
2-6 players; TCP\IP: Yes (requires the Smoke Jaguar Clan.
Mplayer or Internet Gaming Zone); _ AsaMech-
Maximum players: 6; Free Internet ser- Commander in the
vice: Mplayer, Internet Gaming Zone First Davion Guards,

you've been assigned
the task of reclaiming
the planet of Port

ver since FASA Interactive Author — it's a role

published the first BattleTech that gives you complete

board game back in 1984, and total control over

legions of devoted fans have your Mechs. It's up to Keeping your Mechs on the move during combat will cut down on
elevated it from a roleplaying you to purchase the damage they take. You'd think they'd move on their own without
war game to a major indus- Mechs, pilots, your help, but that's often not the case.

try. Fans can read BattleTech weapons, and other  b0—mo0opoouoooouo o ——
novels, join a BattleTech components from Battalion Command; ing on which Mechs to deploy, what
MUD, MUSH, MUSE, or once you've outfitted your Mechs, you weapons to equip them with, and which
other online environment, issue commands for movement and pilots to use is enough to make a

visit BattleTech VR Centers attack from an overhead perspective, BattleTech newcomer's head start spin-
(or at least could, many are At first, I was a little overwhelmed ning. After you've been through the
now closed), enjoy a at all the options open to me: Just decid- process a couple of times, though, it

BattleTech card game (by
Magic: The Gathering creators
Wizards of the Coast), and even pur-
chase BattleTech figurines. And of
course, there’s the computer games
from Activision — BattleTech: The
Crescent Hawks’ Inception,
BattleTech: The Crescent Hawks’
Revenge, MechWarrior and the
MechWarrior 2 series.

Now, the BattleTech universe
has taken yet another turn, as FASA
and MicroProse have teamed up to
create MechCommander — a tacti-
cal/strategic game that borrows
heavily from the board game. But in
this case, the intense devotion of
BattleTech fans proves to be some-
thing of a double-edged sword —
hardcore fans of the board game
and other BattleTech titles are howl-
ing in anger over the game’s design.
while gamers not as familiar with
the BattleTech universe are wonder-
ing what all the fuss is about. But
while it’s true that MechCommander
has some flaws, it's nowhere close to
the disaster some are making it out
to be. And if you stick with it long
enough, you'll find that it actually :
succeeds in spite of itself. 1

Real-time strategy players that are used to destroying every enemy structure they find will need to cool
their jets in MechCommander: Many buildings should instead be captured for components or occupied in
order for you to do repairs on your damaged Mechs.

The action in MechCommander
revolves around a decision by the
Great Houses of the Inner Sphere to
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Here's a puzzler for you: how come FedCom
is able to provide you with this fully detailed
topographic map before a mission, but you
don’t have access to it after you drop to the
planet surface?

really does become second nature. Even
s0, you can easily spend a good 15 or 20
minutes trying to get the most bang for
your buck because the combined weight
of your Mechs and ancillary vehicles
can't exceed a certain tonnage limit.

It’s this component of Mech-
Commander that really sucks you into
the game. Because pilots improve their
skills over time, you've got to make sure
you don’t let your best ones die need-
lessly and, consequently, you begin to
care for these guys. During combat, you
need to capture any available resources
and try to disable enemy Mechs rather
than destroying them so you can sal-
vage them for parts. The addition of
artillery support, sensor probes, and
camera drones add even more to the
sensation of commanding units from a
remote location.

During combat, however, you'll run
into various annoyances that detract
from the experience. The biggest prob-
lem is that it's almost impossible to stay
on top of what your pilots are doing:
they might be wasting precious missiles
on minor targets, standing stock-still in
combat when they should be on the
move, or utterly annihilating a damaged
enemy Mech rather than disabling it in
order to salvage parts. Of course, you

Use walls and buildings to minimize the damage your Mechs take
from line-of-sight weapons such as lasers and auto-cannons.

The Zoom-In view gives you a chance to relish MechCommander's stellar combat graphics and
animations, but the limited viewing area makes tactical planning more difficult.

can always step in and take control of
them yourself — there are options that
allow you to aim at the legs or head of
an enemy Mech in order to disable it,
and by constantly moving your Mechs
you lessen the damage they take — but
that’s an extremely formidable task,
given how fast things are happening and
how sprawling some missions can
become. The solution, of course, would
be a setting to slow things down — a
standard feature in nearly every real-
time strategy game on the market, but
one that's curiously absent here.

Those are the most obvious flaws
with combat, but there are others. Units
are placed in groups at the start of mis-
sions, but you can't reallocate them into
new groups once they hit the planet: If
I've only got four Mechs,
I'd sure like to be able to
divide them in two
groups for flanking pur-
poses. Here's another
puzzler for you: why can
you see a map of the
entire area before a mis-
sion, but not after the bat-
tle begins? Thanks to that
“fog of war” and the lack
of in-game saving, most
players will spend the
first couple of attempts at
a mission simply explor-
ing the map to discover
the lay of the land and
location of enemies.
Additionally, the linear
campaign makes it all too
. easy to get stuck on a dif-

ficult mission, leaving you unable to
proceed further.

MechCommander features free
multi-player action on Mplayer and the
Internet Gaming Zone, but there are two
big glitches in the multi-player design.
The first is that if you screw up picking
pilots or Mechs and have to select
another, you only get half the Resource
Points you paid — most players will just
quit rather than continuing with such a
handicap. The other is that there's no
way to configure Mech groups offline:
instead, everyone has to wait as players
painstakingly buy and outfit their Mechs.

But in all fairness, ['ve got to admit
that after | hit “the wall” in terms of
frustration, I still found myself enjoying
MechCommander in spite of the myriad
problems with combat. As it stands,
MechCommander can be a very fun
game for those with patience; with a
few relatively simple revisions, it could
become the most authentic BattleTech
game available.

—Stephen Poole

there’s still a lot of fun here
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The most anticipated RPG of the year.

In the FORGOTTEN REALMS™, we've lived through foul pestilence,

vicious battles, exorbitant taxes, and even the occasional dragon. But

when HE showed up, things really started getting ugly. p
]

Prepare to be immersed into a world of intrigue and mystery on a
perilous quest to rescue a storied land from impending war. Even your p ..
own soul is at stake as you and a party of adventurers become entangled in \ " ‘ <

a dangerous riddle of betrayed alliances, dark prophecies and murder. 'y

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

# » Explore an immense, intricate game world -~ from cloud-covered : e
f??. mountains & rain drenched plains to dark catacombs & abandoned g
% temples - all meticulously rendered in lush, 16-bit SVGA graphics.

¥
g 4 Invoke more than 100 spells - Freeze enemies with an icy blast “y N § ..'
¥ from a Cone of Cold, or incinerate them with a searing stream of ‘ .

. magical flame.

vh

&. s Push your leadership skills to the limit as you guide a party of up i
P 10 six characters, cach with a personality that affects gameplay. ‘
% ' Don't let your stubborn fighter pummel the arrogant thief - you b

may need their teamwork in your next battle.

Create your character from six AD&D® races and 26 different _.
®. classes and subclasses. You control every attribute, down to skin oo
b and hair color, weapons, and armor - all accurately depicted on-screen. _ '
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Fox Sporfs Golf ‘99

[Categnr\«: Sports

[Devalupsr: Gremlin Interactive |

Publisher:  Fox Sports, (970) 522-5369
www.foxsportsgames.com

We Recommend

Pentium 166; Eight-
speed CD-ROM drive;
32MB RAM; 219MB hard
drive space; Direct3D
accelerator

Required

Windows 95; Pentium
120; Four-speed CD-
ROM drive; 16MB RAM;
87MB hard drive space

Multi-player: Serial/Null Modem; Modem; IPX;
TCP/IP; Maximum players: 4;

Spawnable: Yes

no announcers (John Walls and
Peter Alliss provide the plucky
commentary), and choose from
a host of graphics options. On
the course, you'll be able to
choose from an almost infinite
variety of views to play from,
and a large number of replay
angles to provide a great look
at your best shots. Every hole
has a fly-by describing its subtleties,
and if you want to take a look for your-
self, you can even walk the course using
your mouse. It's a great feature, and no
golf game should be without it.

fter making a name for itself
in the world of television
sports coverage, Fox is now
setting its sights on the cut-
throat arena of PC sports
games. One of the first titles
out of the chute is a golf sim-
ulation from developer
Gremlin Interactive.
Released in Europe as Actua
Golf 2, this game shows a lot
of promise, but ultimately
falls a bit short when forced
to compete with the likes of
Links LS and Jack Nicklaus 5.

Fox Sports Golf "99's most attractive
features are the huge number of game-
play and viewing options available.
Three different swing methods, eight
courses set around the globe, and eight
different modes of play provide plenty of
variety to keep you busy. The two tour-
nament modes (amateur and pro) are
very well done and make you feel like
you're actually participating rather than
looking at a board full of numbers to
best. To progress to the Pro tournament,

swing. Weather effects, such as high winds and heavy
rains, are another option for customizing the game.

7 Hit the driving range to work out the kinks in your

There's a lot to like in this full-featured golf

sim, but some work still needs to be done to

make it a real contender.

you must reduce your hand-
icap to even par in the ama-
teur tour,

Just about everything
in the game is customizable.
You first create your on-
screen persona from a
number of different
options, such as clothing
styles and the clubs you'll
carry in your bag. You can
decide to have one, both, or

The walkthrough feature is awesome, letting you view every inch of
the terrain to plan out your shots.

Sadly though, the gaffes in Golf 99

come where it hurts the most — in the
gameplay. The two and three-click
swing meters are poorly calibrated and
move much too fast. The real-time
mouse swing is the best bet, but it too is
rather fussy and will send your ball
hooking or slicing at the slightest twitch
of your wrist. It also takes some getting
used to, because using the suggested
lines on the meter for strength of shot
are totally misleading. You'll have to get
a real feel for it before you start hitting
decent shots.

The putting model in the game is
just plain wrong. Regardless of the
slope of the green, it seems that
every putt is just about straight on.
Sixty-
footers and beyond can be made far
too frequently. Also, no matter the
length of the putt, the amount of
force you need to strike the ball
barely changes, giving you no tac-
tile feel when on the green. The
look of the putting game is strange
as well. The ball rolls much too
slowly, making every putt look like
it's taking place on a vicious down-
hill slope on a sun-baked green.

The physics model has some
other problems you'll have to deal
with. The type of ground (rough,
sand, etc.) you're on and the wind
will have a direct effect on your
shot, but there appears to be no

adjustments for the angle, making
uphill, downhill, and sidehill lies irrele-
vant. The ball seems to roll realistically
for the most part, but not when it enters
a bunker. Coming in from any angle,
the ball will stop dead in its tracks upon
finding the sand.

For those who demand the utmost
in realistic physics models from their
PC golf, Fox Sports Golf "99 will be a
big disappointment. Normally, I am one
of these people, but strangely 1 found
myself enjoying the game despite its
problems. The 3D courses look some-
what surreal, with their trees swaying
in the wind and highly reflective water,
but there’s something eerily pretty
about them. The tournaments are great
fun, with your computer-controlled
playing partner showing enough per-
sonality to make you feel as if you're out
on the course with a fellow player. If
the engine can be reworked to provide
more realism, and the control methods
are tightened up a bit, the next version
of this series could make a lot of noise.

—Rob Smolka
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Medieval

[Ca!egnw: Wargame |
— - If you dug the battie scenes
| Developer: Incredible Simulations |
: ——e - in Braveheart, you'll love this
Publisher: Incredible Simulations, (773) 804-7403

www.incrediblesimulations.com

We Recommend

Required
Pentium 133; 16MB
RAM; 20MB hard-drive
space; Super VGA 16-bit

display -]

drive; Pentium 200;
32MB RAM

Quad-speed CD-ROM

(with its stirring and
gruesomely accurate
depiction of what pre-
gunpowder combat was
really like) will have
gained an understanding
of how large and tacti-

cally sophisticated many

Multi-player: Play by E-mail only

medieval battles actually

ou gotta hand it to Incredible
Simulations: this stout-
hearted little company
(essentially Jeff Lapkoff, who
does all the code and graph-
ics, and a few play-tester
friends) bucks every trend in
the industry and still turns a
decent profit without the
benefit of stockholders,
boards of directors, or suits
of any kind.
They accomplish this
apparent miracle by creating
historically accurate and hugely enter-
taining simulations of dramatic events
that (supposedly) don’t have any mass-
market appeal. The Alamo, Custer’s
Last Stand, and the Zulu Wars may not
be subjects that engage the interest of
the multitudes who bought Panzer
General, but to students of military his-
tory, they are fascinating and colorful
incidents, and Incredible has always
managed to capture the essence of their
color and action.
Medieval might turn out to be the
“sleeper” hit of the year for a fairly large
audience. Anyone who saw Braveheart

tor. You do mot want to make sexist remarks around

ﬂmalad:u.fhwmhodmommwd'

1 You can create Xena-esque Amazon units with the

were, Edward I fielded
almost 10,000 archers at
Falkirk, and that bespeaks a
fairly advanced system of
organization and supply.

All the classic battles of
the period are represented
(Hastings, Crecy, Sterling
Bridge, Bannockburn, and
Vlad the Impaler’s last stand
against the Turks at
Bucharest in 1476, to name a
few). Before each battle
starts, you issue “general

jewel from Incredible Simulations!

Can Dracula defend the West against these heathen Turks? Help him
out with a few more bowmen, and he probably can.

orders” to the whole force (counterattack
only when the odds look favorable, etc.).
When the action starts, you control
everything from missile fire to rally
attempts by clicking on a simple, but
thorough, array of icons.

Combat lasts until one side’s morale
falls below 30 percent (you can tell that's
coming when you start seeing a lot of
guys deserting the ranks before your next
turn begins), or until a specified objective
is taken. Movement radius is shown by
shaded squares, and fatigue is a vital fac-
tor (always get the enemy to move uphill,
if you can — it doesn’t take long for a sol-
dier to get winded when he's wearing
40lbs of armor and toting a halberd!).
Leaders are important, too, and units
within their radius of influence will attack
more bravely, defend more stub-
bornly, and rally more quickly.

The scenario editor is both
powerful and ridiculously easy to
use. Want to see if you can
change English history by giving
Harold 100 more archers at
Hastings (God knows, he could
have used them!)? Try it and see
what happens. Or let your imagi-
nation run wild and pit hordes of
Vikings against Dracula’s knights.
Included in the roster of deploy-
able units is every type of soldiery
used in the period, from peasant
levees armed with staffs to fully-
plated tournament-grade knights.
Incredible has even included units
of Amazons, which opens up deli-
cious possibilities for “Xena:

. Warrior Princess” fans. There's

edi-

also a delightful fantasy scenario depict-
ing Robin Hood leading his Saxon guer-
rillas in a last stand against the Norman
oppressors — great fun!

Medieval features the highest pro-
duction values of any Incredible game so
far: marvelous animated soldiers, excel-
lent sound effects, and simple but ele-
gant terrain maps.

Whether you play the historically
accurate scenarios, or cook up some-
thing outlandish that could never have
happened, you'll enjoy this game
immensely. It's swift and easy to play,
and crammed with all the bone-breaking
action you could ask for.

Incredible is, of course, a shoe-
string operation, and unless you're in
the Alamo gift shop, you're not likely to
find its products in retail stores. Just
visit its website to place an order, and
while you're there, download the free
demo battle. If you're even the least bit
curious about this neglected era of war-
fare, chances are you’'ll be hooked.

—William R. Trotter
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The editor sometimes deploys made-up
archer units but forgets to give them arrows

A colorful simulation of a
neglected but fascinating period of history
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ddicrion Pinbal

|Calegnql' Arcada | oo eSO RPRRRSS
- This game may be a great-looking package,
[Deuelopan Team 17
but pinball fanatics will be left wanting
Publisher:  MicroProse, (510) 864 4550
WWW.MICroprose.com better and more tables.

We Recommend

Required

Windows 95; Double-
speed CD-ROM drive;
Pentium 75; 16MB RAM

Pentium 166; Supported

two, and features all of the cutesy vio-
sound card

lence and destruction you'd expect. Ten

| Multi-player: None

1

hen it comes to silverball
action, PC gamers haven't
exactly been overbur-
dened with oodles of qual-
ity titles. With dreadful
drek like Star Trek Pinball,
hard-core pinball fans
were wondering if they'd
ever get something as
good as Empire’s hyper-
realistic Timeshock. Now
MicroProse has entered
the fray with Addiction
Pinball, a title with a solid
engine and plenty of promise, but it looks
like Timeshock is still the king when it
comes (o pinball on the PC.

Addiction Pinball comes with two
tables: World Rally Fever, a racing-
based table, and Worms, based on Team
17's enormously popular action game.
Both tables look exceptional, with plenty
of animated ramps, traps, and madly
flashing lights.

Worms is the more enjoyable of the

» —— _—

“World Rally Fever” features a few interesting targets... and ramps, and ramps,
and ramps. There are several mini-games with this table.

challenges are spread out on the table,
such as ‘Defuse Dynamite,” where the
player must shoot lit skill shots within a
certain amount of time, and ‘Uzi
Spinner,” which gives you points based
on the strength and speed of your shot.
Despite its many features, Worms is
made difficult by its overwhelmingly
busy layout — it's quite easy to lose your
ball’s position in the midst of the action.

Rally Fever is a bit easier on the
eyes. However, this table is positively
overloaded with ramps and ball locks,
and almost every shot results in a loop-
back ramp. Repeatedly hitting skill
shots lets you ‘shift gears,” and there
are several mini-games such as drag
racing and half-pipe.

Even though the ball physics and
collision seem to be flawless, neither
table moves fast enough. You can adjust
the game speed in the options menu. but
it's still sluggish on the hardest difficulty
setting. While this makes it easier for
beginning players, hardcore pinball
freaks will be greatly disappointed.

On the plus side, Addiction Pinball
is packed with more glitz than any other
pinball game. Along with those lovely
rendered tables, you get an interactive
music soundtrack that uses an hour’s
worth of CD audio (turn down the CD
volume before you start playing, though
— the music does a good job of drown-
ing out the sound effects). With every

X skill shot, rendered
mini-videos play at
the top of the
screen in a simu-
lated LED window.
Occasionally, you'll
get to play a mini-
game with the flip-
per buttons —
Worms' “Escape
the Yeti” requires
you to mash them
like there's no
tomorrow, and the
shop in Rally Fever
lets you select dif-

d ferent bonuses.

You also get
loads of viewing
options — Addic-
tion Pinball offers
six perspectives,
including a side-
ways-view where
you have to flip
your monitor on its

R s
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The “"Worms" table is based on Team 17's
seminal action game, containing the mas-
sive amounts of violence and goofiness
you'd expect from the franchise.

actual gameplay options — you're
limited to three balls from the get-go,
and there’s no mode where two players
can take turns. The game’s manual also
mentions a high-score utility that
uploads your best scores to a Micro-
Prose server — but it's mysteriously
absent from the game (a patch is sup-
posedly forthcoming).

Though Addiction Pinball loses
much of its spark after a few short play-
throughs, the blame really lies within
modern pinball. Nowadays, designers are
so caught up in the glitz and glimmer of
multimedia and crazy robotic tables, that
they frequently lose touch with the game-
play — I'd take almost any 1960s table
over today’s high-powered machines.

Sadly, Addiction Pinball concerns
itself more with production values and
prettiness than the refined gameplay
and downright fun of games like
Timeshock. On the other hand, Team 17
does have an extremely solid pinball
engine on its hands, and its future
efforts can only improve — especially if
it would license some real vintage tables
for the sequel. Here’s hoping.

—Colin Williamson
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A solid offering, but it won't
replace Timeshock as the king of pinball games
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Tired of waiting for your

turn to get on the Internet?

HERE’S YOUR CHANCE TO GET OUT OF AOL FREE.

Switch to EarthLink and get your email, news, stock quotes, sports scores, entertainment, shopping, chat, and an
instant messaging program—all the things people like about AOL—without the busy signals, failed connections, junk
mail, lost mail, and endless commercial messages you're forced to click NO THANKS to. And we're still just $19.95

per month for unlimited access. Playing the Internet game should be fun! So, what are you waiting for?

1-888-QUIT AOL, 3177

78 4-82635

FOR JUST $19.95 PER MONTH, YOU GET:

or visit us at:

www.earthlink.net/quitaol/ ] It's your Internet.”

Go to www.pcgamer.com/request Product #179
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1999

Access Software adds to the LINKS legacy with
St Andrews and more than 25 new features!

New Features Include:

* Immersive tournament environment
with on-screen galleries

* New Courses: St Andrews Old Course,
Arnold Palmer's Bay Hill, Entrada at
Snow Canyon, and Latrobe Country
Club in fall colors

* 3D objects on the terrain

* Real-time internet voice chat

* 2 click, 3 click and “Powerstroke”
mouse swing options

* Compatible with other available
Championship Courses

* Over 25 new play modes

» Create & Share your own play modes

* Many more new features

Actual screen capture of St Andrews
Old Course/Links LS 1999 Edition

For more information, call 1-800-800-4880. Or visit
us on the web at www.AccessSoftware.com
Go to www.pcgamer.com/request Product #018
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Actual screen captures of
Bay Hill using Links LS 1999 Edition
showing tournament environment

SOFTWARE INCORPORATED

COMING FALL "98!




ncoming

|Category: _ Action
; |0aveiopen Rage Software
Publisher: Rage Software
www.rage.co.uk

Required

Win85; 2x CD drive;
P133; 16MB RAM; 44MB
hard-drive space;
Direct3D compatible 3D
accelerator w/dMB
memory; Windows com-
patible sound card

We Recommend

P200; 32MB RAM;
Joystick/gamepad

But the true
standouts are
the visual effects
such as light-
sourcing,
translucent
smoke trails, and

incredible explo-

screen

Multi-player: Serial/null modem: yes; Modem: yes;
IPX: 2-8 players; TCP\IP: 2-8 players;
Maximum players: 8; 2-player split-

sions. Fire your
lasers, and the
ground lights up
with a purplish
hue as the beam

lay enough computer
games, and you might come
to the conclusion that when
the Supreme Being created
the cosmos He plopped
down a few interstellar bill-
boards reading “planet
primed for invasion — take
the Sol exit and head right.”
Yes, the alien invasion back
story is getting extremely
long in the tooth, but then
most gamers couldn’t care
less why they're blasting
everything in range as long as the
action’s fast, furious, and delivers a rea-
sonable level of pyrotechnics.

Case in point: Incoming. You couldn’t
ask for a wearier plot — aliens ravage
Earth’s forces on the Moon before
moseying down to Terra to finish the job
— but after about five minutes of playing,
you'll have lost that “not another alien
invasion!” feeling. Instead, you'll proba-
bly be on the telephone calling all your
friends to tell them you've found a game
so visually stunning that they've got
to see it to really believe it.

How good does this game
look? I'll put it this way: you know
you've got a gem on your hands
when have a tough time coming up
with words that’ll do the graphics
justice. The environments, ranging
from dusty deserts to the icy Arctic
to the lush greenery of Africa, are
wonderfully textured and detailed
— if someone’s done a better job of
creating a virtual landscape in a
game, I'd sure like to see it. The
beautiful visuals don’t end with the
terrain, either. Every object —
enemy aircraft and tanks, anti-air-
craft turrets, the vehicles you pilot,
even the buildings you must pro-

— looks as real as anything you'd

zooms toward its
target; launch an air-
to-air missile, and
you're treated to a
trailing wisp of
smoke and a warm
orange glow as it
screams in to deliver
its payload. When
things get hot and
heavy as ships crash
and burn and
weapons fire lights

Rage Software proves it's on top when it
comes to visual effects, but if you're looking

for meaty gameplay, you'll be disappointed.

Incoming's graphical superiority shines through even in the top-down strategy
game, with light-sourcing from missiles visible even in the zoomed-out mode.

up the sky, the whole affair comes across
as... well, downright psychedelic. All this
assumes you have a 3D card, of course
— non-accelerated PCs need not apply.
Admirably, Bage Software
designed Incoming s Campaign mode so
you'd be faced with distinct tactical chal-
lenges by constantly switching the vehi-
cles and weapons you control (you fly a
single aircraft in Arcade mode). A typical
sequence might go like this: you control
an anti-aircraft battery as fighters and
bombers approach a base, switch to a
helicopter to take out air and ground tar-
gets as you retrieve supplies, hop in a

tect in order to repel the invasion 1 Manning anti-aircraft guns is just one of the ways you

find in a full-bore simulation.

get to waste extraterrestrials in Incoming.

tank and fight off ground-based enemy
forces, and finally wind up in a jet
escorting a friendly cargo plane. There's
even a “Campaign Tactics” mode that
plays out like a top-down strategy game,
but sluggish control and shallow game-
play (you simply send out units to
counter enemy attacks) renders it essen-
tially pointless. Multi-player action is
supported via LAN, TCP/IP, modem, and
even split-screen, but since no game ser-
vice has picked up Incoming, finding an
opponent can be very difficult.

Ultimately, a lot of gamers will tire
of the repetitive gameplay sequences: the
scenery, enemies, and craft might look
different, but the action takes on an
extremely samey feel by the time you've
slugged it through four or five of the ten
levels. But if your tastes lean towards the
simplistic, there’s plenty here to keep
your trigger finger happy.

—Stephen Poole
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bame, Net & Mafch

[Category:  Sports
[Developer: MediaGames |

Publisher:  Blue Byte Software, (847) 995-9981
www.bluebyte.com

We Recommend

Eight-speed CD-ROM
drive; Pentium 166;
32MB RAM; 224MB

hard-drive space;

Direct3D accelerator;

Gamepad; Internet or

LAN access

Multi-player; IPX; TCP/IP Internet (28.8K+) via Blue
Byte's server; Maximum players: 2 via
the Internet, 4 on a single computer
via daisy-chained gamepads;
‘Spawnable: Five online accounts per CD

Required

Windows 95; Quad-
speed CD-ROM drive;
Pentium 133; 16MB
RAM; 72MB hard-drive
space

e e

here’s a growing concern
among gamers that as multi-
player features become more
prominent software design-
ers will forget about making
sure the solo play is up to
snuff. Game, Net & Match,
the new tennis game from
Blue Byte Software, is a
strong candidate to be the
poster-child for these fears.
This is a multi-player
game that gives short shrift
to single-player concerns; the
single-player competition modes are ter-
ribly easy due to horrible artificial intelli-
gence which puts up little challenge. It's
a shame too, because the single player
game had a lot of potential. There are
twelve different venues, four different
surfaces (clay, carpet, concrete, and
grass), lots of different tournaments, and
a season mode that lets you create a

LA L B B

| With weak on-court Al and easy gameplay,
this is basically an online game with little

to no value for the solo gamer.

player and improve your abilities
throughout the year. Yet, all of this is
rendered useless due to a computer
player that has the intelligence of a
piece of burnt toast. Halfway
through the first set I ever played, |
figured out how to thrash my
severely brain-dead opponent with
ease, This is taking into account that
I had the lowest number of skill
points possible. As | made my way
to the final match-up, 1 hoped that
there would at least be some chal-
lenge. Unfortunately, the top player
in the tournament fell without win-
ning a game. In fact, I could count
on one hand the number of points

The online elements are a dif-
ferent story. Using Blue Byte's

he managed to win. 1 Some courtside objects, like these chairs, are

acceptable, but the background sprites are truly
laughable and detract from the overall look.

server in Germany, you can meet up
with other racketeers and attempt to
fight your way to the top of the rankings.
Obviously, if yvour opponent is in Europe
(the game was released in Germany and
the UK weeks before its U.S. launch), lag
is going to play a factor in your enjoy-
ment. Balls that appear to have been
missed by your opponent will magically
come flying back at you, giving you little
time to react, and the action will appear
to be in slow motion at times. This
should cease to be a problem as more
people from our shores start to join in
on the fun. In our testing, we logged
onto the German server and experienced
very little lag and smooth play. When
similarly skilled opponents (both in abil-
ity and point totals) meet, Game, Net &
Match is a blast to
play. Another nice
addition to the

M online play is that a

¥ leaderboard of sorts
is being kept by Blue
Byte. This way, you
can gain bragging
rights when you
play your way to the
top of the list. One
of the few com-
plaints with the
online play is that
you are limited to
singles matches
only. Multi-play on

| the same computer

| is also supported,
with as many as
four participants

Here's a familiar sight. The computer player is powerless to deal with the serve
and volley game, htiuallhhmdhmh-plafuupnm

able to compete.
As for the aes-
.. thetics, it's a mix of

good and bad. The bad consists of terri-
ble background graphics and limited
animations. The crowds are the biggest
offenders, looking like cardboard
cutouts pasted on top of the otherwise
decent 3D stadia. When the players walk
back to their positions between points,
they appear as if they are in the latter
stages of rigor mortis, shuffling like
zombies across the court. Perhaps
they've been bored to death by the
announcers” insipid and repetitive com-
ments. On the plus side, the players look
good when it counts, moving fluidly
during gameplay. The crowd sounds
quite realistic, and they respond appro-
priately to the action on the court.

Under the right circumstances,
Game, Net & Match is a worthwhile
purchase. The controls are easy to mas-
ter, and if you've got friends to play
with and/or online access, you'll enjoy
the experience. But with the dearth of
tennis games available, Blue Byte
missed a golden opportunity to provide
a game that would please solo as well
as multi-player gamers.

—Rob Smolka
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DEMONSTRATION:

1 Tear out this page.
2 Crumple into ball.

3 Toss over your shoulder.

The sound this ad will make when it hits the ground
behind you is the power of A3D™ from Aureal, the
only audio that works the way your ears do.

No wonder game makers like Interplay and GT Interactive are featuring

A3D in their newest titles. Experience it for yourself at www.A3D.com

BELIEVE YOUR EARS"

©1998 Aureal Semiconductor, Inc. A3D and Aureal are trademarks of Aureal Semiconductor Inc. Other irademarks are properlies of theiwr respeclive owners

Go to www.pcgamer.com/request Product #015




Hallucinate without
the hangover..

% | f : Expand your mind.
\ Explore www.morpheusgame.com
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Jominion: Storm Over GIFT 3

| Category:  Strategy

I Developer: 10N Storm

Publisher:  Eidos Interactive, (800) 617-8737

www.eidosinteractive.com

We Recommend

Windows 95; Pentium
200; 4MB video card

Required

Windows 95; Quad-
speed CD-ROM drive;
Pentium 166; 32MB
RAM; 2MB Super VGA
video card; DirectX
compatible sound card

Multi-player: Serial/Null modem; Modem 14.4; IPX
(2-8 players); TCP\IP (2-8 players)
Free Internet service:
www.mplayer.com

fter being snapped up from
the remains of 7th Level’s
troubled games division by
John Romero’s ION Storm,
Dominion: Storm over GIFT 3
was pushed into the spot-
light as one of the hot up-
and-coming real-time strat-
egy games. But the sad truth
of the matter is that
Dominion is just another
mediocre entry into this
overcrowded genre, It adds
some attractive features like
waypoints, customizable artificial intelli-
gence, and high-resolution graphics to
the mix, yet sticks close to the basics of
the genre with lockstep precision: you
journey around a map, gather resources,
build a base, and wage war. While the
game musters a good challenge in both
its single-player and multi-player game,

The guard towers and energy walls provide a nice barrier of defense, but are far
too difficult to destroy — it takes a sizable force to take out one missile tower.
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Despite a good selection of units and chal-

there is nothing innovative or fun
enough to pry you away from StarCraft.

The setup for Dominion is ripped
straight from a science fiction primer. A
deep space probe from Earth encounters
a transmission from an orbiting beacon
near the third planet of the GIFT system.
The message tells of a Messiah, capable
of wielding massive amounts of power
for those who would control it. Four
races, the Humans, the Mercs, the
Scorps, and the Darken know of the
Messiah's existence, and after negotia-
tions break down, they go to war, each
vying for its control.

Unlike the three distinctly different
races of StarCraft, the four races in
Dominion are nothing more than slightly
altered mirror images of each other.
While the graphics are different and
very minor variations do exist (the
Darken have a slow build time, the
Humans have average armor, etc.), the
differences are so small it'’s nearly
impossible to tell where they lie. The tac-
tics you use against the Darken are
essentially the same as those when fight-
ing the Merc. Part of the fun of playing
StarCraft is having to alter your strategy
based upon which race you're fighting.
There is none of that here: simply build
loads of tanks to fight against tanks, use
infantry to counter infantry — it doesn’t
get much deeper than that.

The unit animations are fluid, but
the environments are bland; it looks too
much like Earth, and not like a distant
| planet. A bit of
imagination would
have gone a long
way in creating a
more involved,
engaging world.
The grassland lev-

d els are particularly
poor — they could
have been taken
right from C&C:
Red Alert and no
one would be the
wiser. The most
interesting of the
environments are
the lava worlds,
which bring rivers
and lakes of the hot
red stuff into the
mix, along with a
more interesting
landscape — but
even though they
do look “alien,”

these levels are

lenging gameplay, Dominion offers nothing

new to this tired and cliché-ridden genre.

The desert wasteland maps provide a nice
backdrop to the war, but don’t look very alien.

graphically challenged.

The Al ranges from surprisingly
good to astonishingly bad. At times, the
enemy is quite stealthy and cunning. On
one occasion, they swooped in for a pre-
cision attack, lowered my defensives,
and then mopped up. Other times, how-
ever, they would destroy the perimeter
defenses and then stop, even though my
base was theirs for the taking.

The Al for friendly units was shaky
as well. Precision attacks are hard to
pull off, as units will break away for no
reason and go wandering off. At times,
they would not fire at an approaching
enemy, letting them pass untouched,
Yet, at other times, they would battle
with killer accuracy. This makes for
some frustrating gaming.

That said, my biggest complaint has
to be the resource management design
— Dominion uses one of the most frus-
trating systems ever seen. Two resources
must be collected. The first is a green
energy goo that is extracted from Matter
Wells. Rather than send out collectors or
harvesters, you simply build a refinery
on top of the well, and you're done. The
second, and more frustrating resource,
involves colonists. In order to construct
buildings, units, and vehicles, you must
construct colonies that house unseen
workers — once built, the kind folks
inside will work to produce what you've
requested. The problem stems from the
fact that each item has a cost in terms of
both men and energy, and there are
rarely enough men to sustain long peri-
ods of building.

In most games of this genre, there
comes a point during the mission (or
multi-player action) where the amount of
resources coming in exceeds the amount
of resources being spent, creating a nice
surplus. Not here. No matter how many
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Although the four races of Dominion are very
similar, a few differences help set them
apart. Below are the strengths and weak-
ne: v

Strengths — Secret weapon, well-
balanced offense and defense

Weaknesses — Average armor, average
build time

Strengths — Excellent armor, defense

Weaknesses — Slow build time, expen-
sive units

Strengths — Speed and short build time,
inexpensive unils

Weaknesses — Poor armor, weaker
weapons

Strengths — Widowmaker vehicle,
powerful weapons

Weaknesses — Expensive units, weak
armor

More snow! The interface along the bottom is easy to use, separating buildings, men, vehicles, and

1 accessories into their own category.

colonies were built, at no point did I
have ever have a surplus of men at my
disposal. While resource management is
all part of the game, all the fun goes out
of the gaming experience if you must
struggle to create a handful of units and
buildings or bide your time while the
workforce is slowly replenished

On the plus side, Dominion’s inter-
face is easy to use and features a pretty
decent waypoint system, as well as the
cool feature of reconnaissance bikes,
which go off on their own and explore
the map, freeing you up to do other
things. Power management in Dominion
forces you to build within a certain prox
imity to your power plants (an extremely
aggravating system that should be for-
ever banned from RTS games), but small
umbilical units help make your base
more mobile. They have a nice range
and can transfer enough power to run
the largest structures.

Another nice feature are the
bridges that can be built on certain
maps. All such bridges can be
destroyed, which is a good strategic
move to cut off the enemy’s movements
Once your boys are ready, you can
place a bridge down and swarm across.
This may not seem like that big of a
deal, but when worked into the overall
strategy, it can really be a big help.

The game’s highlight comes in the
form of the air units. Although expensive
to build, they pack a serious punch and
are fast enough to evade enemy fire.
They constantly weave around, making
themselves that much harder to hit, and
will return to base, reload, and go after
the target again if it wasn't destroyed
the first time around.

At the end of the day, there is noth-
ing here that we haven't seen before.
And though Dominion does a good job
of not insulting the RTS genre, did we
really need another science fiction-based
real-time strategy game? Just for once
I'd like to see an RTS game that didn’t
start with one of these two phrases: “The
year is 2346 and the Earth is a wasteland

A human base sprawls out, and those boys
are itching to get it on!

where you must fight for the few
remaining resources”; or, “An ancient
signal/beacon/whatever draws together
several races who must battle it out for
The Prize.” How about some originality?
Myth showed that an RTS5 game
does not have to be comprised solely of
resource gathering and base building —
and that is why it won our 1997 award
for Best Real-Time Strategy Game.
Originality is what the genre needs, and
any game developers with an RTS in the
works right now would do well to re-
examine what they have to see if it really
adds something to the party or merely
takes up precious space on the store
shelf. This genre didn’t need Dominion,
nor does it need any other ho-hum
efforts like it. Enough already, people!
—William Harms
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units are well
designed and look
sharp; good way-
point system.

Resource management is a pain; environ-
ment graphics are sub-par; Al will drive you crazy.

We've seen this all before, but if
you're desperate, Dominion delivers on a basic level.
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FOR THOSE WHO THink GUN CONTROL
HAS SOMETHING TO DO WITH AIM.

Command a rapid motion battle force tamk. Morph imto four different

vehicle types: land, hover, amphibious and submersible
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WE ARE FAMILY

Not everyone that joins you looks like
you. Super-mutants, robo-dogs and
ghouls may join your adventure, or
why not do-it-yoursell by irmnplanting
the brain of someone near-and-dear
into that shiny new robot body.

KILL SMARTER, NOT HARDER
Improved combat Al for friends and
foes alike. Mast of
the people in your
own group won't take
that burst shot with the
Flechette—gun, but a couple
are probably just aching
for the opportunity.

SHARE THE WEALTH

If you want to, you éan upgrade
any traveling companions with
more dangerous weapons,
tougher armor, or even
teach them new skills and
abilities. Of course, you'd
better make sure they're on
your side.
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BIGGER & BADDER THANW EVER
Bigger, smarter, nastier enemies than
you've ever fought before. We've given
you a few pals that are just as ugly.
You didn't think you were the only
Bad-ass in town did you?

SEX & ROMANCE AFTER THE BOMB
Fall in love, get married, and then
plmp your spouse for a lttle extra
chump-change, Hey, It's a dark and
dangerous world,
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LEARNING IS FUN-DA-MENTAL
Over 100 new skills, called perks,
avallable to learn during the course
of your travels. Better to learn the
Flaming Dragon Punch
___-f@ from the crazed tribal

% shaman or how to squeeze
e
Qi

[A the trigger on your spiffy
WA

new Gauss-rifle faster
than the next guy?
Decisions, decisions...
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ATI XPERT@Play 98 8MB - The new breed of speed

= ATl's XPERT 8MB

graphics boards are the

‘ only way to experience
incredible gaming in
Windows 98 and
Windows 95.

Windows%8  + Get 8MB of power, the best
3D, DVD picture quality video and TV-Out
starting from just $98' (ask your favorite

retailer for more details).

* Save even more money with ATl's cool
Windows 98 rebates.’

= ATI's XPERT graphics boards are available in PCI
or full AGP 2X versions. AGP 2X includes free
Software DVD offer.

* Get TV on your PC with ATI-TV. /i XPERT 98

» Check out www.atitech.com for more details

on ATl's Windows 98 products and rebates.
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It was the best of times. It was the worst of times.

And above all else, it was time for...

The Hard Stuft

ow should you do that Voodoo2
that you do, too? That's one of the
questions we continue answering in
this edition of The Hard Stuff. With
more and more manufacturers com-
ing to market with 3D accelerators
based on 3Dfx's Voodoo2 chipset,
both in 8MB and 12MB varieties, the
channels are becoming saturated with that old
black magic.

This isn't as confusing as it might seem,
though. With the notable exception of Canopus’
Pure 3D Il (reviewed last issue), every Voodoo2
board we've seen so far is virtually a duplicate of
3Dfx’s original reference design — in terms of
features and performance, there's virtually no dif-
ference from one board to the next. In fact, as a
result of the similarities, manufacturers may soon
find it hard to find an advantage in an increas-
ingly competitive market; this is already evi-
denced by Diamond's recent actions to cut back
on the number of Monster 3D |l boards supplied
to retail channels. The implications for gamers,
on the other hand, are quite peachy: with more
and more companies competing with nearly iden-
tical products, prices are almost sure to drop.

Lest you think that downward pricing is a
phenomenon centered soley around competeing
Voodoo2 products — prices are only going to
continue to drop as other second generation
chips begin flooding into the market. And as
long as there are board manufacturers around
to release new cards every time a hot 30 tech-
nalogy rears its head in defiance of 3Dfx, there
is going to be a lot of fierce competition that will
drive prices down, not just on VoodooZ, but on
all new competing 3D technology.

This month’s issue alone has us reviewing
three new Voodoo?2 cards. Diamond's Monster
3D Il has been reviewed before, but only in its
initial BMB configuration, When it comes to mak-
ing a decision between any of the cards in this
current crop, there are only a few reasons to
pick one over the other: price, game bundle, and
to some degree, recognizable brand name (that
last reason is more important than you might
think, since many people who purchased original
Voodoo Graphics accelerators are much more
likely to purchase a Voodoo2 board from that
same manufacturer, based on reputation alone).

Keep these things in mind this month and
in months to come, 8s we review even more,
even newer, 30 graphics boards.

Contents

Previews

Digital Audio: Sound cards could become a
thing of the past 184

3Dfx Voodoo Banshee: More than the same
old Rush?

Reviews

Diamond Stealth |l G460 card

Metabyte Wicked 30 card

Guillemot Maxi Gamer 302 PCI card
Diamond Monster 3D Il card

Turtle Beach Montego A3DXstream card
Panasonic PanaSync E110 monitor
Esprit Wipe Qut! CD repair kit

Suncom SFX Plus gamepad

The Hard Stuff Sideways Page

Game controllers: There ain't nothin® sexier
than a good joystick 207

Tech 0&A

Do you have questions about upgrading? Greg
will tell you all you need to know 209

How We Rate The Hard Stuff &mm

You've heen around long enough to know the
greatest technology doesn't mean a thing
unless it improves the games you love to play
Dur reviews focus on real-world testing, but
when a number is in order for comparisons, we
use the benchmarking tools developed by our
hardware-frenzied sister publication, boot
Between our rigorous testing and the thorough
bootMarks. we Il give you the lowdown on
which devices perform and which ones fizzle

PC Gamer Editors’
Choice Awards [/;q

0ice’]
Every month, we honor the b = f-

peripherals, utilities, and hardware we
test with our Editors’ Choice award. So
when you see the PCG Editors’ Choice logo
on hardware at a local computer store, you
can be sure it's among the best
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f you've bought a new PC
within the past 18 months or
5o, you've probably noticed
two little slots on the back of
your machine that weren't on your
previous computer. Those little
guys are USB (Universal Serial
Bus) ports. And with Windows 98
now firmly upon us, bringing with
it long-awaited USB support, the
market is readying itself for an
onslaught of new devices that
should finally fulfill the potential of
the new bus. So blow the dust out
of those little ports and get ready
to plug something unexpected into
them — speakers.
One of the more interesting
technologies soon to be making its
. debutin a USB port near you is a
technology called Digital Audio.
It's long been a buzzword in the
audio industry, but as recently as a
year ago there was still some
debate over what “going digital”
actually meant to computer users.
The working definition has grown
1o encompass any sound process-
ing device that preserves the
purity of the digital signal through
- all points in the signal chain, from
- digital source to digital speakers
— all occurring outside of the PC.
Several manufacturers are cur-
rently working to create speaker
and subwoofer configurations that
process raw digital sound informa-
tion delivered to them via USB
ports by utilizing dedicated digital
sound processors (DSPs) and digi-
- tal-to-analog converters (DACs)
- housed within the subwoofer units
* themselves. Until recently, audio

- where these chips are

- for audio signals. The tradi-

DSPs and DACs were only found

: on sound cards (or your mother-
. board's built-in sound hardware}

— but with all audio information
being routed outside of the com-
puter and processed by the speak-

. ers themselves, sound cards as

we've come to know them could
cease o serve any purpose.

But why move sound hard-
ware out of your PC's case and
into your speakers? What
difference does it make

located? The main difference
is that the inside of a com-

puter is one of the most hos-
tile environments imaginable

tional analog signals your sound
card generates for your speakers
can be easily corrupted by the
large amounts of EMI (electro-
magnetic interference) produced
by just about every unshielded
component inside your PC (CD-

- ROM drive motors, hard-drive

. motors, cooling fans, etc.). With a
- sound card, the digital-to-analog

. conversion takes place before the
. signal leaves your computer, so

. it's colored by all of that interfer-

- ence before it reaches your

- speakers. This interference some-

times manifests itself as a high-

. pitched warbling you can hear

- when your hard drive is accessed
. —in extreme cases, you may

- even hear local radio stations

. through your PC speakers.

By keeping audio signals in

 digital form until they reach the
- speakers, then processing them

While this may
look like a stan-

system, il's
actually Altec

stab at true digi-
tal audio, called
the ADATD

into analog signals we can hear
once they're outside the “noisy”
environment of your PC's case,
digital audio solutions remove
most, if not all, of the impedi-
ments inherent to traditional

. sound card/speaker setups. If

you want really high-fidelity
sound, current sound card tech-

nology simply isn't up to the task.

Another key benefit of digi-
tal audio is

its ability

to inte-

grate

all of the
sound and vol-
ume functions
found in the
Windows envi-
ronment. In its
current state,

ing’s first

- getting sound levels set up uni-

formly between the Windows
environment and the PC speaker
system involves the individual
adjustment of all audio parame-
ters in both speaker hardware
and Windows software. Digital
audio sound systems, on the
other hand, allow for advanced
user control over both speaker
and Windows environments sim-
ply by adjusting those parame-
ters on the speakers alone. This
is made possible by USB's ability
to communicate in both direc-

tions between digital-audio
speakers and your PC.

Windows 95 and plug-and-
play hardware have gone a long
way toward eliminating the hard-
ware conflicts that can make it
difficult to get all your sound hard-
ware working in your PC, but mov-
ing sound hardware to your
speakers could end it completely,
since USB digital audio devices
are not hindered by IRQ or DMA
channel conflicts — a benefit of
their being completely removed
from the buses used by your com-
puter’s PCl and ISA slots.

Perhaps the largest fore-
seeable drawback to many of
the first-generation digital
speaker systems currently in
development is their handling of
new surround-sound standards

like Dolby Digital (formerly known
as AC3). Destined to become
more popular in gaming as DVD-
ROM picks up steam, Dolby
Digital decoding is something we
can count on seeing in many

~upcoming digital audio systems

— but because this decoding is
being done in software, rather
than in hardware, powerful CPUs
are needed to process the large
amounts of information being
sent down the pipe.

The majority of DVD decod-
ing in all current retail PCs is
also accomplished in software,
putting an even bigger strain on

- the central processor. As a

result, people with Pentium I1-
class CPUs are the only ones for
whom this technology will likely
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B More than the same old Rush :

ow it can be told: What many inside

have known for quite some time about

3Dfx's next chipset has finally been offi-
cially announced.

The 3Dfx Voodoo Banshee, like the
Voodoo Rush before it, will integrate 2D
graphics with 3D acceleration, letting gamers
put a complete video solution with 3Dfx com-
patibility into a single slot. This time around,
though, it'll use 3D technology from the hot
Voodoo2 chipset

Gamers whao follow the 3D accelera-
tion wars will remember that cards based
on the Voodoo Rush were plagued by com-
patibility issues; not all games that worked
with the original Voodoo Graphics chipset
supported the Rush. According to
3Dfx, this was the result of not
developing the entire
chipset in-house,

While the 3D

engine was
basically an
internally developed Voodoo
Graphics part, the 2D portion of
the card was developed under
contract with Alliance Semiconductor
When the two technologies were inte-
grated together, the result was an
unexpected performance loss and
compatibility problems. To this
day, getting a Voodoo Rush
card to work with a game that
uses Glide (3Dfx’s proprietary standard) is
apparently still tricky, as evidenced by
recent games like Unreal and Final Fantasy
Vi, which didn’t work with Rush-based
cards in their initial releases

30Dfx says it has learned from the Rush,
though, and has no intention of repeating old
mistakes. The Voodoo Banshee was devel
oped entirely in-house to ensure both com-
patibility and performance. The 30 portion of
the chipset is powered by an almost-standard
Voodoo2, although it lacks the Voodoo2's
second texture-mapping umit

3Dfx did increase the Banshe
mum pixel fill-rate to 100 million pixels per
second on the Banshee (up from the

be viable when it comes to gaming or full-fea-
tured DVD movie playback. As it is with any
new technology, there will always be growing
pains, but as time progresses and more and
more people purchase ever newer computers
with increasingly powerful processors, these
drawbacks will likely fade away. Or, if they
don't, digital audio device manufacturers will
likely add Dolby Digital and DVD decoding
components as they see fit.

: that'll

HARD STUFF

Voodoo2's 90 million). But the loss of the sec-
ond texture-mapping unit means games like
Quake and Quake II, which support dual-
texturing in a single cycle of the chip, will
turn out lower frame-rates with Banshee than
with Voodoo2. This puts the new chipset at a
disadvantage when compared to the
Voodoo2, but it should be noted that nearly all
second-generation 20/30 cards will also lack
single-pass multi-textuning.

One of the most interesting aspects of
Banshee lies not in its 3D rendering capabili-
ties but in its 2D capabilities. 3Dfx says the 2D

: portion of the chipset is one of the most
: advanced solutions available to the gaming

market. With an aim toward enticing major

¢ computer DEMs (original equipment manu-

Don‘t worry, the chip won't fly off
the board leaving a trail of
green smoke on the
finished product.
or so we're
told.

facturers like Dell,
Compag, Hewlett
Packard, etc.) to use Banshee
chipsets in their computer sys-
tems, 30fx decided to implement
nearly every single Windows GDI

¢ lgraphical driver interface) function in hard-

ware. This is in stark contrast to most other
current consumer-level 2D boards, which
implement a lot of these functions in soft-

: ware, putting an increased load on the CPU

and reducing 2D graphics speed.

Only time will tell how the Banshee per-
forms aganst other second-generation 20/30
cards that will see release in coming months
One thing’s certain, though — Voodoo
Banshee will be the only new 20/3D board
able of playing games written
exclusively to 3Dfx’s Glide standard. And
since Ghide is better supported by games than
any other chipset’s native mode, that's noth-
Ing to sneeze at

So does this all mean that your current
sound card is about to become obsolete?
Probably not — at least not right away. With
all of the new PCI sound cards arriving every
day with support for fantastic sound enhance-
ments like Aureal’s A3D, we doubt any gamers
will be hamstringing themselves by deciding
to upgrade to a PCI sound card now while
they wait to see who wins the “battle of the
sound solutions” that is likely to ensue.
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and learn some
fundamentals! Even as
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strike ends the game.
If you're gonna play
VR Baseball 2000 you
gotta have game, your
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Company: Diamond Multimedia

www.diamondmm.com

or years now, Diamond Multimedia
has come out with a new graphics
accelerator every time a hot chip
becomes available. And sometimes,
even in spite of poor technology (as
with early iterations of the Stealth
family that utilized every flavor of
S3's VIRGE family of chipsets), it manages to
stay in the top ranks of its field.

That may be because Diamond’s will-
ingness to take a shot with practically every
new chip from every manufacturer lets the
company shift gears and upgrade product
lines quickly and frequently, all while offering
3D accelerators positioned at every level of
the market — from entry-level to profes-
sional-quality.

The Stealth line, for example, is aimed
squarely at gamers looking for
good all-around
graphics
solutions
offering 2D
and3D on a
single board.
The last Stealth Il
was built on
Rendition’s V2220
chipset, which turned
out to strike a very good
balance between price and
- performance, and it did quite
- well. Diamond has decided to
. build on the success of the Stealth
. name once again by introducing
. the newest Stealth |1, the G460.

: Last month, we -~
 reviewed the first-ever card \

: based on Intel's i740 chip, in

. the form of Real3D’s Star-

: Fighter. A big hit around the \

. office, the Real3D received an

© Editors’ Choice Award. This month

© sees the arrival of a new 740

* equipped accelerator, the Stealth Il G460. So
how does it fare?

Like all of the i740 cards, the G460 sup-
. ports a true AGP 2X implementation, allowing
¢ for a graphics-crunching bandwidth of 512
* million bytes per second, plus side-band

addressing and pipelining.

Diamond has taken Intel's
i740 chip and given it a dose

Phone:  (800) 468-5846 (T0 ORDER) off B it nology.
Prices:  $129 (8mB VERSION REVIEWED) [

Installation went smoothly,

Make no mistake — the G460 hngtma rks as can almost always be

will not replace a fast 30-only solu-
tion like a Voodoo2-based board
any time soon, The i740 architecture
is only capable of 1.1 million trian-
gles/second at its peak, and real-
world performance is more in the
neighborhood of 425-500 thousand
polys with all of its features turned
on. The same is true for fill rate,
where the G460 is only capable of a [elTE) (3
maximum 55 million pixels/second. TEST
With numbers like these, the G460 is

X

capable of outperforming an original [WiNTEN U CT R T PEE REY [

Voodoo Graphics accelerator —
which still makes it pretty fast —
but this card is less for gamers look-
ing for the fastest possible acceler-
ation than for those seeking a good
2D/3D/AGP solution to use either by itself or in
conjunction with a Voodoo2.

Where 20 is concerned, the G460
comes equipped with only a 203MHz

In a pinch, if you don’t have a
stove, try frying an egg on
the hig heat sink you see

o here. Okay, don’t do that...

1 but you likely could.

DAC,
so those

looking to drive

!. larger monitors (e.g., 197

and 20") at the highest resolu-
tions with flicker-free refresh rates are,

unfortunately, out of luck. As it stands, the
highest resolution that can be viewed com-
fortably (in other words, at a refresh rate of
at least 75Hz) is 1280x1024. The board sup-
ports a resolution of 1600x1200, but you
should avoid it unless you're one of those
folks who can stand a flickery 60Hz refresh
rate. Still, most gamers aren't likely to need
super-high resolutions, so the G460's lower-
than-average DAC speed may not be a prob-
lem for you.

BODTMARK

Forsaken

expected with
Diamond's products.

640x480: 72.19fps 31““ Wdﬂ_ﬁluutged
BO0x600; 64.97fps e card into the

1024x768: 48.12fps [Raakiiadaell
266MHz Pentium |1

s R Bl test machine, it was
800x600: 49.16fps only a matter of a
1024x768: 28.361ps couple of minutes

Kriped W  before we were in

640x480: 27 91ps action and ready to
s start benchmarking.
Numbers were gen-
erally the same as
the ones Real3D'’s
StarFighter turned
in. In some cases,
though, the
Diamond card scored significantly higher, as
in our X demo, where it yielded anywhere
from a four frames/second increase at
1024768 to a whopping seven frames/second
increase at 800x600. In other cases, it was
slightly slower — as with our Forsaken
benchmark at all resolutions. Overall, the dis-
crepancies can likely be chalked up to differ-
ences in the two products’ drivers. At press

time, there were still no official

Pentium Il 266

800x600: 38fps

/ ~—  DpenGL drivers, so GLQuake and
ot Quake Il numbers weren't available —
4 frustrating, since those drivers are listed

on the box among the G460's features.
Overall, Diamond has done gamers jus-

tice yet again with their newest Stealth |l prod-

uct. Last month, we recommended the Real3D
StarFighter as the best 20/3D solution cur-
rently on the market, and while we can't say

cal to the StarFighter), its $129 price tag puts it
slightly ahead of its current competition.

HIGHS: Great price; good performance; a good
2D/3D/AGP solution

LOWS: It requires AGP slot; lower-than-

standard DAC speed (but that might not be a
problem for you)

BOTTOM LINE: Diamaond has done it again
with the G460 — it's one of the best 2D/3D solu-
tions currently available

| I - s s ssesssnses

that the G460 is & better card (it's nearly identi- -
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Company: Metabyte

The Wicked 3D Board
www.metabyte.com

Company has a new baby,

Phone:  (510) 494-9700 (10 ORDER) and surprise, it's a Voodoo2.
Prices:  $269 (12MB VERSION REVIEWED) [

If this picture looks familiar to you, it's with good
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elieve it or not, this is actually a
review of a Voodoo2-based 3D
accelerator. We know what your
probably thinking: "0Oh man! A
Voodoo2 board. How did those PC
Gamer guys get their hands on one
of those?!”

Well, it wasn't as hard as you might
think — especially considering the fact that
we're writing this in July, and it's already
impossible to swing a dead ferret without
smacking its pointy little head into another
board based on 3Dfx's Voodoo2.

It's a crowded field, to be sure, but the
Wicked3D Board Company (a new division of
Metabyte) has actually managed to bring a
few new goodies to the table with its
Voodoo2 card. Well known for developing
excellent video card drivers, Metabyte is
bringing its exceptional knowledge of the
inner workings of graphics boards to the next
generation of 3D accelerators.

One of the things that Metabyte’s engi-
neers discovered early on is that lighting and
transformation (two major steps in the 3D
rendering process) are big causes of bottle-
necks in Windows 95's DirectX 5. By creating
its own Lighting and Transformation Engine,
Metabyte figured it could boost performance
considerably in any game that uses Direct X
5 in this capacity. What Metabyte didn't
count on, unfortunately, was that most game
developers have long known of this defi-
ciency and have written code into their
games that circumvents this problem by

. not using Direct X at all for lighting and

transformation.

huutMarks This i probably

BOOTMARK S SINGLE

: 640x480: 88.611ps
: B0Ox600: BO.11fps

X 640x480: 91.631ps
o BODx600: 89.861ps
- 1024x768: 69.91fps

640x480: 109.541ps
800x600: 107.82fps
1024x768: 80.501ps

Quake II 640x480: 62.61ps
{ B00x600: 58.8fps
1024x768: 43.9fps

Forsaken

TT) PC GAMER September 1938

640x480: 105.24fps
L C s R Dl drawing a separate image for

640x480: 56.21ps
800x600: 43 91ps

reason — like many others, Metabyte has
gone with a 30fx reference design.

why our real-
waorld benchmark
numbers in the D3D
realm are basically the same
for the Wicked 3D as the scores
turned in by any other Voodoo2
board we've reviewed.

Why, then, would you want to pick the
Wicked 3D above another Voodoo2 card?
One possible reason is that, around the time
you're reading this, Metabyte should be
releasing new drivers with something it calls
the “Re2Flex3D" enhancement. Metabyte
says the new drivers overcome the
Voodoo2's maximum resolution of 800x600
and allow games to run at a new high of
1,000x672 with many Direct 30 games —
without having to link two boards in SLI
mode. Better yet, we're told the driver will
come with a utility that lets you set this reso-
lution outside of any supported game, so you
won't have to wait months for the game’s
developer to release a patch that takes
advantage of the enhanced resolution.

As we go to press, the enhanced dri-
vers weren't available, so we're unable to
say if they'll do what Metabyte promises —
nor were we able to test “Wicked
Vision 3D, software that report-
edly will allow the card to work
with nearly any of the stereo
glasses on the market. Of course,
it’s likely that true 3D graphics will
come at a price, since it involves

-each eye — you'll almost cer-
‘tainly notice a drop in frame rate
with this feature enabled.

Not surprisingly, installation

| went smooth as a baby's butt

when it came to
installing the card. We
received two Wicked 3D boards, so we
installed ‘em both and linked them via SLI
mode to see what they could do together.
Benchmark numbers across the board were
well within the standard range for a
Voodoo2 card — in other words, very fast.
Still, we're looking at a lot of specula-
tion here. If the enhanced drivers are
released, and if they work well, they’ll bring
some nifty features to the Voodoo2 competi-
tion. But in their absence, we can't recom-
mend the Wicked 3D on those merits alone.
Even without them, though, the Wicked 3D is
a quite acceptable 12MB Voodoo2 board,
and for the price, it's a great deal.

EHGANER s venre ]

HIGHS: Great price; the upcoming driver addi-
tions could help this Voodoo2 card stand out from
the crowd.

LOWS: These additions were still in develop-
ment as we went to press, so we can’t really
comment on them yet,

BOTTOM LINE: Like virtually every Voodoo2
board, it's a great card for the price.
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Maxi Gamer 3D2 PCI

Company:

Guillemot International
www.guillemot.com

With the number of Voodoo2Z2 boards

increasing by the day, can Guillemot hope

EHDOS: 1000 7 Uk 0 (DR, to compete in such a crowded market?

Prices:  $229 (8MB VERSION REVIEWED)

hews very closely to 3Dfx's reference design.

uillemot International is not a
name you're likely to recognize
straight away — unless of course,
you are from Europe or the UK.
Since 1985, Guillemot has been
selling sound cards throughout a
great deal of the Continent, and
nearly two years ago, the company decided
to enter the U.S. market with a 3D accelera-
tor based on 3Dfx’s original Voodoo Graphics
chipset. Guillemot's version wasn't widely
available in states, though, so many gamers
here still haven't heard of the company.

More recently, Guillemot has devoted
more effort to the 3D gaming market with two
upcoming releases: a card based on Intel's
740 chip, and the Voodoo2-based board
reviewed here.

The Maxi Gamer 3D2 has the dubious
distinction of being one of the first accelera-
tors based on the Voodoo2 chipset that
doesn't earn an Editors’ Choice Award from
us; it looks like Guillemot still has a few
things to learn about the crowded markst it
has thrown itself into.

Installation of the board itself went as
smoothly as with as any other Voodoo2 board
we've sean. We placed the Maxi Gamer in
one of our test machine’s PCI slots, con-
nected it to our 2D card via the industry stan-
dard pass-through cable, hooked up the
monitor, and we were good to go. The test
machine detected a "PCl Multimedia Video
- Device" as soon as we rebooted, and once
- we installed the software from the included
- CD, we were ready to start benchmarking.

- And, as we've come to expect these days, all
- results were nearly

- identical to other

- Voodoo2s. No surprise
- there — but some
unpleasant surprises

-~ still lay in wait for us.
As far as hard-

- ware is concerned,

- theres nothing at all

. Gamer. Infact. it'sa

- great card for the

* Voodoo? cards, it

BOOTMARK

Forsaken

Quake 1l

hootMarks

The problem with the Maxi Gamer lies in its
software — specifically, the interface used
to access its settings under Windows 95°s
Display Properties. Unlike every other
Voodoo2 board we've reviewed, the
Maxi Gamer provides no options
for adjusting the card's clock
speed, which means you
can't overclock the
card for better
performance
or slow it
down to
prevent
lockups (the
makers of
Unreal recommend lowering the
Voodoo2's clock speed if you run into
trouble with that game, and this flaw
may well remain in the slew of upcom-
ing games based on the Unreal
engine, so this is a potentially trouble-
some oversight on Guillemot's part).

Guillemot has also seen fitto
remove any of the organization that is
found under every other Voodoo2
card’s Advanced Settings option by jumbling
the Glide and Direct3D settings together
rather than giving each of the two APIs its
own dialogue. It's easy to picture a newbie
gamer looking at Guillemot's Advanced
options and being overwhelmed by the con-
fusing layout.

The Maxi Gamer's software failings
may seem minor, but with so many other
Voodoo2-based cards already on the market
and delivering similar performance at a simi-
hrmmmammmm' _

Pentium |l 266

X 640x480: 89.91ps
800x600: 80.1fps

640x480: 55.2fps
B00x600: 41.7fps

Mmm,
inexpensive
VoodooZ... The
Maxi Gamer's ~
low price may he
the one thing that
saves it from the
stiff competition
it's up against.

competi-
tion's 8MB boards

— and if you don't mind downloading
and using 3Dfx’s generic reference
drivers rather than Guillemot's — it
might be worth buying. Otherwise, you'll find
better Voodoo2 cards than this one.

=r J/5

Urlllkt Cdlmpu.‘;' option ul|||I\|I (above), [:lullr-rnul

[EGAMER e —

HIGHS: Voodoo? power; low price

LOWS: Poorly designed inter!
cking or underclo

lusing D3D and OpenGL prop: ;

BOTTOM LINE: If you can lind the Maxi

3 pap, this card may be worth your while,
up for something better may be your

st choice in the long run
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Company: Diamond Multimedia

www.diamondmm.com

Phone: (800) 468-5846 (T0 ORDER)
Prices: $299 (12MB VERSION REVIEWED)

LA B B BN

ack in our June issue, we reviewed the
8MB version of Diamond's Monster 3D
Il, based on the new 3Dfx Voodoo2
chipset. Since then, Orchid, Canopus,

and others have shipped Voodoo2 boards with
12MB of memory. Diamond's
bnntMarks initial stance was that it
didn't see any need to pro-
BOOTMARK Pentium |l 266 me;:;za';‘in
X 640x480: 89.441ps 8MB, but in the
EST 800x600: 80.711ps face of steady
griping by the
Forsaken RO LEVRIERYIEY  gaming public,
-  B0OXG00: 58.15fps [N,
: in and delivered
Quake Il 640x480: 56.4fps a 12MB Voo-
800x600: 44.31ps  EEERTS RET]
So now

Diamond Monster 3D |

that we've played with both cards, we
can address the obvious question: do
you really need the extra memory? The
definitive answer is yes and no {you knew
that was coming, didn't you?). For the time
being, there are no retail versions of any Glide,
OpenGL, or D3D games that take advantage of
the additional RAM. We say retail, because
there is a “highest-quality” patch available on
the web that lets you run Quake I/ at a higher-
than-standard texture quality, and it's here that
the difference becomes apparent.

You probably recall that the first 3Dfx
boards — the initial Voodoo Graphics boards
— came equipped with only 4MB of RAM, and
only two of those were dedicated as texture
memory. Until Quake /I came along, every
game ran about the same on these early 3Dfx
boards. When it came to Quake I/, however,
people began to notice slight stutters caused
by the texture unit being starved for informa-
tion. Canopus'’s Pure 30, a Voodoo Graphics
board that raised the stakes by adding an
additional 2MB of texture memory, helped to
alleviate the problem and got gamers thinking
that more memory is a good thing. With the
“highest quality” patch in place, this same
stuttering is noticeable on 8MB Voodoo2s in

Diamond listened to
gamers and released
a 12MB board.

~
5 , Quake Il
And it's just a matter of time
before we start seeing this same dif-
ference in new games that take advantage of
higher-resolution textures.

Like its brother, this new Monster 3D Il
was easy to install and setup, Benchmark num-
bers were at or near the top of the Voodoo2
range, nearly identical to the 8MB version
{which is to be expected). The only difference
between the two Monster |l boards, besides
the extra RAM, lies in their software bundles.
The 12MB card ships with full versions of
Incoming, Battle Zone, and Monster Truck
Madness 2 Demos include Andretti Racing,
Madden NFL, Need for Speed Il SE, Nuclear
Strike, and Wing Commander Prophecy.

GAMER Finac veroicr

HIGHS: Voodoo2 goodness hacked up by the
now-nearly-standard 12MB RAM; good game
bundie; driver enhancements increase speed

slightly over competition
LOWS: Nothing much new here; requires addi-
tional 20 graphics board

BOTTOM LINE: Diamond has done well by
3DIx’s Voodoo line, and this card is no exception,

Company: Turtle Beach
www.tbeach.com

Phone:  (800) 233-9377 (10 oRDER)

Prices;:  $129.95 (m.s.R.P.)

L R N N NN ]
ell, there’s a new hardware accelera-

Turtle Beach Montego A3

with the advent of Windows 95 has the
absolute need for 8 Sound Blaster-compatible
card begun to fade. Turtle Beach, having
smelled the blood in the water, has recently
released one of the best sound solutions we've
heard in a long time: the Montego A3DXstream.
Taking advantage of both Microsoft's
DirectSound and Aureal’s A3D APIs for 3D and
positional audio, the Montego functions as
more than just a terrific sounding PCI sound

tor in town, folks, but it's not for 30 card, but aiso as a PC sound "accelerator.”
graphics. Nope, it's a hard- Through its use of DirectX, the Montego can
: ware-accelerated mix as many as 48 streams of audio on
mn';dF:::fﬂ. the sound card gulf,;m your
= years now, we computer's more
. gamers have had little in the - daunting
: way of choices when it came tasks like
. to sound cards. Most pur- real-time 3D
. chases went something graphics — or any-
: like this: “Well, let's see, | thing else it might be run-
. Sound BaserPo, S ek osbioit
: i N o '
o | s vord - B
to believe th i
© AWE32.20r, wait, how about a PRI ;00 ih best use of A3D so
. Sound Blaster AWE64? LIELEICR TR far has been in GT Interactive's new
Creative Labs has held sway Iinll still be so mmkmu&m
i over the audio mmm_m darn small sounds with the Montego m

Xstream

through a standard pair of PC speakers, noth-
ing in the world we've heard thus far compares
to playing Unrealwith A3D enabled, listening
through a pair of quality headphones.

We ran any number of DOS and Win 95
games in an attempt to find just one game that
wouldn't function properly. On that score we
failed miserably, because the Montego ran
everything we threw at it — acting either as a
DirectSound accelerator, an A3D device, or as
a Sound Blaster emulator.

If you're looking at upgrading your sound
card in the near future and you want something -
that's every bit as reliable as your old Creative
Labs Sound Blaster — but sounds infinitely
better (with the help of A3D) and puts nextto
no strain on your CPU — pick up this new card.

GAMER FINAL VERDICT

HIGHS: PCI sound card; sounds fantastic; sup-
ports DirectSound and AJD; inexpensive; full
legacy support for DOS games

LOWS: It's so much smaller than your old Sound
Blaster that you might not know what to do with all
the extra space you'll have in your computer case
BOTTOM LINE: If you are a gamer looking for
the next big thing in sound cards, look no further.

¥émmu
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THE FUTURE OF
DOGFIGHTING

Interactive Magic
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Research Triangle Park, NC 27709
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Company: Panasonic
www.panasonic.com

levels as high as a rock-solid 180Hz, we'd
be surprised if even professional users
scoffed at this one.

Even with its anti-glare screen, the

Prices: $1,049 (m.5.R.p.) E110 delivers a very bright image. All too
often, monitors that would otherwise be

e've said it before, and we'll say it
again: There's nothing like playing your
favorite games on a big-ass monitor.
Prior to this review, every editor in the
PC Gamer office was vying for the chance to
use the 21" (20" viewable size) beast that
Panasonic was nice enough to send over. And
rightly so; this big guy really delivers the goods.
The monitor Panasonic chose to send
was what it deems to be its entry-level 217,
PanaSync E110 — but it's hard to find what's
entry-level about it. Just about the only differ-
ence between the E110 and the rest of its
higher-end family is that it doesn't support
resolutions higher than 1,600x1,280; a small
sacrifice, considering the monitor's low price.

vibrant are dulled significantly by thick anti-
glare coatings, but the E110's screen strikes
a satisfying balance between vibrant colors
and resistance to stray reflections that can

spoil the image.

In addition to its color quality, we were
hard pressed to find any areas of the screen
that blurred significantly at any of the E110s
supported resolutions. Color convergence, as
well, was nearly perfect. The one complaint we
had was that there seemed to be a slight loss
of brightness as we moved our unforgiving
eyes from the center of the screen toward the
edges. This degradation is seen on nearly all
monitors (sometimes to a larger degree), so
this is by no means a hanging offense.

While we all know there’s no such thing
as an inexpensive 21" monitor, Panasonic

HARD STUFF

-

Don't let this photo fool you (it's not actual
size) — you will need a BIG desk for the E110.

gamers by giving it a suggested retail price of
only $1,043, which should translate to a street
price that's considerably lower. If you've
been craving a big monitor and you've got
the scratch, give it an audition.

GAMEH FINAL VERDICT

HIGHS: Very good quality; good price.
LOWS: 51,049 is good but it still ain't cheap; a
big monitor means a big footprint on your desk,
s0 make sure you have tons of desktop room for
this puppy.

BOTTOM LINE: The E110 is a fantastic gam-
ing monitor that should help move 21” displays
into the realm of the affordable.

And with refresh rates on the E110 reaching has made the E110 a feasible choice for more ssssassssassss
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Killer Kudos.

Killer Controls.

Saitek X36

“Rating: Awesome... . - Fully fc—at.ured throttle and stick
the feel of the } ag;' combo with dozens of program-
joystick is perfect” ~( / mable killer controls = Superb
-ALLABOUT GAMES feel, perfectly molded grip = More
than 250 hands-on game func-
tions = Unique, super-responsive
built-in rudder control on X35T
- throttle = Silver Medal Winner,

V4 1997 E3 Best-of-Show — AAG
= An exceptional value
. -— X36 Throttle and Stick System

2 % $149%

Visit our web site at
http:/fwww.saitekusa.com

Available at CompUSA,
Best Buy, Fry's Electronics
and other computer and
software retailers.

Saitek

Go to www.pcgamer.com/request Product #736
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Company; Esprit Development Corporation
www.cdrepair.com

Phone:

Prices: $1499

(908) 284-0426 (T0 ORDER)

ike most gamers, we're prone to leav-

ing our CDs lying around outside of

their protective jewel cases, Hey, who

has time to put a CD back in its proper
place when leaving it face-down on a dusty
desk is so much easier? Worst thing that can
happen is that the CD's delicate surface gets
scratched and it suddenly ceases to work.
Okay — that's a bad thing, but a new CD
repair kit promises to save some of those
neglected discs from the graveyard.

Esprit's Wipe Out! lets you remaove many
of the scratches that would otherwise mean
the end of your favorite discs — be they audio
CD, CD-ROM, or DVD. It's a common miscon-
ception that the information on a CD is etched
right into its surface — actually, it's all in the
silver platter lurking beneath that plastic cover.
When a scratch causes a CD to fail, it's usually

Esprit Wipe Qut!

W*Coumr

CD REPAIR KIT

not because it the information is
damaged; more likely, the CD drive's
laser just can't “see” the information
through the scratch. Wipe Out! is
simply a polishing compound that
works by removing the top layers of a
given disc, removing some scratches and
“erasing” any problem areas.

Of course, some CDs are beyond repair. If
your disc has scratches so deep you can see
light through "em, information has indeed been
lost, and Wipe Out! won't be able to help. But
this sort of deep scratching is difficult to do on
purpose, let alone by accident, so most dam-
aged discs should be repairable.

To test this product, we made the
rounds of the Imagine Media offices and col-
lected half a dozen damaged discs — some
audio discs and some CD-ROMs. Following
the instructions, we shook the small container
of Wipe Out! for a good 20 seconds, then
placed a drop of the solution on the first of our
damaged disks. Going to work quickly — it
dries fast — we rubbed the CD firmly with a
non-abrasive cloth (which is included). In
some cases, we had to reapply and start
again, but in five out of six attempts, we were
able to make our CDs playable. That sixth disc

You see that guy over on the side of
the box? You'll wish you were built
like him when it comes to rubbing
deep scratches out of your CDs.

was marred by a scratch too deep

to remove; the instructions say
reapplication is often necessary,
but after 30 minutes of hard labor,
we ran out of steam.

Therein lies the one drawback to this
product: It takes a lot of heavy-duty rubbing to
repair a disc. We're all he-men around here,
have no doubt — but even we had to take a
breather in the middle of some disc repairs.

In spite of this one drawback, Wipe Out!
proved to be a truly useful tool around the
office. Since its arrival and successful tests,
people have been coming over to the hardware
review section on a daily basis with multiple
CDs in hand. Given the large demand, we're
thinking we might start charging a fee....

GAMER FINAL VERDICT

HIGHS: Does what it's supposed to; if you've
got several scratched discs, it's much cheaper
than replacing them

LOWS: Doesn't work on all scratches; some
times requires a considerahle amount of waork,
even for beely guys like us.

BOTTOM LINE: A good product worth check-
ing into if you've been mistreating your CDs.

] s sssscsnnsas

Company: Suncom

www.suncomnc.com

Prices: $49.00 (m.s.R.p.)

. ®ssseee

everal years ago, Suncom Technologies
seemed poised to single-handedly rede-
fine the gamepad market with its highly
; | prized SFX. Like most gamepads of its
- day, the SFX delivered standard four-button
© support, but the SFX added simple and effec-
- tive programmable keyboard emulation to its
arsenal, allowing players to map keyboard
commands to any of the controller's buttons
- and flippers on the fly. This keyboard emula-
- tion proved invaluable for games that had no
native controller support — and for customiz-
ing controls for demanding games.

Shartly after the SFX was released,
though, Suncom’s parent company filed for
bankruptey, and the SFX disappeared from the
. marketplace. Now under the wing of a new
. parent company, Suncom is back in the con-

: mtlurhusmmmmme SFX Plus —a

Suncom SFX Plus

Phone:  (847) 229-0002 (T0 ORDER)

restyled and retooled
version that attempts to
pack even more of that
gaming goodness into a single controller —
but in some ways, it's a step backwards.

In an attempt to give the SFX Plus a
modern feel, Suncom passed on the traditional
PlayStation-style controller (think Gravis
Gamepad Pro) for a Microsoft Sidewinder-
esque design. Unfortunately, unlike the
Sidewinder’s smooth, rounded handles and
sleek shape, the SFX's squared-off edges and
bulky design make it uncomfortable and
unwieldy over long periods of use.

Additionally, the oddly placed buttons can
be frustrating for gaming. While the trigger/
flipper buttons and directional pad are easy
to reach and use, the button layout on the
right-hand side of the controller is a mess.
Eight closely spaced buttons are clustered
within thumb range. In theory, this layout is
supposed to replicate the extended number

pad, but even with their different shapes,

these buttons are so closely packed that it's
hard to distinguish one from another.

Like the original SFX, the SFX Plus works
as both a standard four-button gamepad and

i asa keyboard emulator. In emulation mode,

The SFX is back in
black as the SFX Plus.

any of the unit's 20 buttons
(including two four-way hat
switches) can be programmed
with as many as five keystrokes
each, and four save slots letyou -
save different settings for differ- -

ent games. But despite the

robust programming features, poor

button placement and uncomfortable feel

really drag the SFX Plus down.

With practice, you can avoid misguided
button-mashing, but it's an effort that could've
been avoid by a more thoughtful design, If you
do manage to warm to the button arrange-
ment, the SFX Plus’s easy programming
makes it worth its weight in gold, but for most
gamers, it may be more effort than it is worth.

ERGAMER S venmer

HIGHS: Easy programmability and setup.

LOWS: The uncomlortable design and awk-
ward button placement are serious drawhacks
for regular gaming.

BOTTOM LINE: If keyboard emulation and
standard gamepad support are your primary con-
cern, stick to the original SFX — if you can find
one, that is.
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It’s unlike anything
you d expect
from a sound card.

It's everything you d
expect from us.

[get ready for an unprecedented PC audio experience... ]

(“‘__h :_ .,T i T\/

WWW.SOUNDBLASTER.COM



Creative introduces Sound Blaster Live!", a revolution
in digital audio. It is the finest audio product we have
ever developed. Experience special effects and audio
performance that rivals Hollywood sound studio quality. This
powerful PCl-based audio accelerator will let you experience
unsurpassed acoustical realism in your favorite games. Hear
sound effects so real you will feel like you're in the game.

* Includes the world's most powerful audio-processing engine, the EMU10K 1

* Enhances audio in games, CD’s, and other audio applications

* Experience surround audio with built-in support for two to four speakers
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PC Audio Has
Changed Forever.

Combine this with the ability to playback and enhance music CD’s or any other audio source with
true digital processing, and it may just leave your existing sound system behind. Sound Blaster Live!"
is the first sound card to support Environmental Audio,

Creative’s revolutionary new audio technology that recreates - ~. Environmental
real-world multidimensional audio experiences on your PC. % Audio”

Experience Sound Blaster Live!” — see your local retailer ™\ "} .
or visit us at www.soundblaster.com/sblive/ today. S by CREATIVE

—_—

WWW.SOUNDBLASTER.COM
Go to www,.pcgamer.com/request Product #110
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1 play PC games to win. lus, "0:9
And if that means kickin' some T. Rex butt, I'm just the oI’ man to do it. It's why I love my ’
Intense 3D" Voodoo sraphics add-in card. witt Voo doo Rush’
3D technology i 6MB of RAM, s great '
2D/3D PC graphics solution. uditsupports the
Iﬂl'geS' “bl’ﬂl'v O'I titles available for any 3D accelerator.
Now you can get one down at your local computer retailer.
My favorite feature is w—oui. It lets me ¢OMMECt my Pc fo
my big-streen 'eIQViSion. I like standing really close to

the TV when I play. Granny says I get too close to the set, but she’s just an ol lady.

Getting close makes me feel like I'm in the game...kind of like I'm TUROK. Granny likes
=

Intense 3D Voodoo, too, even if she sits back a ways. She says it's a dandy 2n Windows

ﬂ((elerﬂl'or for her recipe database and home financial software. So listen

to me, you young whippersnappers, if you have a PC at home, you need one of these

Intense 3D Voodoo add-in cards.

It’s goin’ make your PC a whole lot more fun!” Voodoo!

Champion TUROK:
DINOSAUR HUNTER player,

“"Gramps,” recommends
$99 Intense 3D Voodoo.

Includes full-versions of TUROK®: Dinosaur Hunter, I NTE%WH

S Moto Racer™ and Jane's® Longbow FX

Intense 3D Voodoo delivers super-sharp graphics for COMPUTER SYSTEMS
stunning realism and intense game play.

Buy Intense 3D Voodoo at your local computer retailer.
www.intergraph.com/voodoo 1-800-763-0242




Don't just play it, FEEL it. AVB's state of the art game
hardware brings you one step closer to being there. Using the
latest USB and Force Feedback technology, AVB products are
the tools you need to carry you from the best, toughest games
available today to the unlimited gaming possibilities of
tomorrow.

The action awaits........ Control it with AVB.

SOPHISTICATED PC GAME DEVICES
FOR TOMORROW

www.avbtech.com

Go to www.pcgamer.com/request Product #016
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LAOVE] 773/4-/7-"151 THE DIFFERENCE BETWEEN | CRUNCHZ! [N

CHECK OUT THE MAD SCIE)
~ of the PGL. WWW.POWEREDPART

/(5 1998 InterAct Accessories, Inc. A RECOTON COMPANY. All righ ved. Adventt) and PoWered Partriersi are
license trom Dolby Laboratories. Dolby and the ¢ -0 symbol a i 5 of Dolby Laboratories.

the game’ are trademarks or registared trademar ; or othgr countries

© 1998 Players Inc. The Players Inc. logo is a registered trademark of the NFL Players. NFL Malteria

(NFL-related marks) are trademarks of the National Football League




With Powered Partners’

5 channels of Dolby®
Virtual Surround Sound

and jaw-breaking bass,
you'll feel that 270-pound
linebacker breathing down
your neck. So don’t just get
your head in the game, get
your whole body in it. With
the AV390PL from Advent.
3-speakers and 70 watts of rich
sound that makes gaming better.

M

)

SPACE-SAVING, POWN-FIRING SLBWOOFER
MOLUNTS ON THE WALL OR UNPER YOUR PESK!

V/ADVENT
KD Powered Partners

Available through CEWVIPEESA and other fine retailers.

Go to www.pcgamer.com/request Product #349
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| HARD STUFF i

Have you been wondering
about AMD’s new K6-2 with
3DNOW! instructions? Get

some answers here in Q&A.

I'm pursuing my deviant hobby on a
Compaq Presario 4504, witha

Pentium 200MHz (non-MMX) on the

board. Will I be able to replace that chip with a
Pentium I, or am I stuck having to buy a new
board? My knees wobbled when 1 realized I

wouldn’t even be able to run Ultima: Ascension

when it comes out... What about simply
upgrading to a faster Pentium Classic/MMX
chip? Or is that not recommended?

— Michael J. Heinz, via the Internet

Deviant hobby, huh? Well, generally,
we try to stay focused on gaming,

but we can still answer your ques-
tions, you poor, demented pup.

Let's get it aver with quick, like yanking
off a Band-Aid: No, you won't be able to
replace your current processor with a
Pentium |l — not without replacing the moth-
arboard — and no, upgrading to a faster

- Pentium chip probably won't give you the

leap in performance you're hoping for.
As far as upgrading from your Pentium

Classic to a Pll, there are some big differences

between the two technologies, the least of
which being that they're not built to fit in the
same types of slots, Your 200MHz Pentium
requires a Socket 7 slot, and a Pl requires a
new connector called Slot 1. To take advan-
tage of Pll technology, you'd need to replace
your motherboard with a newer one, prefer-
ably one with an LX or BX Intel chipset. In
addition to having Slot 1 connectors, both of
these solutions support graphics accelerators
that use the AGP bus. To make matters worse,

- Compags are notorious for using a lot of pro-

prietary architecture, so it's unlikely you'll be

- able to replace your motherboard without also

replacing the case and power supply.
Sound like a complicated job? It might be,

- depending on your level of familiarity with the
- inner workings of your computer. If you're seri-
- ous about upgrading but uncomfortable with
. the upgrade process, take your Compag into a

store that specializes in building custom PCs
and ask them to build you a Pl system utilizing
as many of your existing parts as possible.
Fortunately, many stores of this kind charge lit-
tle for labor, and you'll have what amounts to a

- brand-new computer for considerably less than
- whatyou'd pay for an entirely new system.

I'm thinking of buying a new com-
3DNOW! is cheaper than the

sensnsesenes

i Hot games like the upcoming Ultima: Ascension are going to require quite a powerful PC. Greg
answars one reader’s questions about how to take his machine and turn it into a gaming powerhouse.

Pmuum IT, but I've heard that the K6 isn't
compatible with some games. Is this true?
Should 1 buy the K6, or the Pentium 117

— Richard Howell, via the Internet

That's a good question, Richard.
We've been getting a ton of E-mail on

this very subject. Unfortunately,
there’s no definitive answer at this point.
There's no question that the K6-2 is a fantastic
piece of technology, but we have yet to see
much in the way of games or programs that
currently support 3DNOW! instructions, so the
jury's out on how much support it'll have. From
what we've seen so far from Quake /I, one of
the few games that currently supports the
technology, performance of the 333MHz K6-2
is roughly on par with a Pll 400MHz when the

Need Help?

If you have a hardware question or
comment, write to us at:
The Hard Stuff, PC Gamer, 150 North
Hill Drive, Brishane, CA 94005

or send E-mail to
yt"(.‘[f{‘ﬂ!hr” ’-'j'H.'_l'Jilli’H‘{ com

- shooters and

- other 3D-inten-

- sive games is L] |
- quite a bit slower il
ﬂnnacompnra- rmo son

- blePIL

3DNOW! instructions are used.

Therein lies one of the potential dis-
advantages of the K6-2 platform: games don't
automatically take advantage of the 3DNOW!
portion of the CPU. Without specific instruc-
tions telling a game how to use the chip’s
capabilities, a K6-2 runs about as fastas a

standard K8, A M D a

which for most
first-person

: Tereare | ZIDNOWY,
: mmm

- 3DNOW! portion £ with 3DNOW!. — :_
- ofthe K6-2 chip  ofits name, it's a fast chip.
. can besup- i

ported: First, a game developer can write the
appropriate instructions directly into a new
title. Second, support can be — and is in the
process of being — written into upcoming

versions of the major 3D standards (DirectX

* 6, 0penGL, and Blide). Finally, video card

_ﬂﬂ:lﬂﬂ September 1938



manufacturers can add 3DNOW! support
directly into their drivers, so any game that
supports their cards will support 3DNOW!
The first method — native support through
direct, in-game coding — will most likely be
the best way for a game to take full advan-
tage of K6-2's enhanced features, much in
the same way a 3Dfx board is best supported
by its native API, Glide.

As far as incompatibilities go, there's
always some risk when you pass up a stan-
dard Intel processor for an imitation, but
AMD has gone to great lengths to ensure
compatibility with the KB.

Soon enough, we'll get a K6-2 system
or three in for review, and we'll be sure to let
you know what we uncover. Until then, K6-2
with 3DNOW! will continue to look great on
paper, but only time will tell how it performs
using real-world applications.

e

| dak 1@

: Follow these screens to add TCP/IP support under
i Win35. You'll be fragging friends in no time!

1 recently picked up a copy of Unreal

and discovered that it doesn't sup-

port IPX for network games. I was
told that I had to install TCP/IP if I wanted to
play Unreal over my network. Could you
please give step-by-step instructions for how
to do this in Windows 957

—Bryan Holdsworth, St. Genevieve, MO

Sure, Bryan. It's pretty simple. Keep
in mind, though, that if you're cur-

rently browsing the web with your

The Game-Machine

The Game Machine repre-
sents what we consider a
solid, affordable gaming PC
that will handle every game
currently on the shelves. The
Game Machine has a maxi-

mum theoretical price of
$2,500 — but shop around, and : powerful for most games. pitch

you'll find it for much less.
We've recently taken the

¢ increases in games’ minimum
requirements, hut we're stick-

¢ ing with a good, old 3Dfx

¢ Voodoo Graphics-based 3D

¢ accelerator; the new Voodoo

¢ Il is a very hot chipset, but the
Voodoo Graphics

« Intel Pentium 233 MMX
! «32MB EDO RAM

PC, you already have TCP/IP support
installed, so you may be good to go right

now. That said, and working under the
assumption that your network adapter is set
up properly, open up the folder called My
Computer on the Win 95 desktop. Next, dou-
ble-click on Control Panel, and you should
see the Network icon. Double-click that, and
you'll see all the network adapters, protocols,
services, and clients you have installed on
your system. Click the Add button and dou-
ble-click Protocol. Select Microsoft, and you
should see TCP/IP as an available choice.
Select it, then click OK. Next, you'll be asked
to insert your Win 95 disc. Your computer will
get the information it needs from there, and
you'll be asked to restart your machine. Once
you've rebooted, TCP/IP protocol will be in
place, and you should be ready to wipe the
floor with your buddies in Unreal.

I currently own a 33.6Kbps modem,
but it doesn't seem to be cutting it

these days. I have looked at purchas-
ing a 56K modem, which is supported by my

Internet provider,
but a lot of people
have been telling me
about how they have
fancy T1 lines and
cable modems.
Unfortunately, as far
as | know, neither is
available to me up

here in Bumstown,
y Sure, K56 seems great,
North Dakota. Soiss mmmlw'sm.t“

56K modem the best : i impossible to con-
choice, or are there | nect at such speeds.

better ways to
become an LPB (low-ping bastard)?
— Erich Grant, via the Internet

There is not an easy answer to this
A question because 56K modems can be

a mixed bag. While their download
speeds are fast compared to a 28.8Kbps or
33.6Kbps modem, they
only upload information
at 28.8Kbps. So
Internet games that
require the sending
and receiving of large
-amounts of information

+ 3Dix Voodoo Graphics-based
3D accelerator
« 4GB IDE hard drive
¢ «16x CD-ROM drive

sitional sound ¢

ill plenty : « 177 SVGA monitor, .26 dot

« Multi-player gamepad
|Gravis G )

« 56K modem

processor up from 200MHz to | « Rendition V2x00 2D/3D card  ©  Microsoft SideWinder)

233 to keep ahead of recent

28-hit 2D card
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Glossary

Every month, the Glossary will define terms
that appear in The Hard Stuff and may be
new or confusing to some readers.

SLI (SCAN LINE INTERLEAVE)
A mode in which horizontal scan lines —
the: tiny lines that make up the image on a

computer screen — are separated into odd
and even lines so that multiple processors
can share the work of creating a single
image. Where Voodoo2s are concerned,
only two boards with the same RAM config-
uration and brand will function in this mode

AGP (ACCELERATED
GRAPHICS PORT)

A dedicated graphics port available on
Pentium |l and newer Socket 7 mother-
boards. AGP moves the graphics card off
the PCI bus and gives it direct access to
system memory

SIDE-BAND ADDRESSING

An extra 8-bits of addressing capability
built into AGP which, in effect, allows the
AGP graphics board to request information
over AGP at the same time as it is receiving
data over the 32-bit datapath of the bus

PIPELINING

AGP graphics boards can queue multiple
commands using a method called pipe-
lining. Without this feature, commands
must be received one at a time.

A3D

Created by Aureal, A3D is a new audio

technology that enables a more true to life

audio experience by surrounding the lis-

tener with sounds in all three din ions
ng only a single pair of ordi-

nary speakers or headphones.

to and from your modem will only be marginally
improved, if at all. In addition, it’s about impos-
sible to get a 56K modem to actually connect at
56Kbps; these modems are dependent on line
quality, and most users will only connectin the
mid- to high-40K range. In fact, current FCC
restrictions mean a 56K modem can only con-
nect at about 53K, even on a perfect phone
line. If you telephone line quality is generally
good and you can get a low-priced 56K
modem, then the upgrade from 33 6Kbps to 56K
might be worth your while, but dont expect a
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It's not the size of your weapon that counts...

... Whatever!

Toast the competition with
multiple missile salvos as you
cruise an alien landscape in
your ultra-powerful mecha.

>

SHOGO brings new
meaning to the words
‘Fire in the hole!’

|

In a showdown between
a 40 ft. tall heavily
armored mecha and a
5'11"soldier with an
assault rifle, who would
you vote for?

>

Explore many
unigue and detailed
environments, both
on foot and in
Yyour mecha.

>

Windows™ 95 CD-ROM



SHOGE?

mohile armor division

‘ Bigger is Better

sHoGe

mohile armor division

In'stores in llctollerl

" Be one of the first to wield the biggest
weapons in any first-person shooter!

Visit http://www.shogo-mad.com and enter to
win our Shogo Game Giveaway contest! Winners
will receive a copy of Shogo a week before it’s
available in stores!

Call our new Shogo Hint Line: 1-900-CALL-LITH.

Available in October.

Xy
www.lith.com | I
www.shogo-mad.com / PRODUCTIONS|

V.
“‘ Shogo: Mabile Armor Division and the “M" logo are trademarks of Monolith Productions, Inc.

Go to www.pcgamer.com/request Product #493
A
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EXTENDED PLAY
ADD-ONS  SCENARIO DISCS « UPGRADES  BUG PATCHES

Rednecks in Quakeland

fter playing

Unreal, Quake

Il seems

almost quaint

by compari-

son. Still, id’s

baby has

plenty of kick

left, as evi-

denced by a

solid new

level set from

Activision

and Xatrix.

A good

Quake I level

pack like The

Reckoning

points out

both the

strengths and
weaknesses of the Quake
game engine. The strengths
are, of course, evident on the
screen: smooth frame rates,
detailed figure animation,
dynamic lighting, and effec-
tive textures. The weak-
nesses come in the area that
has long been a problem for
id: single-player gameplay.

Building a believable

environment is only half the

. battle of creating a good

¢ action game; level design

. and pacing are crucial ele-
ments that far too many

. action developers ignore. 3D
Realms (Duke Nukem 3D),
LucasArts (Jedi Knight), and

. Xatrix (Redneck Rampage)
understand how to create
fluid, intriguing gaming envi-
ronments that capture the
gamer and drive him forward

. with a purpose greater than
running through the dun-

: .geon and shooting every-

" thing that moves. Complex

environments that simply feel
real and are interesting to
experience aren’t easy to cre-
ate. Jedi Knight set new stan-
dards, and it’s hard to go
back to the old Wolfenstein
3D dungeon model.

In The Reckoning, Xatrix
creates a fabulous set of lev-
els and environments, both
indoor and out. The problem
is the lack of an automap in
Quake II. Why Carmack and
company have eschewed an
automap is as puzzling as
why gamers have bought the
lame excuses (it makes things
more challenging, it’s too
hard to implement, etc.). The
Reckoning suffers from this
lack. The swamp in particular
is a realistically developed set

T. Liam McDonald

of tiered and submerged
caves that quickly becomes a
baffling exercise in simply
finding the way out. Such
jagged, real-world environ-
ments, with their dramatic
elevation changes, may well
make adequate auto-map-
ping challenging. but it also
makes simply
getting to the
end more of a
headache than it
should be.
That's too
bad, because
Xatrix has cre-
ated an intrigu-
ing set of chal-
lenges and
added a few
new twists. The
levels begin in a
swamp, as you
try to get into an
alien city, then

valleys. There are
four full hubs with
multiple levels each.
The added weapons
are a real treat. The
ion ripper’s ability to
bounce high-energy
bolts off of walls
especially adds a neat
new element. A weird
new item enables
marines to set a trap
that will suck nearby
enemies in and spit
them out as health
power-ups. The phalanx
particle cannon is just a big
new weapon, but its added
power comes in handy late in
the game.

The single new monster
is interesting, if not com-

Activision and
the creators
of Redneck
Rampage
bring us a
great new
mission pack
for Quake I,
and Seven
Kingdoms
gets a second
chance.

Mission Pac
are vivid, but the its look is rather blank

ekk is the new monster in Quake Il

: The Reckoning. Its animations

pletely successful. Called a
Gekk, it moves in quick,
twitching leaps like a mon-
key, firing gobs of acidic
blood and closing in for
hand-to-hand with sharp
claws. The animation is out-
standing, but the textures are
rather flat, leaving the Gekk
completely featureless.
Modifications to existing ene-
mies simply add new
weapons to pump up their
power. There are 18 full lev-
els throughout the four hubs,
and seven new multi-player-
only maps.

Now's
Your Chance

If you missed Seven
Kingdoms last year, you
missed the best strategy
game in a long time. It's no
real surprise that Trevor
Chan’s little gem went largely
unnoticed beyond the con-
fines of the gaming press;
Interactive Magic’s marketing
of its best game yet could be
called desultory at best (all
they had to do was say, “It's
what Age of Empires should
have been!”). After the rave
reviews started pouring in
and the 7K cult began to
grow, the folks at [-Magic
were quick to realize what
they had on their hands. The
Seven Kingdoms: Ancient
Adversaries add-on is their
way of riding the thunder.
There isn’t a lot new in
7KAA, but it does give 1-
Magic a chance to retool and
relaunch the game with bet-
ter box art (loaded with
glowing quotes) and a more
vigorous push. 7KAA is,
essentially, a stand-alone

Xatrix, the wacky folks behind Redneck Rampage, have

created a great new level set for Quake Il (even though it
doesn’t have any monsters that throw lethal poop).

continue
through the
ruined city and
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“gold”-type edition with
added features. The odd
thing is that most gold edi-




tions are preceded by an
add-on disc, while 7K went
straight for the enhanced full
edition. In an unusual treat
for the loyal fans of the game,
the entire enhancement is
available free to owners of
the original at http2/www.
imagicgames.conv7kaa/new/
upgrade.html, which short-
circuits any complaints
people might have about
needing to buy the whole
game again just to get the
new features. That's a
refreshing change of pace
from the SOP of “buy the
original game, buy the add-
on disc, then buy the gold
edition to get the full game.”

Ancient Adversaries fea-
tures three new races with
their respective Greater
beings. The Egyptians fight
with a Khopesh that gives
them a medium attack, as
well as bow and arrow and a
“power attack” of Ra Arrows
that do heavy damage.
Mughuls are armed with
scimitars for both regular
and powerful berserker
attacks. The assegai is the
melee weapon of choice for
Zulus, whose ranged attacks
are done with throwing
spear. When not using the
spear, the Zulu employs a
shield that protect against
ranged attacks. As for the
new gods, the Egyptian Isis
adds five to the population
totals for every click, the
Mughul Djinni causes fear in
villagers resulting in a 20 to
30 point decrease in loyalty,
and the Zulu uNkulunkulu
adds a 30-point leadership
bonus to Zulu generals (but
not to generals of any of the
other races).

One new siege weapon

has also been added:
After research on
porcupines is com-
pleted, you are now
able to research the
“unicorn.” a rapid-
fire ballista-style
weapon with a
seven-space range
and 60-point damage
rating. AA also
includes a new winter
tile set and 15 new
single-player mis-
sions. Chan has fur-
ther tweaked the Al
and added the ability to issue
orders while the action is
paused. A new in-game
multi-player matching service

"M

on the market when I tried it
out, so no one was online to
test Internet play, but every-
thing appears to be in place

.

2o ycihi

Isis prepares to work her magic on a town in Seven Kingdoms: Ancient Adversaries, which means
your little peasants will soon be reaching for their Viagra, some vino, and a Sinatra album

twice. I've played every strat-
egy game for the past ten
years, and this is the best
thing I've seen since Civ.

It's Mughuls sus Egyptians in

the revamped Seven Kingdoms:
Ancient Adversaries. The gods

has also been included in 7K: and functional,
AA to facilitate matchmaking.

The game wasn't officially

BUG PATCHES®

Descent: FreeSpace v. 1.01 (Interplay):
Updates FreeSpace to the latest version. FS100-101U.EXE

FIFA Road To World Cup 98 Voodoo Il
Patch (EA Sports): This patch fixes compatibility
issues with the Voodoo Il chipset. FIFAV140.ZIP

Incubation w1.03E (Blue Byte): Lobby technolo
gy is now supported (making it Mplayer-ready)
Works with PCs that have partitioned hard drives
and/or multiple CD-ROM drives. The rate of acqu

tion of experience points has been adjusted in the dif-
ficult mode. Minor problem with the use of stimulants
has been fixed. The skiill points displayed in the
Upgrade Menu for the explosion pack has been cor-
rected. The rest-function problem in
connection with Bratt/commander
has been eliminated. The ending
graphics during the exit sequence
has been reworked (3Dfx). The mis-
sion briefing for Halls #2 has been
edited. The problem with the bayo-
net has been repaired. A rare bug in
the last level has been corrected
through the use of an update to the
3D engine. PBM passwords are now encoded (and
prior saved games can still be used). The jetpack
points cheat in the Upgrade Menu has been eliminat-
ed. To use this patch, you must have v, 1.02 installed
(INC_102E.EXE). INC_103E.EXE

UNREAL

Pro Pilot v1.2 (Sierra): Adds new aircraft
Cessna 172R. The new C172R replaces the C172 as the
detault “trainer” plane. Normal glides can now be
performed with no increase in airspeed. Excessive
climb rates obtainable at high airspe have been
corrected. Climb performance has been improved.
Pitch attitude relationship with Right path has been
improved. One-engine out performance for multi-
engine aircraft has been improved. Ditferential power

If you didn't buy Seven
Kingdoms when it first came

Meanwhile, work on Seven
Kingdoms Il proceeds apace,
with greatly enhanced graph-
ics and a more complex role
for those annoying Frythians.

out, don’t
make the
same mistake

for multi-engine taxiing has been added. Baron/
KingAir engine out yaw is the wrong way. Le. ieft
engine out gives right yaw! Fixed. Fixed stalls/spins
that seem quite unrealistic. Fixed plane friction on the
ground. Fixed ground steering. SPP102.ZIP

Quake Hvw3.15 (Activision): This upgrade address-
es several features, including security, playability, and
enhancements. Also includes a new deathmatch level
for one on one play. The 3.15 patch for Capture the Flag
is also included. |Q2CTF315.2IP) Q2V315U0.Z1IP

Spec Opsv1.02 (Ripcord Games): Added

Voodoo2 SLI mode support, gamepad support, mouse

button configuration (3DFX only), joystick support
(*very" beta), ability to turn on ran-
dom enemies (also "very* beta),
more configurable keys. Fixed a bug
that allowed people to “stick”™ in
sniper mode, software “options”
problem cause by v1.1 patch
PATCHZ.EXE

Unreal BetaVoodoo Rush

Patch (Epic MegaGames): This
beta patch fixes compatibility issues with the Voodoo
Rush chipset. Si the patch is an early version, its
effectiveness cannot be guaranteed. RUSHB203.2IP

Unreal Space Orb Patch (Spacetec): This patches
the SpaceOrb software to support Unreal UN_SPO11.2IP

Unreal Cyrix Beta Patch #2 (Epic): This beta
patch will fix compatibility problems with the Cyrix
pr or. Since the patch is beta, performance is not
guaranteed. UNCYR202.2IP

Unreal v1.01 (Epic MegaGames): Updates
Unreal to the latest version. UNREALPATCH101.EXE

"YOU'LL FIND ALL OF THESE PATCHES ON THE CD!
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=== Top-notch 3D graphics showcase cities,
scorched terrain, real-time lighting effects,
and the AH-64A Apache combat helicopter.

s==w= Test your combat skills in two full
campaigns and 18 stand alone missions;
mission editor provided for extended
gameplay.

=== [nteractive flight environment registers turbulence from
explosions, blasts, and other aircraft - support for force
feedback joysticks included!

(=== Manage your team of ace pilots!
Options include skill ratings, fatigue
and morale management, recruitment,
and courts martial.

adjustable difficulty settings, and
easy/advanced flight models will get
you in the air fast.

(== Supports both head-to-head and
cooperative multiplayer for dogfights
over the intemnet, on a local network, or
modem to modem against your buddy.

Armed Yo the teeth ‘ly
and dressed o kdlt ENE EE o

Go to www.pcgamer.com/request Product #725
©1998 Simis Holdings Ltd. All rights reserved. Team Apache is a trademark
of Simis Holding ltd. used under license by Mindscape Inc. www.i‘eumdpclche.mindscupe.com



he concept for
id’s next, and
most eagerly-
awaited, pro-
ject has gone
through many
public permu-
tations, but I'm
hoping they're
serious now,
because Quake
Arena is the
right idea at
the right time,
and if executed
properly, it
may be the last
multi-player
shooter game
anyone needs.

We're
told Quake Arena will be
mainly a multi-player gamer,
with engine and graphics built
for 'net play. Solo play is
described as a ladder match
against deathmatch bots that
become more difficult. But the
main thing will be the Internet
deathmatch.

That makes sense. Like
John Carmack said when
announcing the new game,
making first-person shooters
today is almost like making
two games; you split time on
single-player design and
deathmatch design. Quake was
mostly a deathmatch game,
and people lambasted its solo
mode. In Quake II, more time
was spent on the single-player
action (even cutscenes, an id
first), while the multi-player
stuff trickled out in the “point
release” and other patches
until finally it was done.

When | started writing
the column this month, I didn’t
know id’s plans, but meant to
discuss how every new 3D
shooter intended to “fix the
problem” of a lackluster single-
player game while ignoring
multi-player design.

I was going to say, “Who
cares about single player in
this kind of game?” They're
essentially elaborations of
Wolfenstein 3D — shoot, run,
find key, press switch. Yawn.
The only interesting things are
hybrids like Anachronox, Deus
Ex, X-COM Alliance, and the
rumored System Shock II. But
what about deathmatchers?
We're left to our own devices.
Then id's announcement
forced a rather hasty rewrite.

- make some cool mod that

MULTI-PLAY
NETWORK e MODEM  HEAD-TO-HEAD  ONLINE GAMING

\d Could Change Everything — Aoain

So id takes one small step
for itself. Let’s just hope it's
also one giant leap for ‘net-
kind. I still play Quake II death-
match almost every day. There
are some serious improve-
ments that need to be made if
a new iteration of the engine is
going out onto the ‘net and
into the Quake community:

;= FINISH THE INTERFACE. I got sick

of id’s cryptic command line
interfaces back when I was
playing Doom over a modem
(until 1 found the Doomlt util-
ity). Quake II is infinitely better,
but it still has oddities — for
example, skin management is
cumbersome. More to the
point, | see tons of E-mails
from gamers who simply can’t
figure out how to play the

on Bates

thing online. | never hear that
about Blizzard's games.
*REWARD THE USER COMMUNITY.
id’s greatest strength is its
dedicated fan base; they do an
incredible amount of free
work to keep the game varied
and interesting. Why is that
work wasted? After Quake
came out, there was a ton of
excitement: hundreds of mods,
skin shops, brilliant levels, a
sense that people could end-
lessly modify and play this
game for years. Then Quake II
came out, that effort was
tossed away, and far fewer
new projects began. Why
should users work so hard to

won't be done when Quake IIT
hits? It has to be easy for exist-
ing user mods to be converted
to the new engine, especially
the models, skins, and levels.
Speaking of users,
include the Gamespy utility.
The thing is obviously great: it
saves id a bundle since they

don’t have to run some battle.
net-type service, it alleviates
latency — in short, it should be
built into the game from the
ground up.
* IMPROVE THE EXPERIENCE.
Little things like getting
nailed off a respawn pad
have to be fixed. Campers
are one thing; cheap bastards
who squat near a respawn
point with a railgun are
another. The Lithium mod
already fixed this — tempo-
rary invulnerability for
respawned players. There are
still model problems with
minimum heights and CTF
color schemes.

But the biggest opportu-
nity Quake Arena offers is a
chance to innovate in the

It looks like
Quake Arena
— otherwise
known as
Quake lll — is
going to be
firmly rooted
in territory id

Software
staked out
for itself
years ago:
the Internet.

multi-player mode. Let’s face

it, deathmatches can get old.

and virtually every single vari-
ant since Doom was released

— clans, skins, capture the flag
— has come from the user
community, not the so-called
game designers. The problem
with user-community variants |
is that they aren't often distrib-
uted widely enough to become
truly popular alternatives to

the ho-hum fragfest.

If id is serious about get-
ting back to its roets, it should
dive straight back into its sin-
gle greatest strength —
enabling user modification.
Make Quake Arena a multi-
player action game system,
what someone at Raven called
a “Quake operating system.”
Do this, and all else will follow.

Have variable weapon
sets — Doom weapons, real-
world weapons, Hexen
weapons, whatever, Let the
host or the level designer
select which weapons are
available. Download the vari-
ant automatically to users who
don’t yet have it.

How about level packs
with variable themed environ-
ments? Doom space bases,
Quake dungeons, war-torn

- cities. Five or six levels sharing
- atheme, textures, palette, dif-

ferent weapon choices, and

. different rule sets can practi-

cally be a new game.
Allow the host to vary

. game mechanics. Variable hit

points, different speeds for dif-

- ferent models. For example,

have realistic team games with
no respawning in.a present-
day “level pack” and you have
an instant online infantry

- game, Bye bye, Rainbow Six.

‘Follow this line of think-
ing to the obvious conclusion, -
and suddenly the whole idea of -
what an Internet game is :
becomes something different. -
A game on a CD is just code to

get people together, a key to a

community. Give the design to
people, let them make games.

id sparked the 1990s
renaissance of multi-player
games with Doom, refined it
with Quake; now they have a
chance to again revolutionize
games and put more big com-
panies out of business. And if
id doesn’t, somebody else will. :
You can’t turn off the Internet. -

-
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THE THRESHOLD

he very
first col-
umn 1 did
for PC
Gamer
was on the
subject of
single-
player 3D
gaming,
and how a
trend
seemed to
be emerg-
ing among
developers
to focus
their ener-
gies on
this previ-
: ously
neglected element of the
genre. And, as | predicted, ION
Storm, Epic, Ritual, Valve, 3D

taking that route with their
next-generation action titles.
But id Software, the genre’s
creator and its most presti-
gious member; has never
been one to run with the
pack. In an astonishing move,

- John Carmack recently
announced that his next itera-
tion of Quake would minimize

¢ the single-player game and

: focus almost entirely on the

{ multi-player experience.

What are we to make of
it ali? Is this latest develop-

: ment a gesture of defiance

- from id, a signal that it will

* continue to go its own way,
regardless of industry trends?
Or is this new direction simply
what id thinks is best for the
future of the genre? Carmack’s
own comments on his decision

. provide some insight. “In the

: past, we have always been
designing two games at once,
the single-player game and the
multi-player game, and they
often had conflicting geals,” he
says. “The largest conflict was
just raw development time,
Time spent on monsters is time

. _not spent on player movement,

- Time spent on unit goals is

. time not spent on game rules.

* There are many wonderful
gaming experiences in single
player FPS (first-person shoot-
ers), but we are choosing to
leave them behind to give us a
purity of focus that will let us

- make significant advances in

- the multi-player experience.”

Carmack’s over-riding
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One is the Loneliest Number

intention, then — to plough his
creativity and efforts into the
mode via which Quake is most
popularly enjoyed — is
admirable, even visionary. And
the pluses are obvious —
better-designed DeathMatch
levels, less lag (providing the
extra work yields better
results), a new BotMatch-style
feature for one-player practice
games, and the eye-candy
resources channelled into the
environments rather than the
single-player monsters.

But while this all sounds
promising, I already have a
few concerns about what we
might end up with. First and
foremost, I'm not sure how
well the new single player
concept will be accepted by
gamers. Most of the people

Realms, and others are indeed WBIETelolt-lSelale 8

who play single-player Quake
I, for example, bought the
game because they want to
be immersed in its world,
away from “real life.” So what
happens to those gamers
when their unfolding story-
based experience becomes a
succession of shootouts
against progressively tougher
Bots? They will, I suspect, not
take kindly to the new, atmos-
phere-lite experience.

While on the topic of
Bots, 1 also wonder if anyone
at id is capable of writing an
Al opponent that's challeng-
ing and life-like enough to
satisfy every level of gamer.
Will they hire someone who
has already been tested, as
Epic smartly did with the cre-
ator of the Reaper Bot?

And what of the 10hz
interpolation sampling rate?
Well, we can all thank our
lucky stars that Carmack real-

H PLGAMER Sepfember 1938

ized and admitted that the
10hz sampling rate was an
incredibly bad idea for multi-
player. The lack of control pre-
cision in Quake II is a direct
result of the 10hz interpolation,
which pretty drastically lags
the response time and control,
and remains one of the rea-
sons why many hard-core
Quake players have chosen not
to graduate to Quake [I. Let's
hope that this concern is prop-
erly addressed.

Another big concern of
mine is that the game will have
to undergo much longer and
more thorough testing than id
is perhaps used to. Although
id does a lot of in-house test-
ing, I believe the only way to
make sure that the game is
properly balanced and fair is if

id's next
generation of
Quake will be
DeathMatch
only — so
what does
that mean for
fans of the

single-player
game? Dennis
ponders the
ramifications.

hundreds of people test it.
When only a handful of people
are testing the game over and
over, they see the game grow,
but lose the freshness of expe-
riencing it for the first time, By
bringing in new testers as the
design develops, id would be
able to use their first impres-
sions to ensure that the game
doesn’t alienate newcomers.

As a hard-core 3D gamer,
I can’t imagine any news more
exciting than Carmack’s
announcement — the idea of a
company focusing its efforts
almost entirely on creating an
awesome multi-player FPS
game has been a long time
coming. “It is definitely a gam-
ble,” admitted Carmack when
he laid out his plans, and he'’s
right. So the question arises —
why take the risk? The major-
ity of the casual gamers out
there are generally only inter-
ested in the single-player expe-
rience, so 1 find it difficult to
believe that id chose this path
in pursuit of the Almighty
Dollar, although the recent
explosion of professional gam-
ing leagues could have been a
factor. id could possibly be
designing a game aimed
toward the professional gam-
ing market, making it so
unparalleled in multi-player
technology and gameplay that
it will emerge as the game to
play in those tournaments for
years to come. (One sugges-
tion: if they are setting this
project up with those leagues
in consideration, a welcome
addition would be observer
modes and remote cameras,
making it easy and fun for
spectators to, well, spectate.)
Or, the answer could be quite
simple — id doesn’t want its
flagship franchise to be
drowned by the imminent
tidal wave of Quake clones,
and this is its effort to do
something totally innovative
and different to set itself
apart from the pack — and if
Carmack does everything he
says he's going to do, that
may well be exactly what will
happen. Will id make history
once again? We’'ll have the
answer early next year.

=

You can read more from Dennis
at his reqularly updated web site,
located at www.gamers.com.
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ave you ever
been in a situ-
ation where
you had a job
to do, and no
matter how
fast you ran,
how quickly
you looked, or
how hard you
tried, you just
didn’t get it
done? That’s
exactly how I
felt after this
year’s Elec-
tronics Enter-
tainment
Expo, other-
wise known
as E3. With
such a proliferation of prod-
ucts, it was well-nigh impos-
sible for me to run around
. and see everything | wanted
to see. | saw a lot of neat
stuff: I saw a lot of new stuff;
and | saw a lot of boring
stuff — but | didn’t see every-
thing. Here's a quick look at
some of the most promising
titles I saw at the show:

Swords
and Sorcery

In this new roleplaying game
from Virgin Interactive, you
take control of a party of
adventurers, but you see the
world through the eyes of
whatever character you have
control of. While you control
one character, the others
react according to their own
artificial intelligence. You can
stop time and fight enemies
in turn-based mode, or you
can keep everything in real-
time (a choice many RPGs
are offering today). This is an
RPG that really puts you in
the characters” shoes — your
viewing perspective even
shifts when you move from a
tall character to a shorter
one. You'll have to split up
your party to solve some puz-
zles, which should make for
some good brain-teasers.
From what I saw of the
game, it has great potential.
The interface needs to be
cleaned up a bit, though — if
it remains as cluttered as it is,
it could be a serious down-
fall. However, with smooth
play control, this one has a
lot of promise. | don’t know

¢ it's so much more. There are

ALTERNATE LIVES
ADVENTURE AND ROLEPLAYING GAMES = NEWS = TRENDS

APGS of the Future

why more people aren’t talk-
ing about it, but we'll see
how well it does when it
comes out. Too many poten-
tially great games have been
ruined by lack of fine tuning.

Gabriel Knight:
Blood of the
Sacred, Blood
of the Damned

The Gabriel Knight games
have always been some of my
favorite adventures. As far as
I'm concerned, Jane Jensen is
the best adventure storyteller
in the business, and she’s put
in extensive research to get

this new story just right. The
game’s engine is quite differ-

ichael Wolf

ent from any other adventure
game ['ve seen. The 3D envi-
ronment is viewed from a
detached camera the player
can manipulate to examine
everything in the immediate
area. Players even see
Gabriel from a third-person
perspective. If it's successful
and easy to use, this could be
the revolutionary graphic
adventure that will breathe
new life into the genre.

Diablo 11

As [ wandered over to the
Sierra booth to check out
their new offerings, my jaw
hit the ground when I saw
Blizzard's Diablo II. The crowd
surrounding the game was
thick — I had to hack and
slash my way through to get
close enough for a good look.
At first glance, I thought it
was simply more Diablo, but

no wait times between levels

— you walk to a stairway and
you suddenly appear in the
next area. The new character
classes are a blast to play. The
environments are spookier

¢ than ever. Outdoor combat
- looked awesome. You can even

run quickly, to avoid the
drudgery of walking through

: cleaned-out halls. The dreamt-

of multi-player aspects over

battle.net sound thrilling, to say
the least. Basically, this game is
going to kick some serious ass.

Baldur's Gate

: What more can | say about

this game? Beautiful graphics,
huge story, large game world,
multi-player capabilities.... The
Bioware team is still working

It's time to
take a step
back and
examine what
the future

has to offer
roleplaying
and adventure

gamers. Wolf
tells us that
the future
looks bright.

on scripting the stary line into
the game, but most of the
environments have been com-
pleted. Work on the game’s
multi-player aspects has also
just begun in earnest. It
shouldn’t be too much longer
before we all get our hands
on the most anticipated RPG
of 1998, but any wait is too
long as far as I'm concurned.

Falilout 2

Another game everyone’s
buzzing about is the sequel to

. one of the best RPGs of last

vear. Fallout 2 contains a lot of
improvements made from the
original Fallout, but the same
game engine powers the story

. line. There are new items,

: new skills, and new environ-

. ments. Also, the quests are no
. longer timed, so you have

: leisure to explore the world at
¢ will. This is another game I'm
¢ itching to get my hands on.

Ultima:

Ascension

: I'm not going to say too much
: about this one right now. I

¢ have to mention it because,

¢ well, it’s an Ultima game.

: Unfortunately, I didnt get to

: spend a whole lot of time

¢ with the game, and I didn't

¢ get a tour of its features. One
: thing is for certain, however:
¢ it is not the ninth Ultima, The
i third-person perspective and
i theaction sequences looked

more like something that
should be in a game from

- Eidos than Richard Garriott's

latest offering, I look forward
to taking a closer look at this
game, but until then, I'm
withholding my opinion.

- Wrap Up
. Unfortunately, what happened

with Ultima: Ascension hap-

. pened all too often at E3. 1

only got a few minutes with
some products — just long

- enough to take a quick look at

what they had to offer before
moving on to get a glimpse of
something else. Overall, how-
ever, the show indelibly etched |
one very important fact into

. my mind: roleplaying games

are back in a big way. What a

. great time to be a gamer!

m:,.r



kay, maybe it
wouldn't hap-
pen very often,
but suppose
somebody
makes you a
bet about the
armament of
the Japanese
Shimushu
class
destroyer-
escorts. Was
the main bat-
tery made up
of five-inch
guns or some-
thing smaller?
You could
order a naval
book through
a specialty house or the inter-
library loan system and wait
weeks for an answer.

Or you could spend five
minutes on the web: access
www.wargamer.com, scan the
remarkable list of links dis-
played there, click on www.
skypoint.com/members/jbp/kai
gun.htm, and find the vital sta-
tistics for every ship in the
Imperial Japanese Navy, along
with thumbnail illustrations or
drawings. And if your friend
bet on five-inch guns and you
bet on something smaller, you
win [those Shimushi-class
escorts mounted 4.7-inchers)!

Maost visitors to Mario
Kroll's wargamer.com site will
have something more serious
in mind, of course; but simply
browsing has its deep
rewards. It's easily one of the
most attractive and compre-
hensive wargamer-oriented
sites [ have yet discovered.
Mario says it started out mod-
estly and just grew:

“I confess: I'm not a tradi-
tional wargamer,” he says. “1
started out playing roleplaying
and board games and became
quite addicted to Axis and
Allies. I've always hoped some-
one would port this game to
the PC, and now that some-
one’s actually doing it. I have
mixed feelings. If they actually
do it right, I'll be ecstatic;
unfortunately, PC ports from
other formats don't have a
great track record, so I'm rein-
ing in my enthusiasm and hop-
ing to be pleasantly surprised.”

Like so many other board
gamers in the early 1980s,
Mario was often compelled to

FC GANER Sepfember 1339

THE DESKTOP GENERAL
WAR GAMES = HISTORIC & MILITARY SIMULATIONS e TACTICAL COMBAT

A Site for All Seasons

¢ play Solitaire; “Better than

nothing, of course, but the Al
was always too predictable!”
He therefore created a modi-
fied BBS program for the
Commodore 64, where board
gamers and RPG fans could
swap information and hatch
strategies. “It sounds quite
primitive today,” Mario says,
“but at the time, no one else
was doing anything quite like
it, and it proved very popular.”
Kroll “got religion” for PC
wargames just after his expo-
sure to Panzer General while
he was serving with the
Army’s JAG Corps. “It was
easy to get lost in that game
and to develop a real emo-
tional attachment for your core
units,” he says. “It was realistic

illiam R

enough, under the simplicity
of the surface, and it was
incredibly playable.”

Mario’s addiction to
PBEM games led him to teach
himself some HTML and open
a PBEM opponent registry
using a German Internet ser-
vice. “I searched and
searched,” he says, “and it
quickly became apparent that
there was no single resource
on the Internet for locating
PBEM opponents for PC-
based war and strategy games,
[ was in the midst of getting a
computer science degree and |
figured, ‘How hard can it be?"”

Kroll has long ago aban-
doned such naivete. Moving
the site from Germany to the
states has not been easy; finan-
cial problems had to be over-
come, and wargamer.com was
periodically off-line during its
period of growing pains.
Mario credits fellow enthusiast
and business partner Tim
Maushardt for “encouraging

me to see the glass as half-full
even when ['ve wanted to
pitch in the towel many times
over the past three years.”

All of wargamer.com’s
services are free, and Mario’s
goal is to provide at least 1,000
custom scenarios posted by
fans of all the SS1 games, all
the Talonsoft games, the HPS
games — you name it; what-
ever your favorite kind of
wargame, you'll find new and
exciting scenarios listed in the
site’s ever-growing archives.

Kroll's ambitions don’t
stop there, either. “This sum-
mer, we'll also re-launch our
award-winning PBEM
Opponents Registry,” he says,
“which averaged about 1,000
active participants during our

Bill discovers
an online
cornucopia
about
wargames,
scenario
design,

the Panzer

Lehr Division,
and the
Imperial
Japanese
Navy!

first web presence in 1996 and
early 1997.”

Even though Mario’s site
is still under construction, [
can testify that it's a mouth-
watering feast of add-ons,
FAQs, utilities, forums, and
beautiful links displayed in the
Movement to Contact section.

Once you're sucked into
this area of the site, you're lost
— for hours, If you're a tank
buff, check out the AFV News
(All Things Armored, with a
great discussion board);
Russian Front aficionado? Dive
into the Battle of Kursk site.
Engaged in serious research?
The resources of the Center
for Military History are a
mouse-click away. If sub-
marines are your thing, there's
a very handsome site entitled
The U-boat Web, which gives
you the stats, combat records,
and ultimate fates of every
German sub; it also has a ter-
rific art gallery and interviews
with U-boat veterans.

That's just a brief list to
whet your appetites. The links
are so many, so varied, that
they deserve a future column
to themselves. “Credit for the
links should go to Paul Calvi,
who used to run the well-
known Tanker’s Homepage,”
Kroll says. “Paul does a great
job managing the links and
designing the layout there.”

The links alone make it
worthwhile to visit www.
wargamer.com. But it's also a
first rate source for profiles of
both PC and board game com-
panies, along with previews
and comment on new and
forthcoming releases (ditto for
miniatures, if that’s also a for-
mat that interests you).

For many visitors to
Mario’s web site, the segment
of choice will be the scenario
designers’ forum, where veter-
ans and novices alike give you
tons of tips on how to research
and implement the games of
your dreams.

In sum, www.wargamer.
com is an ambitious, attractive,
and enormously valuable
resource for wargamers of
every persuasion. Visit it just
once, and you'll be hooked. It
is now one of my favorites
(just about on par with the
pornographic Star Trek site),
and it will probably become
one of yours as well. BPCG
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eteran gamers
know that
SSI's name
stands for
Strategic
Simulations
Inc., so it can
be truly said
that “simula-
tions” is the
company’s
middle name.
And SSI has
done very well
for itself with
games like
those in the
Panzer
General and
Steel Panthers
series — those
are, after all, simulations of his-
torical battles, right? But what
about our Kinds of simula-
tions? Where are the sims

that put you in the cockpit (or
driver’s seat) of some leg-
endary piece of military hard-
ware? SSI has had just a cou-
ple of successes in this area in
recent years, but it looks like
We can expect even more,

SSI's Silent Hunter,

. released back in 1996, is still
easily the best World War
Two sub sim going. The same
year brought us Su-27
Flanker. which remains a big
hit with hard-core air combat
. aficionados. Since then,
¢ there’s been...well, nothing.
But a slew of new games in
development suggests 551 is
serious about becoming a
major player in the sim mar-
ket. | recently got a chance to
speak with Executive Producer
Carl Norman about his ambi-
tious plans for the company’s
new Digital Combat Series.

DB: This series marks
SSI's first attempt to create a
branded line of simulations.
Where does this new dedica-
tion to sims come from?

CN: We've really only
scratched the surface with a
few one-off products, but both
the products we've done in the
last few years — Silent Hunter
and Flanker — have been very
popular and very well received
by the community. We want to
be competitive; we don’t want
to be looked at as producing

¢ one-off simulations.

DB: The Digital Combat
Series has a lot of bases cov-
ered, with WWII sims like
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Panzer Commander and the
upcoming Luftwaffe
Commander and Silent
Hunter II, and modern sims

like Flanker 2.0. But since the
series also includes the highly
anticipated Harpoon®, can we

assume it won't be limited to
first-person sims?

CN: Yes. We believe simu-

lations come in a lot of differ-
ent flavors. For instance, the
Harpoon series, which I've
worked on — a lot of people
think it's a wargame, a lot of
people think it’s a strategy
game, and others think it's a

simulation. I happen to believe

it'’s a hybrid of all of these. My

personal feeling is that a simu-

lation is something that has

actual algorithms that simulate

systems or subsystems. So a

Dan Bennett

game like Harpoon? is still a
simulation because you're
simulating sensors, weapons
systems, etc.

DB: | understand the
third-person concept plays an
important role in a plan you
have to eventually link prod-
ucts in the series for multi-
player. How will that work?

CN: We want to start off
with several phases, the first
phase being just establishing
that we have a series of prod-
ucts. We did that with our
first release, Panzer
Commander. The second
phase is to get some of our
first-person-perspective simu-
lators working together.
We're currently working with
a developer right now on a
proof-of-concept to do a
destroyer game that will link
with Silent Hunter II. There
are going to be a lot of
headaches doing that; I've got

two developers that I've got to
get to work together. And
while they're both great
groups, they're worried about
getting their products out —
and I'm telling them they've
got to worry about each
other’s product. Never a dull
moment in the software devel-
opment business!

I would love to link
Luftwaffe Commander with
Panzer Commander, but
those products were well into
development when we first
got into this. Maybe we’ll do
some kind of sequels that will
link together.

DB: So you'll start by pit-
ting simulated U-boats against
simulated destroyers via net-
work or the Internet. Sounds
like a step toward the “elec-

SSI| has a
new line of
good-looking
sims in the
works —
and some
tantalizing
plans for

the future.

tronic battlefield” sim compa-
nies have promised for years.

CN: Years ago, the gov-
ernment did this thing called
Simnet, based in Fort Knox.
They took distributed simula-
tions and put them together so
you had, like, Bradley and
Cobra and Apache simulators
linked to M1 tank sims. The
only problem was, it was loca-
tion-based. Now it’s getting to
the point that we can link this
stuff together on the 'net.

[ imagine you're going to
see everybody trying to do this
— and you know what? [ think
the market is big enough for
all of us. There are technolo-
gies available both commer-
cially and within the military
that provide the ability to link
dissimilar simulations together
with a common base. We're
pursuing that, and I'm sure
our competition is. Who
knows — the next phase could
be we link one of our sims
with, say, one of Jane's
Combat Simulations’ sims. We
don’t have any formal agree-
ment with these guys to do
that, but wouldn't that be cool?

DB: Okay, that covers the
first two parts of the plan....

CN: The third phase of
the series would be getting it
50 that you could actually
take some of these first-per-
son perspective simulators
and tie them into a third-per-
son environment — like, say,
Harpm)n“‘, or a WWII variant
of it. It's something we're
working towards.

DB: Sounds good. How
soon do you think we'll see
these things become reality?

CN: It's not going to hap-
pen overnight; there are still a
lot of issues from a technical
as well as a marketing per-
spective. We have a five-year
plan for all of these simula-
tions; they're not all approved
and funded — my boss
always tells me I'm asking for
more candy than I can eat.
But I learned a long time ago
that if you want mortars on
the objective, request tactical
nuclear weapons. You ask for
tactical nukes, you'll probably
end up with 60mm mortars
anyway. | think it's going to
be exciting not only when we
get there, but I think the jour-
ney’s going to be fun.

BCG




 Welcome to

(the amazing new way to buy, sell, and collect)

Welcome to the thrill of hunting

through about half a million items,

that's a Ot of stuff!

the fun of the auction,

who loves the same stuff you do.

L]
gglI;E(ga?g;‘;re Who kNoWs?? You might make a friend!

It's the online auction where millions of

registered buyers and sellers get together individually
to do business, meet each other, and

sometimes, just fo talk about their collections.

With more items than any other place on Earth, eBay

—-WWW.ebay-cOm is your best bet at finding what you're looking for.

and click on . So try it out and see if you'd like to
Computers

make eBay your personal trading community -

because even if you could find it somewhere else...

what fun would that be?

™

yvoUr personayl trading Coymunity”

©1998 eSay, Inc. All rights reserved. Designated trademarks and brands are the property of their respective owners. eBay is not sponsared of endorsed by Apple, Inc.

Go to www.pcgamer.com/request Product #180



You've witnessed some of the greatest moments in NASCAR’s 50-year history.

Now create your own.

\ fere e

www.sierrasports.com
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Some people will call it a collector’s item. The best selling, most realistic stock car sim
ever — NASCAR® Racing 2 — and the NASCAR® Grand National® Series Expansion Pack. Together
in a special commemorative 50th Anniversary package from Sierra Sporis. But to call it a
collector’s item would be to miss the pomt Racing. So peel 1hose stickers. You know you want to.
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Have You Driven An
Urban Assault Vehicle Lately?




FLAMETHROWER

SECURE CONTROL SYSTEM with reattime

fractal encryption keeps your datalink untraceable
and unbreakable. Drive with confidence.

2X RADAR GUIDED MISSILE
LAUNCHER

FUSION POWER PLANT deiivers

smooth running power at temperatures
up to 700 degrees Kelvin

FUSION BEAM

ARMOR FACINES of renewable ceramic polymers

protect your vehicle from adverse conditions such as
plasma bolts and autocannon fire.

ELECTROMAGNETIC REPULSOR DRIVE

with gyrostabilization and inertial dampers
goes from 0 to 180kmv/h in 0.0014 seconds

The Argus Overlord

Armor Trend netmagazine’s
2219 Assault Vehicle of the Year

All Nataka Remotely Piloted Vehicles ship with version 56.9 of BattleHelper, Nataka's award-winning operaling system. Q:_“-" / 'Z
Some vehicles not exactly as shown. All performance specifications g.ven for unencumbered vehicles in 1 G of gravitational :@f—;
force and 101.9 kPa of barometric pressure unless otherwise indicated, BattleHelper is a registered product of the Nataka m
Corporate Empire. Unauthorized use of the BattlieHelper name is a violation of applicable treaties and will be met with military GENIUS
force. Gunmetal™ and Mad Genius Software™ are registered trademarks of Mad Genius Software Ltd. EEREAEW ﬂi W

Go to www.pcgamer.com/request Product #481
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CENTRAL

SOLUTIONS ¢« TECHNIQUES ¢ QUICK TIPS

0, you humbly suggest that Wirite to us at:

think you you re-think your posi- )]

can get tion because we’'ve got Pc il.

through the only tips you’'ll need 150 North Hill Dr.,

your for Unreal, StarCraft, Brisbane, CA 94005
favorite games all on Total Annihilation: The oF-

? Well Core Conti Migh E-mas
your own, huhy ell, we ore Contingency, Might peeceegee@aol.com

here at Strategy Central and Magic VI, and more! www.pcgamer.com

nredl, Parf |

Stop staring at the pretty pictures and get gaming!

Luleve’s Falls

Is Epic MegaGames' three-dimensional triumph giving you grief? Fear not
— we're here to help with this handy walkthrough for the game's first
eight levels. Look for the conclusion to the game in next month'’s issue.

R

The Vorrex Rikers

Ahh, there you are! Bonuses galore await
you in this secret cave.

LEVEL 1

into the armory. Yo
suit by standing under
ling and jumping. H

spersion Pis
op at the fir

fan. Hit the
to the eme

Well, | guess Steve won't be pestering me about that fifty bucks | owe him anymore. Grab the
pistol and get out of there, or you could be the next one slaughtered.
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Rrajigar Mine

LEVEL 3

nce you get to the red clearing, kill the Brute

whao's tromping around through the doorway to

the left. Head up to the red-lit area on the right-

hand side of the room, and turm on your flash-
light — there's a small cave that holds some useful
armor. Walk under the sign that reads "Force Field
Control Unit” and use the elevator

Peek out from behind the rock lormation and
blast the spike creature. Head down the dimly lit-
hallway (paying no attention to those dead bodies
on the floor) until you get to the force field room. Hit
both buttons

Go hack the way you came. Uh-oh, there go
the lights! Make short work of the Skaarj Warrior
then go back to the elevator, killing anything that
comes your way. Go through the other opening into
the caves, then enter the orange hallway. Wait for
the earthquakes to die down belore proceeding into
the caves. Kill the Skaarj to the right, then follow the
Nali to a secret area where you can acquire a
Stinger. Keep going until you find a lava pit with a
makeshift bridge — hop down, then shoot the red
button to raise the bridge.

Keep walking through the mine until you find
another Skaarj, then blow up the Tarydium canisters
to enter a control room. Clear out the bad guys, then
flip the switch in front of the panels. Hit all four
arrows on the center column, then blast the Skaarj
that drop in. Both doors lead to an elevator — take it
up. Keep to the right, kill the Skaarj, and keep
walking and shooting until you get to a red handle.
Turn it, then ride the lift up. Take the wooden bridge. _ A
When you get to the storage hins, kill the Skaarj, Shoot the red button with your AutoMag, and the bridge will raise.
and follow the Nali until you reach a bridge that
goes over a river of lava. If you try to cross it in the
center, it will break, so simply walk up the side. If
you're feeling nimble, you can jump across to get the
shield belt

Walk across the other bridge in the same
fashion, and go through into the boiler room, killing
the Skaarj. Keep progressing until you getto a
bridge with two bright red lights overhead. Go 1o the
right and trigger the elevator, but be ready for the
Brute who's riding it. Head up

This is a good place to save your game, Stick
to the left, and keep strafing left as you run down the
catwalk so you don’t get sucked into the fan. Break
the glass, then press the three yellow buttons. Go
back the way you came, and the door under the red
lights should now be open

-
»
i

%

W

”~ z Hit all four buttons on the sides of the
Ah-ha, another secret! Use your flashlight column, then get ready to dish out the
to navigate this cave — armor lies inside. hurt to the Skaarj Warriors who come in.

Oepths of Rrajioar

LEVEL 4

estroy the Brute, then take the elevator up to the
mining cart. Hit the button, then hop into the
cart. Kill the Brute that's enjoying taking pot-
shots at you, then proceed to the next cart. Go
across the lava bridge and keep going until you
reach a misty area. Be careful — there’s a Skaarj
waiting for you. Hang a rnight, and t he elevator.
Walk to the end of the room full of pillars, then go up
the ramp to the right. Walk into the | ay with the
barrels, then head down into the boiler room and
throw both switches. Go back up, hang a right, and \ ~
keep walking until you find a Skaarj and a green ﬁ
switch. Flip it, then head through the door to your Yot need o deactivate both of these boilers 1o e this level. Now head back up the walkway.

lower right. Simple!
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sacred Passage

LEVEL 5

ooks like we're outside again! The fromt-
door method won't work here, though —
you'll have to be sneaky to get into the
temple. Head toward the back of the
temple and hop into the water. You'll see a
small tunnel — go inside, and after a short
swim, you'll emegge inside. Find the black door
with a small square undermneath, then step on it
Walk through, and hlast the Brutes. Hit the lever
at the back of the fountain to get the water run-
ning, then go through the newly opened door.

See this hole? It's your ticket inside the Nali As soon as you get the water running, you
temple. Mind the piranha, though. .. can enter the temple

Chizra-Nali Water God

rom outside the pool, blast the four chains serpent, and walk to the idol in the center ol
|I!J|L’lf|ll the wooden raft. Get on to the raft the pool, A door opens. Enter, but watch out

LEVEL 6

mp, triggering a door to open. Walk for the arrows that will be fired at you "
i 1d drop down into the ruins. The Go up the elevator and make short work % -
pool in front of you contains several Tarydium of the giant mosquitoes that fly at you. Walk i e o
shards, plus a small passage that leads to a into the square room, and press the displaced i Wﬂ. k‘i
ve. Walk up the |,1I ank and fe the Nali to stone to your left. A pillar will drop — stand on o =
a secret area with flares ar re shards. To it, and you'll be lifted back to the area wher You can make your way up this wooden
the right of the secret area is -k that's you first fc e he wily Mhmt&undipulhpwlml‘lﬂ
of and drop the floor out again but t 2 m
orte the rs will to an open door, Jur
room that contains lh! ﬂSMD T.- .h leftis a the opening in the floor. Go either left or right
small doorway — push the block, and the and use the displaced bricks as stepping
huur will drop out from under you. Eat the stones. Kill all the ‘skeeters, then head through
h g fruit, then punch the slab directly to the opening door and kill the serpem
. The large door will open. Nuke the he right, drop into the water-filled
room, and climb up the rocks. You'll find your
sell in a large room filled with woo

the water. To the left and right, you'll see a
hallway with green lighting. Enter, and Llllnh
up the rocks at the cente
You've arrived at the Pool of Thunder
Take a quick dip inside (and grab the super
health pack behind the waterfall), then head
back to the room with the Eightball gun. Go to
Keep going u you encounter a Nali ¢ { brid ;. There's a la golden door he end the opposite side of the room, Th!:lhg.h the
tain, lgnore him, and blast the serpent that's of the room, but you can’t get in just yet you second gold door. Go and stand on the altar to
waiting for you on the bridge. Walk forward need to press the stones below both blue "_"t off the lightning. Head out and take a right
until I l;tl a message on your translator rches. Head back to the golden door and hit , ”U“”h yet another gold door. Kill the beastie,
i to get the “Stick of 6 Fires the button behind the ASMD cores. The do then hit the switch. Hop on to the wooden
1. Walk onto the bridge opens. Head through, then enter the golden platform. Go through the doorway to the right,

w the 1s downstairs for &
and |i,.||1 down into 1|IL pool below. Kill the door to the right. Kill both serpents. Head into he ramps downstairs for a room full of
es, then hit the switch. Head back the

u came. Back at the room with the
hr;rnhqll gun, you'll see a new opening with a
lever and some green hieroglyphics. Throw

and you'll finally be able to get that
y Eightball gun. The bars over the door
will raise, and you can run through. Follow the
passage until you get to a teleporter, then hop
tin. Kill the Skaarj who's waiting for you,
valk through the passage into the Nali
Ceremonial Pools

v-%.:‘ =
\ Walk inside this teleporter, and you'll be
mmmmmmmmummmumm-m transported to the end of the level. Watch out
nice-looking shockwave effect for the Skaarj waiting for you. though. ...
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Ceremonial Chambers

LEVEL 7

<

Hop on to this makeshift raft and you'll receive a quick ride through
this underground river that leads to the next level.

ne of your little Nali buddies will be leading you as soon as you
enter the level, so follow him through the first door. Hang a left
go down the ramp into the water, and throw the switch. Blue
bars will open on the other side of the underground chamber, so
swim for it. Why, it's another switch to throw! Hit it, then head back
to the ramp room. With the large gold door facing away from you,
take the doorway to the left. When you get to the T-intersection,
hang a right. lgnore the pool and keep walking forward
Once you reach the room with the palm trees, kill the Skaarj
and go through the gold door. Check out some crucified Nalis in
the room to the left, while keeping an eye out for any Skaarj that
might drop from the ceiling. Climb the wooden plank. Follow the
twisty passage, then throw the switch. Get on the wooden plat-
form. When it reaches its destination, follow the wooden bridges
until you can go no further, then go for a swim until you reach a
dock with an odd-looking gun. Push the switch next to it, then
climb” the rope. Do your best Lara Croft impression as you use the
wooden planks to reach the summit. Follow the hallway until you
reach a dock, then ride the makeshift boat to the end of the under
ground river. Press the button and go through the door

Going up! Fire the grappling hook with the switch to the right, then
walk right up. It's not as hard as it looks — just align your crosshair
with the center of the “rope,” and you'll be up without a hitch.

STRATEGY

Dark Arena

LEVEL 8

Inside this coliseum, you'll find a Titan that will give you the fight of
your life. That's why they call it “Bloodsport”!

his map starts ofl in an underground grotto. Work your way
through the level until you find a large pair of doors. Push one
of the stone faces, and it will open. Head down until you come
upon a clearing. Tl s not too much inside the coliseum if
you're going for the
door approach
loop around until y
the Skaarj and th
Nali. In the shadows
a copse of palm t
flashlight — and
way in
Once you get int
jail, hang a left, Follow
passageway unl
a carner, th
door to your left
the stairs and hit th
to lower the & 1
ins and you'll soon fi
yoursel in the hub of the
coliseum. Go up the stairs
into the arena, and be st
to grab the Eightball gun
It's go-time, bahy! “What have they got in there? King
the boss with eve Kong?” One of the stone heads in the
you've got, remembering to previous room will open this huge door,

strafe like a madman and

ning a good twenty feet betw you. Unce you la
exit through a hole that's been blasted through one ol the lour
doorways. Walk into the brick room, hit the lever on the wall, and
go through the doors

Rl

See that copse of palm trees in the distance? That's your way in. Have
mercy on the crucified Nali, however, and put ‘em out of their misery....

BCG
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FINALLY, A REMOTE CONTAOL CAR NOT EVEN YOUR BROTHER CAN BREAK. COMPLETE WITH 16 REMOTE CONTROL CAAS AND 15 PULSE-POUNDING
TRACKS, THIS GAME LETS YOU DODGE. WERVE, AND SOAR THOUGH RICH TROPICAL JUNGLES, SUN-DRENCHED BEACHES. AND MUAKY SWAMPS. EVEN IF
YOU DON'T FEEL LIKE RACING, THERE ARE DDZENS OF HIDDEN PATHS AND SECAET FERTURES FOR YOU TD EXPLORE. ALONE, WITH A FRIEND, OR RGAINST
THE COMPUTER, THIS GRAME WILL SEND YOU THROUGH DOZENS OF COURSES -- NOT BATTERIES.

AvaiLneLe on WINDOWS*95 CD-AROM ano PLAYSTATION® GAME CONSOLE —— %"
. , e | F&
©1998 Gremlin interactive Lid. Licensed from and deveioped by Gremiin interactive Lid. Al Rights Reserved. ©1988 Twentieth Century »_.
Fox Film Corporation, Inc. All Rights Reserved. “Twenlioth Century Fox* "Fox™ and their associated logos are the property of Twentieth =~ - - :
Century Fox Film C I and PlayStation logos are reg of Sony Computer Entertainment inc ar :_."1'_:'_—}‘"_': MayStation
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You have to try.




Because frankly,
the deep end is

where it’s at.

The Magic: The Gathering®
trading card game is like that.
It's a game that gets better
every time you play.

Crush your friends with twisted
creatures and powerful spells.
Give your wits a workout and
exercise some attitude.

Take it anywhere you go.
Play it any way you want.

Dive right in.

Experience the game online at
www.wizards.com/magic.html.

Or call (800) 324-6496 for
more information.

Magic: The Gathering
Welcome to the deep end.

WIZARDS OF THE COAST and Ihw_c The Gathering are eg;ste red trademarks of Go to www‘pogamer_comkaquest Product #848
Wizards of the Coast, Inc. ©1998 Wizards of the Coast, |



Charge headlong into the complete Total Annihilation™ universe
and you'll immerse yourself in one of real-time strategy’s most
explosive sagas. Through all three chapters, you'll dominate over
100 maps with 250 different units to produce massive wreckage-
filled battles and quick explosive skirmishes. Pile on full 3D
environments, explosive multiplayer

capabilities and most importantly fast

and easy gameplay and you're ' |4 ; = ,(‘ |
v crushing the universe with “...the new ' ;
\; king of real-time strategy games."* : Tal 1 N K

llummwmli.

Game of the Year

~GameSpot Editors

Game of the Year

~GameSpot Reader’s Choice Awards

Best Real-Time Strategy Game PRNRS G

-PC Gamer On-Line, Reader’s Choice Award : .

Best Real-Time Strategy Game

—Adrenaline Vault

Best Real-Time Strategy Game e —

-Ultra Game Player’s magazine
cavedagy

ERNTEFTA NMENT
A GT Interactive Company

www.cavedog.com

nongours Entertainnt, nc Al fghts ieserved . Total Anmibilatson, Total Annihalation: The Cone Contingenty. Cavedog Emtertasntent and the Covedog Entertainment logo are rademnarks of Humongous Entertainment, Ins



- Just Doesn't

Total Annihilation:

The Core Contingency’
The second chapter in the world’s
most explosive strategy saga!

75 New Units e
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25 New Missions

6 New Worlds

"‘ﬂ!

| = -
\
L
R L e
) %
i :
\

»

-

STRATEGY IS EVERYTHING

Total Annihilation: Battle Tactics’ -T'i Aﬂllllalli nTill"

Y

Dive right into a new batch of quick missions for the world’s most

explosive strategy game! Total Annihilation: Battle Tactics features -
smaller, quicker battles to satisfy that nagging Total Annihilation fix. -? Year
3.} -l

|

Blast through 100 rapid-fire ambushes where the action is fast and ?’i&"’{ ‘:"f;’. e
furious. New maps provide fresh opportunity for ambush. Varying .,,ia '."-’___, o

i degrees of difficulty give new Total Annihilation players a chance to
learn the ropes while offering advanced players a new challenge. :

l “Computer Game Entertainment Go to www.pcgamer.com/request Product #248



STRATEGY

Kick some RPG ass with our comprehensive guide!

Might and Magic VI has singlehandedly given roleplaying gamers hope
for the future. That wide-open range-where-thou-will design can, how-
ever, leave many scratching their heads about where to go next and

how to best handle various situations

. PC Gamer's Tom McDonald has

spent more than one hundred hours ranging around the darker corners
of Enroth with his level 70+ party, and he recently returned, blood-
drenched and sweating, to tell us a tale of derring-dos and don'ts.

SesmsEsEERREn

D AR .

A Touch of Class
Short and sweet: Knight, Archer, Cleric,
Sorcerer. Do it or die.

Okay, so some savvy gamers will
disagree and preach the virtues of multi-
class characters like the Paladin and
Druid. There are certainly times when
you want every free
hand to have a spell
book for those mon-
sters immune to con-
ventional attacks,
such as the Diamond
Gargoyle. This is the
best argument for
using a Paladin
rather than a Knight,
but the fact is your
Paladin will never
grow to be the
powerhouse sword-
user that your knight
can. There are many, : .
many moments late ‘;;‘ 2
in the game when a - " '3
melee attacker with P o
two swords who can ARCHER
hit for 70+ points on -
each attack will be
the man who saves
the day. With an
Archer, Cleric, and
Sorcerer to handle
the magic, it makes
sense to have one
dedicated fighter.

Archers are the
best choice for a
hybrid because they
are able to use ele-
mental magic,
whereas Paladins
cannot. The Archer
may not use shieid
or plate armor, which
is & problem, but KNIGHT
they make up for it
by being able to wield a variety of
weapons. Druids are a combination of a
Cleric and Sorcerer, without the ability to
learn Light and Dark magic, making
them rather useless. Therefore, a Cleric
and Sorcerer round out a good party by

. being able to handle a wide array of
skills. One of the best uses of magic is to
make your Archer your Air and Water
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wielder (for your transportation spells),
Assign Body, Mind, and Spirit magic

to the Cleric (for healing and bonuses),
and make your Sorcerer the bad-ass
with a bag full of Incinerate and Dragon
Breath spells. You can later dole out the
balance of magic skills as you go. It
always helps to have
two Fire Magic
wielders, so maybe
give this and/or Earth
to your Archer.

The choice
comes down to play
style. The phased-
versus-real-time
combat argument is
a dead end: both are
necessary depending
upon the situation.
Magic-users, how-
ever, function much
better in a phased
environment where
you can prepare
spells and tend to
magic points.

Skills

There are good skills
and pointless skills.
There's little use for
Diplomacy, Body
Building has a
modest effect on
attack strength, and
Perception can be
learned later in the
game (a Perception
level of B+ will be
needed to open the
warded doors in the
Supreme Temple of
Baa). The rest of the
skills are needed, but
not by everyone. it's
also helpful to assign complimentary
skills to the same character.

To begin with, everyone should
work toward mastery in learning. This
will rocket you through experience
points and into the higher levels. One
person with a higher luck rating should
get the Disarm Trap and Identify Skill,
which enables them to open chests and

‘}'E ¢
- -~

CLERIC

SORCERER

Let your merchant buy all spells, then transfer
them over to the proper spell user. They can be
more than 50 percent cheaper this way.

identify the items inside. Another person
(preferably a Knight, since he’'ll have
extra skill points to spend without a
magic requirement) should take
Merchant and Repair, so they can fix and
sell items. A high merchant skill will
enable you to sell the items you find at
much, much higher profits, and buy
things at very high discounts. It's an
essential way to stretch your gold.

It's not a bad idea to make one of
these two characters (the disarm/ID user
and the fix/sell user) your Water Magic
wielder. When you get the Enchant ltem
skill, you can then enchant any worthy
items and sell them for much more
money. A good trick with a skilled mer-
chant is to buy items (at a discount),
enchant them to increase their value, and
sell them back to the merchants at the
higher price. When you have 300,000 gold
in the bank, you'll see the wisdom of this.

As you go along you can pick up
Meditation (which increases spell points)
and Perception, but wait until your party
is in the double-digit levels.

Don't try to jump to Master of each
skill right away, except for perhaps
Water Magic. Instead, move each skill up
incrementally and become Expert first,
and then Master.

Miscellaneous Tips

* Water Magic may seem like a ninny
skill, but you will prize and cherish it for
two reasons: Town Portal and Lloyd's
Beacon. These spells enable you to pop
all over the map without resorting to
lengthy travel. They also enable you to
pop out of a sticky situation, heal, and
jump right back in.

* Heroism is an oft-neglected spell. Melee
combat is much more effective when a

supplies.
Like everything else in Enroth, they are sea-
sonal and regenerate.




strong Heroism spell is running, since hits

are strong and more likely to connect. Tl‘ﬂi"E[’s

* An Air Master can cast a Wizard Eye
that reveals all the items on the map,
even in places you can't see. This saves
time in avoiding a room full of monsters
when there is nothing to gain.

* Cure spells for insanity, disease, weak-
ness, fear, and poison are essential. Get
them right away.

* In Ironfist, get all your characters the
Bow skill from Berserker’s Fury. A row of
four archers is crucial.

There are fifteen obelisks scatiered throughout
the land, some in pretty tough neighborhoods.
Read them by clicking on the plague and try to
decipher the riddle.

WEAPONS

* If you have a long hallway or open
space, do the “retreating hail of arrows”
maneuver. By holding down the "A" key
and back arrow at the same time, you
spray the area with arrows while staying
out of danger.

* Rings and pendants are a fundamental
source of protection and power. The
best ones regenerate hit and spell points
at a faster rate. They will also be your
prime protection against elemental
magic if you opt not to chase shrines all
over the map.

Barrel Liguids

SKILLS

WHITE: Lux

BLACK: Poisor
RED: M

BLUE: f

YELLOW: Aq
GREEN: Endurar
DRANGE: Intelligent
PURPLE: Speed
STEAMING: Fire R
“MAGICAL": Mag

EXPERT

STRATEGY

MASTER

Northern Island
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Next to most stables are paddocks. Each has two horseshoes on the floor. Pick them up and click them on
your character to earn +2 spells points. They regenerate every year.

* Pick up horseshoes. They add two skill

points when you click them on a character.

* Reputation has two purposes. It encour-
ages a wider array of NPCs to join your
party, but this is negligible, since most
useful NPCs will join anyway. The only
real reason to quest for reputation is if
you're going for Light Magic Master. This
requires a “saintly” reputation. Donating

at Temples and most quests will raise rep-

utation levels. Some quests, NPCs, and
items will lower it. If, for instance, you sell
human bones or hire on a “duper” to get
better prices, your rep will go down.

Who Buys What

LOADSTONES (5): D

HARPY FEATHERS (10
4-LEAF CLOVERS (25):
COBRA EGGS (300):

KEGS OF WINE (300

AMBER (500): [

TEETH (500): |

BONES (1000): Ic ¢
GOLDEN PYRAMIDS (1000} R

GONGS (2000): Lawrence A
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* Don't screw around with magic
wielders like monks or wizards. Get in
close and slash. They are lethal at a dis-
tance but not so tough when you get in
their faces. In a room full of magic users,
go for the wizards first, or you will be
casting Cure Insanity and Cure
Weakness spells for the entire battle.

* Enchant items to make them worth
more for resale or to give them magical
properties. Items must be valuable to
enchant, or they will break. This means
weapons need to be worth more than
250 gold and regular items need to be
worth more than 450.

¢ [tems do not need to be identified to
be used or sold, and there is no penalty
when selling unidentified items.

* When engaged in hard fighting, keep
one or two characters with enough skills
to train to the next level. This is because
training functions as a full heal and
restoration of spell points, and can be
used as a “free” healing instead of
going to temples. This does not cure
conditions (except for weakness) and

A healthy assortment of potions may mean the
difference between life and death. Early in the
game, buy every empty potion bottle you find.

-

F | -
The Fountain of Youth is on the island east of
Hermit's Isle, and it's surrounded by some of
the toughest monsters in the land

unconscious characters obviously may
not train.

* Click on torches and bas-reliefs. They
often reveal treasure or bonuses.

» A fly scroll can be found by clicking on
the side of the bank in New Sorpigal.

* Enroth regenerates monsters and trea-
sures one year after they are killed and
claimed. Go back to an easy dungeon
and wipe the monsters out in a few min-
utes if you need a quick pay-off.

* Magical aging effects can be elimi-
nated by drinking from the fountain of
youth found on Hermit’s Isle. This does
not affect permanent aging.

* The cheapest healing is found at the
temples of Baa (2-10 gold).
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Ol O] vee

The two most useful spells in the game.'”ann
Portal and Lloyd's Beacon. Get them right away
and do away with almost all lengthy travel.

They also enable you to pop back and forth
from questing to healing.
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NEXT GENERAT/ION BASEBALL
GORREGT!

Congratulations, the answer is False.
You obviously know your baseball
and are exactly the kind of fan we

made VR Baseball 2000 for.

Complete ingame experience with
heckling fans, PA announcer and players
talking smack to one another.

Here's the game baseball fans
always wanted.

* Powered by Shiny Entertainments exclusive
"Messiah™" technology.

* Near photo-realistic detail.

. see musc’es ﬁex ﬂnd l"ersey's s’refch using The most current rosters and statistics for
the 1999 season and the ability to

pfdyer mOdels with up fo 3;000 POI'YQOHS- download new stats so that you have the

most current baseball game.

* First game out for the 1999 season.

Check it out at: www.vrsports.com

Available Summer of 1998

Loaded with stats and simulation features.
Everything a baseball purist wants.

www. vrsports.com

Go to www.pcgamer.com/request Product #352
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here are far too many quests and

sub-quests to detail here. Many are
optional, but some are required for the
narrative to advance. Others are useful
to gain valuable experience and promo-
tions that enhance your party. Generally,
you begin with easy quests, then take on
a mixture of pure (i.e. monetary)
retrieval quests mixed with the council
quests. As you earn money and finish
council quests, you will have the skills,
cash, and items needed to move forward
in the story, and with the end in site will
probably concentrate on story quests to
the exclusion of others. Get the quest
before you perform it!

SECTION I: BEGINNING

As the game begins, you need to bring the
letter to Potbello, who can be found at the
New Sorpigal Inn. From there, you are
asked to bring it to Humphry at Castle
Ironfist, but there’'s no need to rush off
chasing quests just yet. Linger around
New Sorpigal, pick up quests, and clean
out the entire island. By the time you leave
for the journey to Ironfist, you should be
pumped and rich enough to bump up
those skill levels and spell books. Since
one dungeon has four associated quests,
this is a good place to linger.

Goblin Watch (New Sorpigal)

QUEST: Get Goblinwatch code

RECEIVED FROM: Janice, New Sorpigal
Town Hall

MONSTERS: Rats, Suckers, and Goblins

NOTES: The parchment with the code on
it is in the first section of the dun-
geon (to the right), and you can get it
pretty fast. You don't need to clean
out the entire Goblin Watch, but you
should to help build skills. By the
time you're done, you'll be much
stronger.

igal is
to visit Andover Potbello in the Inn. He will also
give you a quest.

SPOILER: The solution to the Goblin
Watch is NILBOG (goblin backward).

Abandoned Temple of Baa
(New Sorpigal)

QUESTS: Find the Candelabra, Kill the
Spider Queen and bring back her
heart, Get Cobra Eggs, Rescue
Angela

RECEIVED FROM (IN ORDER): Andover
Potbello, Buford Allman, Hejaz
Mawil, Violet Dawson, and New
Sarpigal

MONSTERS: Cobras, Spiders, and Bats

NOTES: This will be a frustrating exer-
cise, since your party is weak and
will need to constantly backtrack to
be healed. Since the Temple is huge
(one of the largest sites in the game,
and full of low-power monsters), it
can be very time consuming. This is
why you need to work toward Town
Portal and Llioyd's Beacon spells
ASAP. In the end, it is worthwhile to
clean out the whole blasted thing and
complete all four quests, since the
money and experience are good. Use
your Poison Protection spell if you
have it. If you bring the candelabra

Hydras aren’t so lough once you have their number. Almost everywhere you encounter them you can
hide in a doorway and rain meteor and starburst spells on them
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Locations of the Shrines

APRIL: Endurance, White Cap (near

iracy, Free Haven (west of
Mire of the Damned (east
prpigal (eastern
AUGUST: Fire, Kriegspire (near
Kr

SEPTEMBER: Electricity, Castle Ironfist

DECEMBER: M:

east of to

back to Potbello, you will lose reputa-
tion points, which can be restored by
donating to the temple.

Circus

QUEST: Find Nicolai

LOCATION: Bootleg Bay (December),
Mire of the Damned (August),
Blackshire (April)

RECEIVED FROM: Humphry, Castle
Ironfist

MONSTERS: Various

NOTES: This is pretty easy, since Nicolai
Is just in the main tent of the trav-
eling circus. The trick is hitting the
right circus at the right time, since it
moves around. Some are in pretty
tough neighborhoods. Bootleg Bay is
the closest and easiest for early in
the game, since the cannibals, head-
hunters, and lizards aren't too bad.
Don't bother with the circus games
right now unless you have a skill
(might, intellect, accuracy, luck) rated
at more than 80. If you do have high
ratings, you will want to play these
games of skill to earn pyramids for
trade at Abdul's Resort.

Shadow Guild
(West of Castle Ironfist)

QUEST: Save Sharryl

RECEIVED FROM: Fairchild, New
Sorpigal Townhall

MONSTERS: Thieves, Thugs

NOTE: This is a small dungeon, so take it
early in the game for experience.
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Temple of Baa
(Southwestern Ironfist)

QUEST: Chimes of Harmony

RECEIVED FROM: Janice, New Sorpigal
Townhall

MONSTERS: Skeletons, Spiders, and
Clerics

NOTES: This is a good place to spend
some time, since there are plenty of
easy-to-medium creatures to boost
experience. Go in here with a high
learning skill, clean it out, and come
out 5-10 levels higher. Do not touch (or
go near) the gong in the large temple
room: it releases a couple hundred
skeletons and doesn't help. The door
you need is behind this altar, so slide
along the wall to find it. The chimes
and gold are located in secret rooms at
both ends of the long corridors.

Temple of Tsantas
(Northern Island, Bootleg Bay)

QUEST: Rescue Sherell

RECEIVED FROM: Tormini, Free Haven

MONSTERS: Cobras, Headhunters, and
Cannibals

Temple of the Fist (Bootleg Bay)

QUEST: Destroy the Crystal

RECEIVED FROM: Winston Schezar
MONSTERS: Monks

NOTES: Touching the crystal destroys it.

SECTION Ii:
PROMOTIONAL QUESTS

After whetting your swords with
starting quests, it's a good idea to go
right into the six Council quests and the
various Promotional quests. The
Promaotional quests not only earn core
experience and treasure, but also pow-
erful character promotions that add
points and respectability. Even if you
are not of the same class as the promo-
tional quest, you gain “honorary”
status and all the benefits.

Sorcerer to Wizard (Bootleg Bay)

RECEIVED FROM: Newton in Mist

MONSTERS: Lizards, Cannibals, and
Headhunters

NOTES: Everyone should drink from the
fountain, which can be found on an
island northeast of Bootleg Bay.
Return to Newton to get the promo-
tion and the next quest.

-; - |
| gedel
If you have trouble with the Followers of Baa,
maybe you should be playing Lemmings.
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Ain’t they cute when they get pissed off? Kill one peasant, and most of the town will turn on you.

Knight to Cavalier
(Rockham, Free Haven)

QUEST: Visit Blackpoole

RECEIVED FROM: Lord Temper, Castle
Temper, Free Haven

MONSTERS: The area is crawling with
Archers and Clerics.

NOTES: Visit Temper, then go get the
nomination from Chadwick Black-
poole in the village west of Free
Haven, then return to Temper. It will
be slow-going without Meteor
Shower or Starburst.

Cavalier to Champion (Warlord's
Castle, Northwestern Silver Cove)

QUEST: Prove the Warlord is defeated.

RECEIVED FROM: Lord Temper, Castle
Temper, Free Haven

MONSTERS: Soldiers, Knights, and
Cuisinart

NOTES: Death Knights, Doom Knights,
Veterans, and the Cuisinart are all
tough customers. This castle is full of
booty, but once you grab the mes-
sage scroll, you might just want to
portal out rather than chink away at
Cuisinarts for hours on end. The
Warlord doesn’t need to be defeated;
all you need is the message scroll to
complete the quest.

Paladin to Crusader

(Silver Helm Outpost, Mist)

QUESTS: Rescue a damsel in distress
{Melody Silver), retrieve Gharik's
Forge key, and clean out Outpost

RECEIVED FROM: Humphry, Castle
Ironfist and Scrivener, Mist Townhall

MONSTERS: Monks, Guards

NOTES: Melody is in a secret room
behind the mural, Don't leave this
dungeon until you find the Gharik's
Forge key, which you'll need for a
council quest.

Crusader to Hero (Dragon’s Lair,
Mired of the Damned)

QUEST: Slay the Dragon

RECEIVED FROM: Humphry, Castle
Ironfist

MONSTERS: Dragon

NOTES: It's one big dragon. Kill him and
bring his claw back to Humphrey.

Cleric to Priest (Free Haven)

QUEST: Rebuild Free Haven Temple

RECEIVED FROM: Stone, Southeastern
White Cap

MONSTERS: Harpies and Fire Archers
are located along the way.

NOTES: Bring a stonecutter and carpenter
to the ruined Free Haven temple. All
three can be found in the northwestern
corner of Free
Haven. You'll
need to dismiss
any NPCs you
picked up to hire
the stonecutter
and carpenter.

High Priest
(Temple of the
Sun, Island North
of Bootleg Bay)

QUEST: Retrieve
Sacred Chalice
and place it in
the Free Haven

Ogres seem pretty formidable
when you first encounter
them, but they will be one of
the lesser monsters as you

Temple. get deeper in the game,
RECEIVED FROM: Engage them from a distance

Stone, when possible

Southeastern

White Cap

MONSTERS: Monks, Minotaurs

NOTES: There is no need to really
bother with the Minotaur King if you
don’t have a medium strength (level
20) or higher party, since he guards
nothing important.

Archer to Battle-Mage
(lcewind Keep, White Cap)

QUEST: Retrieve Dragon Keys

RECEIVED FROM: Stromgard, East of
White Cap

MONSTERS: Magyars, Harpies, and
Archers in the surrounding country;
Guards and Ogres in the Keep

NOTES: You need to find the Dragon-
tower keys located in the keep. The
keep is easy, by the area around the
keep is tough.
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The dragon towers found throughout the land will seem
mysterious at first. When you find the Dragon Tower keys
and get the quest, you'll understand their purpose better.

Battle-Mage to Warrior-Mage
(The Dragon Towers)

QUEST: Turn off the Dragon Towers

RECEIVED FROM: Stromgard, East of
White Cap

MONSTERS: None, really

NOTES: If you have Town Portal, this is
easy. Just go to each town and push
the red buttons on the dragon towers
to activate them, then return to
Stromgard. There are five dragon
towers altogether. You must still
have the keys from lcewind Keep.

From left to right are the Diamond, Marble, and
Stone Gargoyles. Diamond can only be killed
by magic, while conventional weapons can
affect Marble and Stone.

Warrior-Mage to Arch-Mage
(Corlagon’s Estate, Southwestern
Ironfist)

QUEST: Retrieve the Crystal of Terrax to
Newton

RECEIVED FROM: Newton, Mist

MONSTERS: Ghosts, Skeletons

NOTES: A lower level party won't have
too much trouble here, since the long
hallways enable the “Hail of Arrows”
maneuver. The problem is the length
of halls, which lead to much to-ing
and fro-ing. Don‘t try it without
Lloyd's Beacan.

Druid to Great Druid
(Island North of Silver Cove)

QUEST: Pray in stone circle

RECEIVED FROM: Fleise, Silver Cove

MONSTERS: Gargoyles

NOTES: You need to pray in the circle
of stone (touch the altar) on March
20, June 21, September 23, or
December 21.
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Pofions

made by combining them. Through furth

black potion: 1 are very potent, b

is mixing the advanced potions without blowing yot

BLUE (RHINA ROOT): 10 spell points
RED (WIDOWEEP BERRIES): 10 hit points
YELLOW (POPPYSNAPS BOTTLE): 10 to all

GREEN (RESISTANCE): Yellow + B
ORANGE (PROTECTION): Yellow + Red, 10
PURPLE (CURE POISON): Blue + Red, cure

BLESS: Purple + Blue, bless for 6 hours
EXTREME ENERGY: Orange + Yelloy

20 to primary statistics tempe

HASTE: Green + Yellow
HEROISM: Orange + Red, heroism for 6
hours

RESTORATION: Purple + Green, cure all
conditions except dead and stoned
STONE SKIN: Orange + Blue, stone skin for
b hours

SUPER RESISTANCE: Green + Blue, 201
SUPREME PROTECTION: Orange + Gre

haste lor b hours

primary statistics

red (health), and blue
in mix these

iions and

{ up. Here's how

temporanly

The sewers are loaded with caches of yellow,

blue, and red potions.

tance temporarily

emporanly

DIVINE CURE: Restoration + Orange, 100 hit points temporarily and 1 year to age

DIVINE MAGIC: Super Resistance + Green, 10
DIVINE POWER: Extreme

ESSENCE OF ACCURACY: Bless + Yellow, adds 151

manently

ESSENCE OF ENDURANCE: Supreme Protection +

1 from other statistics permanently

ESSENCE OF INTELLECT: Stone Skin + Blue, ad
permanently

ESSENCE OF LUCK: Super Resistance
ESSENCE OF MIGHT: Heroism +

¢ Purple

ESSENCE OF PERSONALITY: Restoration + Blue

speed permanently

ESSENCE OF SPEED: Haste + Red, adds 15 to speed and sul

REJUVENATE: Extreme Eneryy

from primary statistics perme

Great Druid to Arch Druid

(Temple of the Moon,

Northwestern Free Haven)

QUEST: Pray at Altar of the Moon at the
full moon

RECEIVED FROM: Fleise, Silver Cove

MONSTERS: Gorgons, Cobras

NOTES: Protection from poison, cure
poison, and Stone to Flesh are the
keys to this dungeon. The monsters
aren't hard to take out, but they can
cripple a party. Visit altars in order:

its temporarily and 1 year to age
arily and 1 year 1o age

scuracy and subtracts 5 from luck pe

Yellow, adds 15 to endurance and subtracts

15 to intellect and subtracts 5 from might

adds 15 to luck and subtracts 5 from accuracy

Red, adds 15 to might and subtracts 5 from intellect perma

wdds 15 to personality and subtracts 5 from

tracts 5 from personality permanently

agical aging atiects and subtracts 1

Life, Accuracy, Might, Endurance,
Speed, then Luck. Wait until midnight
to pray.

SECTION Ili:

COUNCIL QUESTS

Wilbur Humphrey (Castle Ironfist)
QUEST: Find Shield

LOCATION OF ITEM: Blackshire country-

side.
MONSTERS: Werewolves
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"MEET YOUR NEW GAMING SYSTEM ENGINEERS"

"I’EIII’I)IIMIIHI:E WAS SIMPLY STUNNING"
|  Appeal: Gamers looking for the fastest
most reasonahly priced gaming system

-Computer Gaming World, July, 1998

(FUHS "BOTTOM LINE: IF YOU'VE GOT THE MONEY TO
'@ SPEND THIS IS THE GAMING SYSTEM TO OWN"

QH‘E|.E£ -PC Gamer, January, 1998
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“The GREY"

Intel Pentium Il 300MHz MMX

Intel 440BX Motherboard 512KB
AAVID Cooling System

GAMB SDRAM (PC-100)

3.5" Floppy Drive

Hercules Terminator 2x/i w/BMB
with Intel i740 Chipset 2X AGP
Diamond Monster Voodoo || wiBMB
6.4GB Ultra-ATA Hard Drive
SoundBlaster AWE 64 PnP

Altec Lansing ACS545

Si lor & S 5

Toshiba 32X CO-ROM

ATX Full-Tower Case w/300 Walt
Power Supply (Dual-Fans)
KoolMaxx Video Cooling System
104-Enhanced Keyboard

Microsoft 2-Button Mouse
Diamond Supra 56K V.90 Fax/Modem
Windows '98 Operating System
Latest Drivers Installed

Free Instaliation & Configuration of
Favorite Games

PRICE: %1,899.00

PC Syvstems

CEXIG Sout hwvest 120 Stoeet Mo, Dlorida 110G

Go to www.pcgamer.com/request Product #008

bwf FAST, PACKED, AND STACKED

"The HIVE-MIN,
Intel Pentium il 400MHz MMX

Intel 440BX Motherboard 512KB
AAVID Cooling System

64MB SDRAM (PC-100)

35" Floppy Drive

Hercules Terminator 2x/i w/BMB
with Intel i740 Chipset 2X AGP
Diamond Monster Voodoo Il wi2MB
11.5GB Ultra-ATA Hard Drive
SoundBlaster AWE 64 PnP

Altec Lansing ACS48 Powercube
Subwoofer & Speaker System
Toshiba 32X CD-ROM

ATX Full-Tower Case w/300 Watt
Power Supply (Duai-Fans)
KoolMaxx Video Cooling System
104-Enhanced Keyboard

Microsoft 2-Button Mouse
Diamond Supra 56K V.90 Fax/Modem
Microsoft Sidewinder Precision Pro
Windows '98 Operating System
Latest Drivers Instalied

Free Installation & Configuration of
Favorite Games

PRICE: $2,699.00

Toll Free: 1-800-494-3382
WWW.ALIENWARE-PC.COM

Customize your own dream machine

;g", [“ 3 "The Area51set new records in our CPU/Motherhoard

: ¢ . and hard drive tests, completely crushing anything

-800T Magazine, July, 1998

| m\mmu ~

“The AREA-5T1"
Intel Pentium Il 450MHz MMX

Intel 440BX Motherboard 512KB
AAVID Cooling System

128MB SDRAM (PC-100)

3.5" Floppy Drive

Hercules Terminator 2x/i w/BMB
with Intel i740 Chipset 2X AGP
Dual-Diamond Monster Voodoo II's
24MB (Scan-Line Interleave Mode)
11.5GB Ultra-ATA Hard Drive
lomega Internal Zip Drive 100MB
Diamond Manster Sound MX200
SoundBlaster 16 PnP

Cambridge Soundworks Microworks
Subwooler & Speaker System
Hitachi 2nd Generation DVD Player
ATX Full-Tower Case w300 Watt
Power Supply (Dual-Fans)
KoolMaxx Video Cooling System
104-Enhanced Keyboard

Microsoft 2-Button Mouse

uUs R ics 56 V.90 F d
Microsoft Sidewinder Precision Pro
Microsoft Sidewinder Gamepad
Windows ‘98 Operating System
Latest Drivers installed

Free Installation & Confl ation of
Favorite Games

PRICE: $3.699.00

VEW! INTENSOR GAMING CHAIR
add: $29%.00 [substitute speakers)

Duality Monitors

17" Viewsonic V773 .26DP add: $325.00
19" Viewsonic V95 .26DP add: §595.00
21" Viewsonic P810 .250P add: $1,050.00
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NOTES: Humphrey's shield is in a chest
surrounded by werewolves, south of
Blackshire. Werewolves, particularly
Greater Werewolf, are very tough
and will disease you constantly. The
chest also requires a 7+ disarm skill.

Anthony Stone (White Cap)

QUEST: Capture the Prince of Thieves

LOCATION: Free Haven Sewers

MONSTERS: Rats, Clerics, and Thieves

NOTES: You'll find the Prince in the Free
Haven sewers, so get the quest
before you go down there.

Temper (Free Haven)

QUEST: Get the demon plans

LOCATION OF ITEM: Devil's Outpost,
Western end of mountains above
Kriegspire.

MONSTERS: Demons

NOTES: Just a one-room brawl, and you
don't even need to enter the room.
Drop a beacon, though, because the
demons are nasty, resilient to many
fire attacks, and drain spell points. This
will take a few full heals to finish, but
is not much of a puzzler: a demon
drops the plans at your feet. Not much
will be gained by cleaning the whole
outpost once you have the plans.

Loretta Fleise (Silver Cove)

QUEST: Fix prices of stables

LOCATION: The stables in New Sorpigal,
Ironfist, Free Haven (two stables),
Mire of the Damned, Bootleg Bay,
Silver Cove, Blackshire, White Cap,
Kriegspire, Darkmoor.

MONSTERS: Various, depending upon
the town

NOTES: Portal from town to town and
discuss the price fixing with each
stable. Pretty easy, except it does
lower your rep one level.

Stromgard (Frozen Highlands)

QUEST: Stop the eternal winter

LOCATION: Kriegspire Mountains,
Hermit Hut.

MONSTERS: Drakes, unless you can
avoid them

NOTES: The Hermit's Hut is located right
in the middle of the mountain range.
Fly to it (using Wizard Eye to avoid
the drakes unless you are very high
level), talk to the hermit, and return
to Stromgard — simple.

Newton (Mist)

QUEST: Retrieve the Hourglass of Time

LOCATION: Gharik's Forge, Island
Mortheast of New Sorpigal

MONSTERS: Magicians, Fire Elementals

NOTES: This is a tough, complex dun-
geon, Wizards cast insanity with
alarming frequency. You will be
portal-ing a lot for this one, but don't
try to be a hero. Load up on protec-
tion amulets, rings, and spells, and
get in close to fight with weapons.
You must have the forge key from
the Silver Helm Outpost.

7.’__,4',}

Success! The Council approves of your quest, and th

After you gain the approval of the Council, you
can go right into the four crystal quests.

Humphrey/Silvertongue Traitor
Quest (Ironfist)

QUEST: Expose Silver Silvertongue as a
traitor.

LOCATION: Superior Temple of Baa,
Kriegspire

MONSTERS: Magicians, Druids, and
Clerics

DESCRIPTION: There are several impor-
tant things to remember. You need to
have 8+ in Perception to open doors.
Just give it to one member of the
party and have them open all doors.
Humphrey will give you the Baa
cloak that enables you to enter the
temple, but you don‘t need to wear
it. In the room with the four bas-relief
faces of Baa arranged around the
walls of the altar room, touch each
face in order (they tell you their num-
bers). Each character can earn 50,000
points by touching the large face of
Baa in the main arena but this lowers
your rep one level for each click. The
letter is in a chest that is opened by
two keys you collect when you kill
the High Priest and High Magician.

SECTION IV: MEMORY
CRYSTAL QUESTS

Once you gain the council approval and
expose Silvertongue, you are allowed
into the Oracle. He will tell you that

you need to return the four Memory
Crystals to their places in the Oracle. The

LIEHLE T |

e door to the Dracle is

Crystals are scattered, and require some
serious questing.

Alpha Crystal

LOCATION: Supreme Temple of Baa,
Hermit's Isle

MONSTERS: Clerics, Fire Spirits, and
Demons

NOTES: To get to the Island, you first
need to visit Humphrey and ask
about the Queen Catherine (the royal
yacht). The Yacht is docked at
Ironfist. The island has Titans and
Sea Monsters, but ignore them and
just run for Temple, which is a pretty
easy thing to do. The temple isn't too
bad, just convoluted.

Epsilon Crystal

LOCATION: Castle Kriegspire

SIDE QUEST: Retrieve the jeweled egg
for Emile Lime, of Kriegspire

MONSTERS: Minotaurs

NOTES: Minotaur Mages and Kings are
tough customers, but the castle is
pretty easy and the crystal is located
in plain sight. The large cavern filled
with drakes holds many valuable
items. The torches to the far right
and left also hide 15,000 gold each.

Beta Crystal

LOCATION: Castle Alamos Northern
Island, Eel Infested Waters

MONSTERS: Air Elementals, Magyars,
and Magicians

NOTES: This is a long dungeon that is
easy to get lost in. To find the clues
that will unlock the gate you need to
click on all the trees and read the
cryptic message, then try to decipher
them...or you can just cheat.

SPOILER: The answer to the riddle is
JBARD.

Delta Crystal

LOCATION: Darkmoor Castle
SIDE QUEST: You must destroy the Book
of the Liches.

PC GRHER mmnmﬁ




MONSTERS: Liches, Floating Eyes, and
Ogres
NOTES: This is one of the toughest quests
in the entire game, and unlike Alamos,
s no way around it except to
through and drop heacons_

1't be avoid d aven
ption. Power liches and
are very tough custon
st bet is to run like hell, drnp
beacons, heal, and pop back in.

SECTION V:
ENDGAME QUESTS

While the quests can be taken in a
willy-nilly ne-as-yo g0 , once
you have all the memory c rysml the plot
and missions become more linear,
leading up to the finale.

Supreme Titan (left) and Noble Titan. The
Supreme Titan is one of the toughest customers
in the game, since he has high armor class and
an attack that can kill with a single hit.

two spells (i.e. implosion, shrap-
metal). When you enter the pools in
the bathhouse, they w;ll ask you
questions ba

found throughout the pyr

must answer them quickly since
you're taking damage, then drop

NOTES: This is an optional gquest, but
the blasters you earn make it worth
while. The Terminators damage
itams each time they hit, so you
might want to hire an NPC to repair
items unless each member of your
party has a repair skill. Ta.rmum{nrs
also may eradicate your guys
have someone with the Resurrect
spell on hand.

Castle Ironfist

QUEST: Free Archibald

RECEIVED FROM: The Oracle

MONSTERS: Non

NOTES: Go to the castle and talk to
Nicolai. The third eye is located in
the well Northwest of the castle. Go
back and get the bell from Nicolai.
Go to the second level of the castle
and free Archibald from the library.
Take the scroll,

through the Well of Varn trapdoor.
Tomb of Varn (Dragonsands) The chest with the Cube is in the The Hive (Sweetwater)
Pyramid area to the northwest.
QUEST: Find the Cube SPOILERS: The codes are the names of QUEST: Kill the Hive Queen
MONSTERS: Ger Varn Guardians, the crew of the Enterprise backwards: MONSTERS: Demons, Hive Queen
and Patrol Robots First Mate: KCOPS, Navigator: ULUS, NOTES: The grand showdown isn't as
NOTES: This is nd complex, with Communication Officer: ARUHU, bad as some of the other quests, but
plenty of monsters throwing status Engineer: YTTOCS, Doctor: YOCCM, the Hive does disable Town Portal and
spells. Get the Crystal Skull for extra Captain: KRIK. Lloyd's Beacon, which is frustrating.
protection. Genies will cause more Despite the Oracle’s warning, the
pure headaches than anything else in Oracle Control Center Demons are not immune to magic.
the game, since they ilarly put The final encounter (the Hive Queen)
you to sleep, cause fear, and are QUEST: Get blasters. isn't too tough, but she is surrounded
immune to many spells. Guardians of LOCATION: The Oracle by minions. Concentrate on her.
Varn are immune to all but one or MONSTERS: Robots

Stumpman’s Six Princidles of Kick-Ass Oaline Gaming..

HEAT.NET™ Mplayer™ Internet Gaming Zone™

1. Thousands of opportunities

for rail-gun fodder X X X
2. Fast, Free Gameplay on gH[Y QN
all games X

3. Over 25 ways to win cash &

prlzes every day X
................... T B S i R N B 05 o B B8 STl i - B
4. Battlezone™, Net Fighter™,

Sin™, Vigilance™, Extreme

Warfare™, Plane Crazy™,

Fatal Abyss™, Baja 1000™,

Skles"“ X

5. Can wager points in Quake II™
deathmatches - winner takes all X

6. A place to play swell games like
Hearts and chat about '50s movies X X
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" 1998 SegaSoft Networks Inc. HEAT.NET is a tr k of SegaSoft N ks Inc. Mplayer is a trademark of >4 NE::::I.
Mpath Interactive Inc. Internet Gaming Zone is a trademark of Microsoft Corporation.
All products are trademarks of their respective owners.
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There's never been anything like Intensor. So

Be warned: this is technology with
a real “punch-you-in-the-
gut-while-you're-not-looking”
brand of sensitivity.

25.47"

19.35"

s
et

19.72"

in order to survive it, you need to understand
a few things. Like to begin with, you need to
know what a Sensory Gaming Experience is.
It's complete immersion. It's intense tactile

1. A breakdown of what you're up against.

Not everyone will have what it takes to

Remember, in this chair
no one can hear you scream.

handle Intensor’s patented audio system.

After all, we're talking 5 high-performance
built-in speakers with 108dB output.
Technically speaking, that means it's really

104 dB

108 dB

#  ITEM
1 | Left 2" Mid-range Directional

7 | Tactile Intensity
8 | Electronics Unit

9 | Heavy Duty Single Cord Connector

feedback. It's being able to see, hear and feel
the game you're playing like never before. All
you have to do is hook it up to the audio jack
of any system, play any game and hold on.
You may also want to say a little prayer.

2 | Right 2" Mid-range Directional
3 . 5.25" Center Mid-range
4 - 5.25" Low Frequency Tactile Driver
5 | High-range Tweeter

6 | Sound Volume

10 | Optional Office Chair Base
; Optional Subwoofer

12 | Headphone Jack

loud. So for the neighbors' sake, you may
want to use the headphone jack — which you
can do without losing any tactile feedback.
But keep in mind — if your ears start bleeding,
you should probably turn the thing down.

Fig. 2. At 19 pounds, Intensor is designed
for quick evacuation in the event things
get ugly. (Shaky hands will appreciate the
built-in molded carrying handle.)
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Be advised. With Intensor, you'll not only  engine rev, every explosion, every kick will

; - hear your games like never before, you'll seem more real than you may want it to. So

Ducking, dodging, whimpering ey g L
and other useful gaming skills also feel them. In your back. In your legs. it's important to note that under this type of
you might want to perfect. You'll feel sensations in places you never extreme duress, screaming in high-pitched
even knew you had. Which means every tones for one’s mommy is quite common.

il

.............................................................. oy i

——

Fig. 3a Fig. 3b
The Dodge The Weave

= 8

Flg. 4. Artist's conception of Sensory Fig. 5. Nore: Players attempting 1o
Gaming s effect on the human heart. negotiate Intensor on anvthing
The Duck Those with heart conditions should less than a good, stiff spine may be
— proceed at their own risk. reduced to a vegetative state.

From movies and CDs to all your favorite And there's no going back. It's the gaming

L games, Intensor isn't just compatible with version of the thousand-yard stare. You'll
Any game. Any system. e . i

your current system, it actually transforms recognize it in others who've “been there!
will ever be the same it. It may also do the same to you. Once Seekthem out.Talk to them.This therapeutic

you take a seat, there's a new awareness. approach can help preserve your sanity.

In the event f{flh'.’ Volis
breakdown, seek |rI'{'I'||"| arl

Assuming vou've read
this carefully, proceed to your
favorite gaming retailer.

Fig. 6. Intensor has been known to induce shock. In
such cases, place victim flat on back, elevate legs 8 10 12
inches and call for help. (If victim begins vomiting,
place him or her on one side to allow fluid drainage.)

INTENGIT

Gaming

Experience

Go to www.pcgamer.com/request Product #043
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arCraft, Parf 3

The only Terran guide you'll ever need!

Over the past two months, we've provided expert playguides for the
Protoss and Zerg, but we've saved the best for last with this definitive
guide to playing the game's good guys — those lovable Terrans.
Adaptable and well-balanced, the Terrans are the race of choice for
StarCraft players of all levels — and no matter what your ability level,
you'll find something here to improve your play. Enjoy!

THE EXPERT’'S GUIDE TO UNITS

SCVS

The dutiful SCV should be
more than just a workforce
for you. They can safely
eliminate spider mines and are valuable
scouts. Sending the occasional SCV up
to an enemy base early in the game will
allow you to predict what form of attack
your opponent will use. For example,
sending one of your SCVs about three
minutes into the game into a Protoss
camp will allow you to see if he is
maoving to harvest gas (probably not
rushing) or is building a second
gateway. About four or five minutes
later, sending a second SCV, you'll be
able to see if he's created a Cybernetics
Core before going for more Gateways. If
s0, he's likely to be moving toward a
Robetics Factory, Dragoons, and
Reavers. It's this early insight that allows
you to counter his potential attacks.

The other key to SCVs is their ability
to repair mechanical units. At least one
SCV should accompany every attack

7
I
Always keep an SCV or two with an attack force for on the spot repairs.

PLGAMER Sepfember 1338

force that has Wraiths, Siege Tanks, or
Goliaths. Repairing units in the middle of
battle can often be the key to victory.
Experienced opponents will take out the
SCV as quickly as possible, but short-
sighted opponents will often overlook it
in favor of more formidable targets.

MARINES

While much of the time,
they're fodder, Marines are
invaluable given that they're
so cheap and so versatile. In large num-
bers (say a couple complete groups
assigned group bindings) marines can
be a devastating offensive force to aerial
or ground units. In bunkers, they should
always be one of the cornerstones of
your base defenses, Marines are espe-
cially useful against expensive units with
generally slow firing rates such as
Mutalisks, Scouts, Dragoons, and even
Siege Tanks (provided they're not in
Siege Mode).

Somewhere along the way, always

i i
ry142/

Always be pumping out Marines because they
are some of the cheapest, fastest, and most
versatile units to build.

be sure to upgrade Marine firepower and
range, and if you have the resources,
eventually armor. The StimPack (which
provides faster firing and movement for
a short period of time) is amazing but
only on attack forces that are particularly
“expendable” (e.g. you have a target that
needs to be destroyed regardless of your
losses). Never use StimPacks on defen-
sive forces or you could wind up a little
short on units in the end.

Always try to keep Marines spread
apart when walking in formation or
when simply standing around. This will
make them less susceptible to area-of-
effect attacks and blasts such as those
from Siege Tanks, Reavers, and Psionic
Storms. It should go without saying that
for purposes of defense, your base
should be surrounded by bunkers
loaded with marines. Inside bunkers,
they are protected from Irradiate, Psionic
Storm, and Broodling attacks while still
doing full damage to enemies like
Mutalisks (that typically only take half
damage from many other forms of
defense). They will form a suitable
defense against aerial or ground forces.

One final tip: take one or two
Marines and simply have them patrol
around the perimeter of your base. If
they run into an enemy, the firing should
provide you with a good alarm, allowing
you to defuse the situation before things
get too close to home.

FIREBATS

Much like the Marine, the
Firebat is a low cost unit that
is of particular use in close-
quarter situations. Given its shorter
range but more damaging attacks, the
Firebat is especially useful against units
that fight hand-to-hand. If you have a




Protoss opponent, you should have
plenty of Firebats on hand to combat the
considerably stronger Zealots. Likewise,
Zerglings will fall easily under the stream
of flames issuing from these units. In
each bunker of your base, it is usually
prudent to have at least one of the four
positions occupied by a Firebat. In doing
s0, units directly attacking the bunker can
be quickly dispatched.

GHOSTS

3

Relatively weak attacks make
the Ghost a poor offensive
unit, but this weakness is
offset by some very special powers that,
when properly used, make all the differ-
ence on the field of battie. While each of
these powers needs to be researched
and are quite costly, the savings over the
long haul are worth it.

Cloaking is the first power that
should be researched. While cloaked,
the Ghost is an invaluable source of
intelligence. Positioning cloaked
Ghosts along known enemy trails
will give you a heads-up on the
attacking force, allowing you
advanced intelligence on how to
counter it. Additionally, being able
to sneak a Ghost into an enemy
base will provide intelligence on
what units are being built and
where weakly-defended points of
entry may be. Of course, keep
Ghosts well away from any detec-
tors, especially Zerg Overlords.

Lockdown is a particularly
useful defensive measure, and as a
part of a base assault. When on
defense, it's often good to keep a
couple of Ghosts scattered about
your base — keep them near build-
ings or in shadows where they
might be overlooked by an enemy.
At the first sign of a major attack,
use Lockdown to remove a few key
units from the battle. Pay particular
attention to artillery units like
Siege Tanks. When on offense,
cloaking to get near an enemy
base and then locking down any
defensive Siege Tanks, Cruisers,
Scouts, and Wraiths can allow your
forces to march right in.

Nuclear weapons are the great
equalizer for the Terrans. While they are
incredibly adaptable in their strategies,
the sheer power of the nuke evens the
odds, The Ghost in charge of painting the
target should always be cloaked. You
may want to have more than one Ghost
handy when lasing a target, just in case
an obsarver happens by (Terran Science
Vessel, Zerg Overlord, or Protoss
Observer). Where possible, a series of
nukes can be prepared (see below) and
you can decimate all outer base defenses,
allowing you to get to the chewy center
with conventional ground forces.

VULTURES

Nukes are the greal equalizer. Proper use of your ghost

units will ensure victory.

While its speed is great, the
Vulture is by and large use-
less for anything other than
scouting missions. The grenade launcher
is functional against Zerglings and

(r_ ,\

marines, but against anything more
heavily armored, the Vulture is fodder.
One of the few decent uses for the
Vulture is against workers early in the
game as a rush tactic. The unit's impres-
sive speed can often allow it to get past
stationary base defenses.

One would think that spider mines |
are a useful upgrade, but again, they're
really only useful for providing intelli-
gence and the time required to set them
up generally isn’t worth the effort. By and
large, your time and resources are better
spent on other units than the Vulture.

SIEGE TANKS

Along side marines, Siege
Tanks should be the second
major portion of your forces.
An effort to research Siege Mode (via |
the machine shop add-on to the factory)
should be one of your highest priorities

in any game, regardless of your tactics,
While not in Siege Mode, the tanks are

8

effective against other large ground
units such as Dragoons, Archons,
Ultralisks, Hydralisks, etc. They need to
be kept well away from large numbers
of Zerglings or even Marines given their
relatively slow firing rate. In light of their
inability to attack aerial units, they
should always travel with a compliment
of Marines or even a few Wraiths, When
in Siege mode, the tanks are particularly
vulnerable to Zealots and Zerglings as
they won't be able to hit the hand-to-
hand attacking foes. To help alleviate
this situation, always travel in groups of
at least three (ideally more) where they
are positioned some distance away from
one another, but still in firing range. In
this way, if an enemy should close
ground with one of the tanks, one of the
others will be able to remove the threat.
For defense, Siege Tanks in Siege
Mode should be positioned around your
base. It's often good to set them near
missile towers or bunkers with Marines

EWWMW‘
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es of their
slow to build
and they are fairly expensive, Siege
Tanks need to have SCVs with them for
repairs at all times.
On offense, Siege Tank
with Mari
n a few Goliatt gair
capability needs to be handled by other
units). Spreading three or four Siege
long a front with the other forces
ind them makes for a formidable
attack force. As you pummel the outer
defenses of a base, inevitably, forces will
come pouring out. With the enemies
s lured away from the base
s, decimate them with your
waiting forces. Then resume shelling the
base with Siege Tanks.

GOLIATHS

Fairly robust and relatively
quick, Goliaths are some-
thing of a strange unit.
ir ground attacks aren’t very strong
{only slightly stronger than an upgraded
Marine) but their powerful ground-to-air
capability makes them a key asset in
either an attack party or for base
defense. Goliaths will shred Mutalisks
and Scouts in short order, and against
Battle Cruisers and Guardian Aspects
{which have slow firing rates) they will
also do well. They are also relatively
cheap and fast to build. Goliaths are
particularly susceptible to attack from
Seige Tanks, large numbers of
Zerglings, Reavers and Ultralisks.
Goliaths should be used to accom-
pany Siege Tanks (or any attack force) to
protect them from Guardian Aspects,
Mutalisks, and other aerial enemies.
MNaturally, being mechanical,
Goliaths can be (and should be) repaired
by SCVs at every opportunity.

DROPSHIPS

The Terran Dropships aren’t

as useful or necessary as

other races’ transport ships
given that most major Terran Buildings

STRATEGY

can pick up and relocate themselves. If
you're seeking a secondary base, then
Dropships are useful for dropping an
SCV on an island or other isolated
resource area. At the same time they are
useful for dropping a few Marines or
Firebats behind enemy lines to take out
an enemy’s work force.

\ w
Wraiths are key for air-to-air superiority.
Always be sure to research cloaking.

Extremely expensive but

potentially extremely effec-

tive, Wraiths should be used
only on maps where there are tons of
resources. The Wraith's primary strength
is its air-to-air attack capabilities and its
stealth through cloaking.

Wraiths themselves are not particu-
larly robust and can easily be destroyed
by Protoss Scouts, Goliaths, Hydralisks,
Marines, Scourges and, of course, Missile
Towers, Photon Cannons, and Spore
Colonies. On the flip side, they are good
at removing Guardian Aspects, Mutalisks,
Battle Cruisers, Overlords, and Carriers.

While their ground attacks are quite
weak, the ability to cloak makes them
great for hit-and-run attacks and
scouting missions. If you have a large
force of Wraiths, it's good to split them
into at least two groups of six or more.
As one group Is off attacking in cloaked
form, the other should be in the base
recharging their cloaking units and being
repaired. As the cloaks wear off on the

PL GAMER Seprember 1958
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; are posi-
ou need

rh m pmt uldrl\_.f biledelhh}. m
(five of them will easily take a
er down). L se you want

Bdlli cruisers away from Scouts,
umbers of Mu1al|

ield by themselves and should
always have a compliment of Wraiths
and Goliaths to k away would-be
attackers. As always, an SCV should
accompany a Battlecruiser for purposes
of repair. They're too expensive to
simply throw away, and they're too slow
to continuously se k to ba

If you are going to make the invest-
ment Balliccruisers you should defi-
nitely research the Yamato Cannon. This
long-range weapon is useful for taking
out Missile Towers, Photon Cannons,
and Colonies at long range.

SCIENCE VESSELS

As a detector and unit with

several key special abilities,

the Science Vessel should
be high on any advanced player’s list of
necessary units. The Defensive Matrix
adds a 250-point shield to any unit. As
such, it's particularly useful on Ghosts
making a Nuke run, Battlecruisers
making an attack on a tower, or even to
protect Wraiths from Scourges. The
second two major abilities must be
researched, but in certain situations, they
are absolutely key defensive points,

STRATEGY

se 000

The Irradiate power is particularly
useful aqwlnst Zerg enemies given that it
5 amage in a short
against living enemies
(thus it is fairly useless against most
Terran un It's particularly great
inst slow-moving Guardian Aspects
.md Ultralisks.
On the other side, the EMP
kwawve removes enemy shields and
enemies of their energy for special
powers. As such, Protoss units should
fear the appearance of a Science Vessel
given that they would be reduced to
their base armor for the damage
required to destroy them. Additionally,
the power is useful against units
preparing to use special powers such as
Battlecruisers with their Yamato Cannon.
Because they are so slow, Sci
Vessels are quite vulnerable to Scourges,
Mutalisks, Goliaths, Hydralisks, and
Wraiths. More often than not, you'll want
to keep them in your base until they are
needed. When outside the base, they
should always have at least a few
Wraiths as an escort.

22
Use the Science Vessel's Irradiate on a line of
workers to seriously hinder production. it's
also great against Guardian Aspects.
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OPENING GAMBIT: “THE RUSH"

" How to pull off — and defend against — StarCraft’s least popular tactic!

m s with any real-time strategy game,
“the rush” is a potentially powerful
strategy that can end a game before it has
even really started. As covered in previous
installments of PC Gamer's StarCraft
strategy guides, there are times to rush
and there are times not to. Either way,
offensively speaking, it's generally foolish
to pin all of your hopes on winning with
the rush. Defensively speaking, you should
be able to stop the rush provided you take
some simple steps. When playing as the
Terrans, there are several elements to con-
sider before attempting to use or defend
against the Rush.

One of the most important criteria is
your knowledge of the map. If you are
familiar with the map’s layout, start posi-
tions and resource areas, then you may
want to consider a rush. The reasons for
this are that you should have knowledge
of where the other player could be (cut-
ting down on necessary scouting time),
and how to enter a base through a pre-
dictably unguarded route. Another factor
is the size of the map. Smaller maps mean
less travel time and fewer resources; two
criteria that would point to a high rush
potential (both for yourself and your
opponent). Assuming you can be more
efficient than your opponent on these
smaller maps, it pays to rush, as the start
positions are generally known, If you are
playing on a map you don't know, it's
probably wise not to rush, but you want
to start scouting early in the game (with
an SCV or Marine). In this way you should
be able to ascertain how you are con-
nected to your enemy, where there are
opportunities for expansion, and likely
areas of entry to your base (so you can
properly set up your defenses).

Another key consideration for
rushing is the race of
your opponent. In gen-
eral, the Protoss are well-
suited to fighting off a
Terran rush if they have
even a slight foothold
(two or three Zealots will
march through double
that number of Marines).
If you're still intent on
rushing, you should be
prepared for Zealot
defenses and, at the
most, one Photon
Cannon. To combat
these, you might want to
have one Vulture {which
are faster than the
Zealots) do a hit-and-run
attack on the Zealots in
an attempt and lure them
away from the base. While doing so, have
as many Marines as you can enter the
base from another direction to decimate
the Protoss Probes in an attempt to slow, if
not destroy, your enemy'’s supply chain.
Naturally, avoid any Photon Cannons as
much as possible by skirting along the
edge of a base, just out of their range.

When defending against a Protoss
rush, again, you'll primarily be up against

Never let a Zerg player have free run of the board
with his Overlords. Take them out on sight.

Zealots. Properly placed bunkers with
Marines and, as soon as possible, Firebats,
will form the primary defense. Given that
Zealots attack hand-to-hand, go for
Firebats as they will rip through a Zealot
rush with little difficulty, When the rush
finally comes, be sure to have at least one
or two SCVs repairing bunkers as they are
being attacked. It should buy you the nec-
essary seconds needed to fend them off.

The Zerg hordes are far more sus-
ceptible to a Terran rush than the Protoss
are. At an early stage in the game, the
best defenses they should have will be
Hydralisks flanked by very few Mutalisks
(if any). More likely than not, they’'ll have
some Zerglings and a couple of Hydralisks
with a Sunken Colony. The Zerg units will
fall quickly under the assault rifles of the
Marines (especially Zerglings), but be pre-
pared for continued fighting as new units
are hatched in the middle of battle. If pos-
sible, lure Zerglings and Hydralisks off of
the creep so as not to be damaged by any
Sunken Colonies that your opponent may
have placed. If need be, try to get Firebats
up to the battle as quickly as possible to
aid in the removal of Sunken
} Colonies. If you should start to
be repelled, make a last-ditch
effort to take out as many
Drones as possible.

The Zerg rush will come
at you in one of two forms.
First is the initial Zergling
rush. The key here will be the
attempt at overwhelming you
with numbers. If you have
only one or two bunkers filled
with Marines, you're going to
be in trouble. One easy way to
augment your chances of sur-
vival is to build some extra
bunkers as decoys (with the

LU R Ry intent to fill them later, if pos-
is useful for taking out defensive
emplacements at a distance.

sible) while still having some
Marines and Firebats loose in
your base for support of the
decoy bunkers. Your opponent will attack
the Bunkers first, thinking them to be the
major threat. In the meantime you
should have SCVs repairing the bunkers
(which probably won't buy you more
than a few seconds, but that should be
all you need to fend off the attack) while
your Marines and Firebats toast the pre-
occupied Zerglings.You might want to
put a Marine or two in each bunker just

PLGAMER September 1998 W

GAMESTORM

w.pcgamer.com/request Product #243

Go to wv




e

100% pure gaming adrenalﬂ

= ,r.u
\\;“

e wesSAY

[4

PPy

PC ACCELERATOR focuses only on fast-paced games, giving you the most
in-depth and insightful coverage on QUAKE ARENA, UNREAL,
DUKE NUKEM FOREVER, DAIKATANA, HALF-LIFE, SIN and more

bigger.

This isn't your father's PC magazine!
Girls, Guns, and Games together in one holy orgy

that is like nothing you've ever seen.

p— better.
auceleratur ‘z

bigger. beller, fasier games

Got a 3D card?
o Want to find out what games really make it scream?
B Then PC ACCELERATOR is the magazine for you.

faster.

www.pcxl.com




to make it look as if it is truly firing. If
there are Hydralisks involved in the fray,
try to have Firebats close ground and
take them out as quickly as possible.

The other Zerg rush you may see is
the Mutalisk rush (which a smart Zerg
player usually wouldn't try against a savvy
Terran player). Here, your opponent will
try to capitalize on the early air power of
the Zergs in an effort to take out your
SCVs and then your base. When scouting
early, look and see if your opponent has
made a move for gas and a Spire. If so,
you can bet you're going to be seeing
some winged shadows overhead soon.
Luckily, Marines make for a formidable
anti-air threat and bunkered/loose Marines
should be able to stave off any threat. You
may want to have a single Marine
patrolling your supply line {(or its outskirts)
as an alarm system for any would-be
attacks.

Ironically enough, probably the
biggest threat to Terrans are other
Terrans. Just as your rush will primarily
consist of Marines and Firebats, so
should any offensive threat from an
enemy Terran. There are two potential
keys here. First is being extremely effi-
cient in your build order so that you
have more troops than your opponent
does. Second, avoid defensive emplace-
ments as much as possible in an effort
to get to the SCV supply line.

There are some general defensive
strategies that should always be employed

BUILD ORDERS

irst, set your first four SCVs to col-

lecting crystals. Continue to build
SCVs until you hit seven. With your
eighth SCV, build a Supply Depot. Once
that's built, start building a Barracks
while continuing to build SCVs (until you
have at least ten). When the Barracks
comes online, begin pumping out
Marines (regardless of whether you've
decided to rush or not).

By this time, you should have already
scouted your enemy with one of your
SCVs to see what they're building. Make
your determination of whether or not you
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Once you have at least five Marines, begin assaulting the enemy
base. Try not to let any of the enemy Drones/Probes/SCVs escape.

STRATEGY

¥

Use your Supply Depots as walls to keep ene-
mies at bay while your forces hit them from
safely on the other side.

regardless of the race you're playing
against. The first and most important is to
create walls and choke-points wherever
possible. Use supply depots as your pri-
mary building block. As you build each
supply depot, it should form a part of a
wall that surrounds your base. Make it so
that any ground units that want to
threaten the main base have to go through
them (all the while getting pummeled by
Siege Tanks and Marines) or around them
into even better prepared defenses.
Second, you should always have at least
one SCV running around and repairing all
defensive vehicles, Bunkers, Missile
Towers, and Supply Depots. Finally, if you
can, secure the high ground and let the
Siege Tanks hammer anything that comes
within the resulting increased range.

FOR RUSHING

are going to rush. If so, build two more
Supply Depots (in positions that would
make a good wall if the rush should fail)
and then a second Barracks. Once you
have at least five Marines, begin marching
them toward the enemy base. All the
while, continue queuing up Marines for
production while also moving towards
Firebat production.

Try to have one Marine go to a far
side of the enemy base to act as a decoy.
With the remainder, try to attack the
weak side and wipe out as many defen-
sive emplacements as possible. The key
is to not have the full brunt
of the defenses firing upon
you at any one time. If you
are successful, you'll have
free reign to take out the
remainder of the enemy
units and, of course,
waorkers. Try not to let any
of the Drones/Probes/SCVs
escape as it can lead to a
protracted and otherwise
boring remainder of the
game. Naturally, as the
battle progresses, send
reinforcements as they are
constructed to the frontlines.

If you decide not to rush
(or even if you do, should
you fail), you should begin
placing bunkers in key choke
points and move toward a
factory and Siege Tanks as
quickly as possible.
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STRATEGY

INTELLIGENCE AND COUNTER-INTELLIGENCE

m nowing what your opponent is up to
is key to devising a proper strategy
for attack as well as providing knowledge
of what you'll have to defend against. If
you know every move your opponent is
going to make, you'll have little difficulty
winning the game. Likewise, you need to
deny your opponent the same advantage.
Luckily, Terrans have a number of options
for securing that kind of crucial intel.

Early in the game is where intelli-
gence gathering should begin. At about
your eighth or ninth SCV, send one out
to find the enemy’s base. Once you find
it, see what he is building. If he's working
on a second Barracks or Gateway before
harvesting gas or building more
advanced units, you should brace for a
rush of low-level units. If he has moved
to building more advanced buildings,
then you may want to consider initiating
a rush of your own.

Bunkers are your primary defenses given their
ground-to-ground and ground-to-air attack ability.

Following this preliminary
probe of your opponent, intelli-
gence should come from two new
places. First is the ComStat
Scanner add-on for your
Command Center. At a cost of just
75 energy, you can have a free
look at your enemy’s base. You
should do this at every opportu-
nity to see what he's up to.
Between these short glimpses,
you should use cloaked Ghosts
and Wraiths to probe at the sides
of the enemy bases and, if pos-
sible, even slip inside for a closer
look. As always, stay away from
detectors like Overlords, Spore
Colonies, and Photon Cannons.

Use your Science Vessel to place defensive matrix on key

(SUTRISUCR ENELLIRTEEER Il nits. This adds a 250-point shield to any unit.

Vultures is as a disposable scout.
Simply send it in the base and see how far
it gets in the defenses. The other decent
use is for laying spider mines that also act
like stationary cameras for you. Scattering
the spider mines at various points along
known enemy paths will provide you with
an early wamning system for attack.

On the counter-intelligence side, the
Terrans are at something of a disadvan-
tage when compared to the Zergs or
Protoss. Unfortunately, Terrans only have
one mobile detector unit, the Science
Vessel, and it's quite expensive, so you
probably won't have many of them. At
least one should be placed on full-time
patrol duty around the perimeter of your
base. In doing so, any cloaked enemy unit

will show up on your radar and any of
your Siege Tanks should take it out on
sight. This is particularly useful for finding
any Observers or Ghosts that may have
been undetected by your missile towers.

The other key has to do with base
design and positioning a web of Missile
Towers around the perimeter of the base.
A single hole in the web can spell disaster
against a Terran enemy with a Ghost and
a Nuke. When playing against a Zerg
player, constantly check your workers and
other units in the base for presence of a
Parasite. If you find one, either destroy it
immediately, or better yet, send it on a sui-
cide mission into the enemy’s base so you
can have a look at his defenses again.

BASE SIEGE TIPS

T he secret to properly cracking an ene-
my'’s base revolves around the

proper use of Nukes in conjunction with
well-supported Siege Tanks. That's not to
say it couldn’t be done just with Siege
Tanks, but taking out some enemy units
and basic defensive structures with a Nuke
or two makes it so much easier.

While this sounds easy, there are a
couple of different ways to approach the
situation and a few diversionary tactics
that can help maximize damage and mini-
mize losses. The first way revolves around
having a couple of Nukes prepared. For
those who are unaware, there's a nice way
to have two Missile Silos able to be pow-
ered by a single Command Center (though
not at the same time). Assuming you have

'

already built one Nuclear Missile Silo from
single Command Center, simply lift the
center off and set it down again some dis-
tance away. Then begin building a second
silo off of it. While you can’t be building
Nukes in both Silos at the same time (as
each Silo depends upon the center for
power), you can have a Nuke ready to be
fired in one and then disconnect and reat-
tach to the second Silo where it can then
prepare to fire. In this way, you can stock-
pile Nukes (kind of) without having sepa-
rate Command Centers for each Silo.
Assuming you have at least two

Nukes ready, position Ghosts at opposite
ends of an enemy’s base. The first Nuke is
going to be a diversionary tactic used to
draw defenses to the hole it creates (and

L%
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Siege tanks backed by support units is the best way to begin a base attack. Once you're inside the base,
leapfrog Siege Tanks after one another to make a clean sweep.

FCGAHER September 1958

away from your primary attack location).
The second Nuke is going to create a back
door for your awaiting Siege Tanks and
back-up (consisting largely of Goliaths and
Marines for anti-air support, and a few
Ghosts for Lockdowns where needed). Be
sure to set at least three or four Siege
Tanks in Siege Mode slightly behind what
you anticipate will be the front lines just in
case you should temporarily have to fall
back. Again, every Siege Tank should be
within firing range of one of its brethren
for protection. Use Ghosts to lock down
threatening Ultralisks, Arbiters, Siege
Tanks, and Reavers.

Under the cover of at least a dozen
Marines and a dozen Goliaths, Siege
Tanks should begin gaining ground in a
leap-frogging fashion. Just as the last
target is destroyed within firing range, the
tank furthest away in the group should un-
Siege Mode itself and slide forward to pro-
vide new targets. While it might be
tempting to do so, don't let your support
units (the Goliaths and Marines) push for-
ward into the base for further action.
Methodical destruction and proper support
will ensure complete annihilation. If you
let them get ahead, you splinter your force
and risk being repelled.

The first targets to destroy should be
defensive emplacements such as Sunken
Colonies, Spore Colonies, Bunkers, Photon
Cannons, and Missile Towers. Following
those, structures that produce units
directly such as Barracks, Gateways, efc.,
should be targeted. BCG
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STRATEGY

This time it’s the Core’s turn to get jiggy with it!

After last month’s Arm guide, it's now time for some strategies for get-
ting through the Core missions. You will be in for some tough chal-
lenges as you try to fend off the dreaded Arm forces, so don’t move

another unit until you've had a chance to read through our guide.

firm Arrives on Hydross

(L1141

Cuamd FRTREN
Game Time T OOOMED

Build Stinger floating missile towers early and often to deal with the Arm Albatross seaplanes

wvorld of Hydrass has no land
soever. You will need to
1se using new underwater

1) structures. The offensive

require a lot of metal. To

ou will need to maximize
Send out your mohi
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extend your radar coverage

CORE MISSION 1

you will be less likely to be surprised by
enemy attacks

Have your Commander build an
Underwater Metal Storage facility. When
your units, or the enemy units, start sinking

rsent a good source of much

vill need the extra metal

e capalility or you will lose a lo
metal that could otherwise go toward your
war effont

You may need to make some Floating
Metal Makers in order to have enough
metal. Put them on a squad key so that you
can turn them on and off quickly. Don't
'JIldL“E"s"IIIhI[“ the |'1ir|l|'!l||‘ th.n the Serpent

edoes from one ¢
n be reclaimed |

of power to mov

of construction ships
inother mi
other sunken s
reclaim. When in doubt, put them on re

patrol throughout your hase

Wer Work

CORE MISSION 2
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ey
Typhoon seaplanes and Shredders are

needed to protect your fleet from the Arm
Albatross seaplanes.

It's imperative to build an underwater
metal storage facility quickly




STRATEGY

Sifing Ducks Slugging and Slogging

CORE MISSION 3 CORE MISSION 5

For extended radar coverage and the
ability to manufacture seaplanes, make
sure you build a Hive Carrier quickly

»
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When investigating the Arm base to the x_i 0 !
south, don't skimp on the number of : The advanced radar and the Punisher unit make a good combination for ranged attacks.
Typhoons you send To avoid shooting the b by accident, only shoot moving targets.

CORE MISSION 4
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|G i ot = ; " The advanced radar and the Punisher unit make a good
= ] ittt il " combination for ranged attacks. To avoid shooting the

Dense jungles are no problem for the Pyros! ittt beacon by accident, only shoot moving targets.
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Rlien Bugs Commanding Confusion

CORE MISSION 6 CORE MISSION 8

the Arm Dec
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field. H

order to ¢

A solar plant is essential so that your

Commander has enough energy to take out

the scorpion. A radar tower will help to

give you early warning | them to

build extrac

the metal dej :
in the fissure to the
east (i you us

other cons
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ne anli-air
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The enemy
will have units

behind the
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and do a who

Your first order of business is to clear the mines so you can make
enough room to build your base.

of damage when

they explode. Try to

CORE MISSION 7

The Freaker unit is useful for scouting out mine fields and taking out the ones
that your radar and long-range weapons miss.

e PUGAMER September 1958
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STRATEGY

Storming the Cloud Forfress Frigid Devastation

CORE MISSION 9 CORE MISSION 11

The versatility of the h aft enables them to lead the
assault. Snappers will draw the fire of the floating laser towers
long enough to take them out with the Nixer's mini-merls.

' J
Send in plenty of air units to attack the Cloud Fortress. Your
ranged weapons will need to use them as spotters, so make
sure you keep enough of them alive.

CORE MISSION 10

Be sure to keep at least one construction unit on repair patrol. If you get
caught in a hailstorm, you'll be glad you did.

FTY PCGRMER September 1388
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Time fo Leave

rep the Fusion Plant fror

1 being
destroyed! You

will need its
make the repairs

you can repar him a

s gnergy to missiles ¢
5 1o the othe

onstruction unils

some missiie tower

repair it Also, move the

el a plant built
to the Fusion Plamt so the

Remember that this is a defensive mission. It will be tough to keep this
imploder up and running. Be prepared to repair frequently.

Hrogoth Encounter

his 15 a histo 1l mission that takes

the map searching for the |
& many i

|‘rsr-| 1o vances in tech-

technicians. This is

will tend to play this 1 .
uld a multi-playe

and offensively, That is until
who will quickly

e defensive

ill be useful
110 stall the

il allow you to think
and buy time

d Annihilato
» of Dragon’'s T

about

for your big guns

2, Move large groups thro |]r-m||

PIT PCGAMER September 199

an help protect the Fusion Plam

units s soon as the Fusion Plant is safe
s il cons ind repair the Krogoth k
| s0 that you will have maore

onstruction units and some mobile units to

and destroying all construc

CORE MISSION 12

o that lus anti-air repel the waves of desperate attacker

Remoember that ths ¢
ston, You just have to

bnld survive long eno
eep the lmplosion Device/Boacor

heing destroyed. Save olten and pliy

and you will eventually prov

Keep the Krogoth alive! These Hawks shouldn't be a problem
but the Commander is standing by just in case.

BONUS MISSION

Il be

e as the

o 3t




When Solar Systems Collide...

Let th Bqﬂles Begin
i fett o\

Exploration

.

-
-

Expansion »
P
%

-

Exploitation

Extermination

Manage Resources:

+ Acquire and hold asteroids

+ Mine asteroids for minerals

« Generate and fransfer power

« Buy/Sell resources, ships, and
votes to the quild for credits

Dynamic 3D solar system with
all asteroids in constant orbital

motion creates unique challenges 4
as resources and territory move -
over time. '

- = s .

players via LAN, Internet, and play-by
email, featuring cooperative and
competitive play.

SIMULTANEOUS TURN-BASED p. . > " T L
STRATEGY GAME 2 ]H"&‘i 2 Aﬁ'aTﬂ T | _a
| —= ) T }
e i ; @ ﬂ' L == | Multiplayer capabilifies for up to 40
— [ APy T

Design and construct modular ships.
Opnons allow for specialization:

- A - L e ion,
Interactive Magic’ veying
PO.Box 13491

Research Triangle Park, NC 27709

www.imagicgames.com Visit your local retailer or call 1-800-789-1534 for additional information

Go to www.pcgamer.com/request Product #350



To use these cheats, press the

STRATEGY

eaders Requests

Cheats, cheats, cheats, and — you guessed it — more cheats!

This month, it seems like the only thing on our readers” minds are cheat
codes. You dirty little scoundrels! Back in the old days, we used to
suffer through every painful minute of every game we could get our
greedy little hands on! We played the same scenario over and over
again until we were ready to launch our computers out the window and
gouge our eyes out with sharp instruments! But did we complain? No
sirl We were thankful for what we had! If we did stoop so low as to
cheat, we used to have to walk six miles in a blizzard....

SRR RRERRRRR Y

DIE BY THE SWORD

Turns off the artificial intelligence
of the enemies on a level. Can also be used in
tournament and arena modes.

Any limbs hacked off will be sub-
jected 1o anti-gravity and bounce around the
level,

Turns off the physics of the ene-
mies while you remain in full control of your
character

Allows you 1o see the enemies’
targeting information on where they think your
character is.

Multiplies the damage of your
sword by 10 each time you type it. but is not
usable in ‘net play.

Increases the size of your char-
acter by 110% each time you type it

Teleports you to predetermined
locations on the level

God mode. Hits and lava will not
do damage, but crushing will.

Reduces the gravity each time you
type it. It cannot be turned off once activated.

Delivers 50,000 points of damage
to any enemies in combat mode.

Shrinks your character to 50% of
original size. Type again to return to normal,

Randomly launches characters

SEVEN KINGDOMS

To enable the cheat mode, type
and then press the
key listed below.

Adds $1,000 to your bank account
Adds 1,000 to your food reserves.
Gives you all technological advances
and scrolls

Shows the entire map.

Increases the population in a selected
city. The nationality of the additional
people will be random.

Use to increase prayer points in the
selected Seat of Power.

Immediately completes construction
of the selected building.

Toggles the fast build mode on and off
Makes the king immortal

key during gameplay and type the following:

Sword, use the PEACE cheat code 1o power up your
sword and deliver 50,000 points of damage. Ouch!

around the screen
Causes your character to trip.
Enables camera that you can move
at will. Use the CTRL + U, 1, 0, J, K, L to move
on axis. CTRL + directional arrows to zoom
amd rotate. CTRL + mouse rolls camera freely
Displays frames per second.
Cycles through graphic modes
of the polygons: wireframes, flatshaded, off,
and normal

ARMY MEN

To enable these cheat codes,
press and type
the following:

INVULNERABLE

PLETHORA

PYROMANCER
PARALYSIS
OCCULTATION

TRIUMPH

UNREAL

GOD
GHOST
FLY
WALK

PLAYERSONLY

BEHINDVIEW 1
BEHINDVIEW 0

OPEN (MAP NAME)

Whether it's invulnerability, the ability to fly, or
access to all the levels, our cheat codes for
Unreal will deliver.

MAP NAMES:

FORSAKEN

At the start screen, type
and then type:

Access to all
of the levels.
God mode




SAVE 69%!

¥ YES! Send me 12 issues and 12 CD-ROMs
of PC Gamer for $29.95—a savings of 69%
OFF the newsstand price! With my paid order,
|1 also receive The Extended Play Collection:
The Exclusive PC Gamer Add-On Pack FREE!

.

oI RATEGY

Name
B0 PACKED PAGES! e Quake, Jedi Knight,

Address Warcratft Il, and C&C
add-ons—Plus never

City State Zip before seen add-ons
designed exclusively

J Bill me J Payment enclosed

Offer good in US only. Newsstand price per issue with disc is $7.99. Canada: $US 43.95 ‘, l ‘ =.1

(includes GST). Foreign: $US 67.00. Prepaid in US funds. Please allow 6-8 weeks for .

mailing of first issue. 42741

§ SAVE 69%)!

@ YES! Send me 12 issues and 12 CD-ROMs
of PC Gamer for $29.95—a savings of 69%
OFF the newsstand price! With my paid order,
1 also receive The Extended Play Collection:

The Exclusive PC Gamer Add-On Pack FREE! § # l—'

Name

CD-ROM
Edition

Quake, Jedi Knight,

Address Warcraft Il, and C&C
add-ons—Plus never
: " before seen add-ons
City State Zip designed exclusively
: , for PC Gamer!
4 Bill me J Payment enclosed

Offer good in US only. Newsstand price per issue with disc is $7.99. Canada: $US 43.95
(includes GST). Foreign: SUS 67.00. Prepaid in US funds. Please allow 6-8 weeks for
malling of first issue 42T41
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SAVE 69%!

A YES! Send me 12 issues and 12 CD-ROMs
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LS of PC Gamer for $29.95—a savings of 62% _
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Quake, Jedi Knight,
| Address Warcraft ", and C&C
- __.,r add-ons—Plus never
i City State Zip before seen add-ons
designed axelmhmly
4 Bill me J Payment enclosed st
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Offer good in US only. Newsstand price per issue with disc is $7.99. Canada: $US 43.95 Im ‘. \‘ = 1
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mailing of first issue. 42T41
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magine this...

JUST OFFERED TO BUY YOU A NEW JOYSTICK — JUST BECAUSE
SHE THINKS YOU'RE A SWELL GUY. SHE UNDERSTANDS THAT
SOME THINGS ARE NOT WITHIN YOUR MORTAL POWER AND THAT
SOMETIMES YOU HAVE TO PLAY “JUST ONE MORE GAME.”

(CHOOSE ONE)
OFFER TO SEE THE NEXT JANE AUSTEN MOVIE WITH HER.
TELL HER YOU’D LOVE TO TAKE HER SHOE SHOPPING THIS WEEKEND.
IMMEDIATELY GO ONLINE TO PC GAMER’S REQUEST-O-MATIC SITE TO
RECEIVE INFORMATION ON THE FOREMOST JOYSTICK MANUFACTURERS.

IT’S PC GAMER’S NEW ONLINE, READER-SERVICE REQUEST SITE. YOU CAN EASILY
AND QUICKLY GET INFO ON SOFTWARE, HARDWARE, AND VENDORS 24 HOURS A
DAY. RECEIVE INFORMATION VIA E-MAIL, TELEPHONE, OR SNAIL MAIL. IT’S YOUR

BY COMPANY, PRODUCT CATEGORY, OR READER SERVICE NUMBER. AND YOU
CAN LINK DIRECTLY TO ADVERTISERS’ WEB SITES, IT’S SO QUICK AND EASY, YOU
WON'T EVER WANT TO FILL OUT A TRADITIONAL READER SERVICE BINGO CARD
AGAIN. AND WITH PC GAMER YOU WON'T HAVE TO.

YOUR CHOICE IS “C.” SO KISS YOUR WIFE FOR BEING SO COOL, AND THEN CHECK

OUT REQUEST-O-MATIC,
[
equest-(f)-1me

www.pcgamer.com/request
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he votes are in: extensive research on our : Let's Hear From You!
Burger King was behalf, and we are forever Write to:
the fast food grateful. Now on to bigger PC Gamer Letters
chain that had and better things. You've Imagine Media
~ the politically incorrect fish = probably already read our 150 North Hill Dr.,
- sandwich known as The “Top 10 Games of 1999" Brishane, CA 34005
- Whaler. Thanks to all our story, so which game are or E-mail to:
faithful readers who wrote = you most looking forward peeceegee@aol.com
in — many of you did to? Let us know! WO RRS L e

T oo onononoTnomromoTT mm’n!mm,ml!o’’’nmmmmmmnm,. .

No Refurns

- I'd just like to comment on Mr. Bennett's

- column “We're Mad as Hell” regarding

- buggy games. Mr. Bennett proposes that

- one way gamers protect themselves is by

- not buying games from stores that don’t

- allow returns. As a customer service rep-

- resentative for a large computer com-

. pany, I'd like to tell you why we don’t

- allow returns on open software. First, as

. Mr. Bennett points out, there is a large

- amount of CD “burning” going on where

people buy a game, make a copy, and

then try to return the game. You cannot

: possibly imagine how many people have

- tried to return large amounts of software

- along with a CD recorder purchased the

day before. Second, unless the program

is defective, the company that produced

the game will simply not pay us for the

product. And, I'm sorry to say, buta

. buggy program isn't defective — it is

é simply lousy work (at least in the gamer’s

. opinion). Of course, if a game is defective

* out of the box, we, as most stores, will

gladly exchange it for the same title. But,

obger than that, I would simply domwha(l{
Bennett proposes — — JAmers : oul Sure, a gamer who doesn't read the hardware requirements before he buys a game and ends up finding [B

wait a month to see what the reviews are B out he can’t run Forsaken on his 386 is on his own. But when he buys a game t?nat doesn’t live uI:) toits : :

on a game they are interested in before advertising because its publisher kicked it out the door unfinished, he's entitled to a full refund or an

mi“gk'l i B exchange. If an' i e ship- -patch- i . 2

S . vis thein : change. If we can’t vote with our dollars, the ship-now-patch-later problem will never go away {
- they’d rather return it to the store. Most ers is the same one Dan had for game companies -

To a certain extent, | agree with Mr. . stores have to take products back, so we Mmmmwm»mmw :

! s recent column about buggy - end up losing money because someone products because “that’s the way the system

‘games, but | do have few comments. | - was too lazy to wait five minutes for a
work for a computer store, and [ am | patch or return the game to its pub-

~ constantly faced with people wanting to lisher. The truth is that returns are the
: mmgm Nhewbﬁvepcm- biqgmlmsammpuurmmm




Federation Fragged

This is in reply to Jason Bates” recent col-
umn titled, “Frag the Sky.” Toward the
end of it, he mentions America Online’s
Federation. Regretfully, Federation was

removed from AOL last summer and
forced to start out on its own for a hourly
fee, displacing many freeloading players
(like myself) who relied on AOL's flat
rate. Fed was truly a great, massively
multi-player game, and I was deeply sad-
dened when [ heard that AOL had asked
IBGames to move it in order to make
room for their “Premium Games.”

— Jarrod Ozereko, via the Internet

ADSL

Your recent ADSL article surprised me.
You say that “not all of these trials are
being run in big cities — or even big
countries.” Hey, what about your neigh-
bor to the north? There are parts of
Canada that have been testing this tech-
nology for two vears. We do have one
limitation with ADSL — you have to be
within two miles of a telephone routing
station. Beyond that, the service will
start to slow down, and the company
wants as fast a connection as possible,
so they have restricted it to this dis-
tance. As for costs...when you said it
costs $1,000 for installation, does that
include buying the modem or just instal-
lation? Here it costs $100 for installation
and $40 per month, but we only have to
rent the modem. Anyway, I thought 1
would mention what we have going up
here in the cold north. Do you know
how hard it is to keep the walls of my
igloo from melting when 1 run my com-
puter? Can you do an article on this? So
many computer owners are becoming
homeless because of this. Thanks.

— Brad McGraw, via the Internet

ADSL: Your gateway lo taster death?

Myth Il looks like a promising follow-up to a great game — but is this sequel thing getting out of hand?

Funny you should say that, Brad. We recently
received a proposal for an article on the perils
of running a PC in an igloo — a problem that
becomes increasingly relevant as processors
become faster and winters colder. Unfortu-
nately, the article was written entirely in French,
translated from the original Inuit. We're trying to
translate it, but — don't hold your frosty breath.

As for ADSL prices, the ones we guoted
waere given to us by a representative of Slip.Net,
one of the first ISPs to offer ADSL in the San
Francisco Bay area. We've gotten several E-mails
from folks who've found ADSL much cheaper
where they leave — interestingly, most of them
were, like you, from the Great White North.

I'm one of the people lucky enough to be
offered the ADSL you talked about in
the July issue. When | got the E-mail
from BelSouth (my ISP), it seemed
pretty cool, but I still wasn’t sure. After
all, it'll cost me around 40 bucks a
month, plus whatever installation
charges there are, But then, that very
same day, | picked up your mag and
there was a full page story on ADSL.
After reading this, there was no doubt
in my mind that I need it. No more lag
for me, now 1 can get fragged in Quake
II without any delay.

1 live in north central Florida, in an
area that is mostly cows, (rees, and
cows. The closest software store is a 30~
minute drive, and | am surrounded by
people who think Redneck Rampage is a
simulation of real life. Yet [ love PC
games, and am now actually being
rewarded for living here by being
offered to try ADSL. There is a God.

Also, I'd like to thank you guys for
explaining the way ADSL works, and
exactly what speed it connects at. As
usual, you answered all my questions.

— Dennis Farrell, via the Internet

Sequelitis: Part I

Frankly, I don’t understand why compa-
nies keep churning out sequels. 1 under-
stand that if the first game was very suc-
cessful then making a part two would be
profitable, but damn! Your recent "Hot
100" feature included numerous sequels to
previous games — four out of the five
games on the front cover were sequels!
Don’t get me wrong, 1l be waiting for
Fallout 2 and Myth II, but there are too
many sequels nowadays. Look at Quake II.
It has only the slightest story line, and
yet plans for Quake [II are already in
progress. Sure, it was one of the biggest
hits in PC history, but who wants to play
the same game again and again? If devel-
opers want to make sequels, they ought to
make official expansion packs or create
sagas. The Elder Scrolls titles are a good
example. Arena, Daggerfall, Battlespire,
and Redguard all bind into one saga in
the world of Tamriel, yet each has its own
distinct engine, graphics, and story line.
Everyone has confidence that the Quake I
designers can make a good game, 50 why
can’t they make an original game?
— Allen, Joshua “Reficul,”
via the Internet :
£
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RECRUITMENT &
EDUCATIONAL OPPORTUNITIES

WE'RE LOOKING FOR NEW

Tiburon is
always
looking 1o
snap up
lalented and

motivaled

Individuals who

wanl to shape the

game industry

lor years lo come

In alittle under

three years, we've

been responsibie tor the
development of 13 video games,
and judging Irom our current hits which

incluie Madden NFL™ 98, NCAR Foolball 98,

Muclear Strike ~ and Madden 64, we're expecting another greal year

IMAGINE...

couttesy of Marcel de Jong, Ernie Rimard ond Alex Alvarer

7 Gneman Ine. Imoges

If you've got whal it takes, come join the feeding frenzy...
Artists (Demo required) Development Managers  Producers /Assistant Producers
Programmers Art/Program Managers  Graphics Designers

Network Engineers Game Deslgners Tool Programuners

Four ten week terms per year, taught on SGI hardware &

Alias/Wavefront software.

Go to www.pcgamer.com/request Product #769

Plaase forward resane Cenngrle r animalien fraining
(with demro where applicaiiel te
Tiburon Entertainment. Inc.

Attn: Human Resources "BURON Gnomon Inc. Hollywood, California. For more in call
PO. Box 940421 TS IARE 213)GNOMON3 or visit our website @ w om
Maitiand, FL 32194-042) youre siariing i Jook a ot ke bl Go to www.pcgamer.com/request Product #151

== s http://wwmLlibent com

where 4
Sy rf meets
a CHNOLOGY

B  Computer Animation
Multimedia
Graphic Design
Video Production
Web Site Administration

Housing

Financial Aid, if qualified
Employment Assistance

15 Locations: Atlanta, Chicago, Dallas,
Denver, Fort Lauderdale, Houston,

Los Angeles, Minnesota, Philadelphia,
Phoenix, Pittsburgh, Portland,
SanFrancisco, Schaumburg, Seattle

Call Today

1.800.592.0700

THE ART INSTITUTES
. INTERNATIONAL

300 Sixth Avenue » Pittsburgh, PA 15222
The GAME

All program
Go to www.pcgamer.com/request Product #167
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Welcome to the AICS Virtual Campus

* Eam B.S. and M.S. in Computer Science

» DISTANCE EDUCATION
* Object oriented B.S.
progrEm AMERICAN

* New courses in Java,
Networking, HTML, MIS
* Approved by more

INSTITUTE
1 v o
COMPUTER

than 275 companies SCIENCES
* Follows ACM/IEEE
'del‘nes ACTREINTED
Free catalogue 1-800-767-AICS | %ausands of students Wl v
or httpy//www.aics.edu throughout U.S. broran

ADULT CD-ROM - MPEG - DVD - CDI - VHS VIDEO - OVER 1,000 TITLES

VISIT US AT: www.MidnightMM.com
E-MAIL: MidnightMM@MidnightMM.com

0-ROM NTERAC‘I'NESIGMEB -
E .. . P'RH%NI& (2-DISCS) .

REFORMATORY (GAY) .
ULTRA VIXEN .

VIRTUAL S*X WiTH ASIA ..
ENNA

HOT & NAS
PRIVATE GIRLS SCHOOL ...

VISA - MASTERCARD - AMERICAN EXPRESS - CHECKS MO's
CZDII{JDER TOLL FREE AT. 800 g[l -112 ”“
2 '.MIDNIGHT HUL’I’“IHEDIA 114?5 BROADWAY Sl.l 34,
GLENDALE, CA 91205 — U.S
Go to www.pcgamer.com/request Product #487

' *
KIDS * REFERENCE

% Your Online Source for
CD-ROM Software
% Best Prices % Biggest Selection
* Worldwide Shipping
#* New Titles Every Week
Shop and Order Online at:
www.stargatesoftware.com

NMARKETPLACE

Action Software is your

source for CD-ROM :
software. We are an
international

distributor of

CD-ROM software  \\

with prices lower than

wholesale. Browse our

online catalog for the best
prices on productivity and entertainment
software for adults and children.

PC Games - Reference « Childrens - Adul

Check out our fantastic prices and titles at:

www.acti .Com
Wholesale Customers Welcome!

(440) 942-9091

Go to www.pcgamer.com/request Product #009

For dealer information and wholesale pricing
k call: 215.674.9877 ‘)

Go to www.pcgamer.com/request Product #727

R&G GAMES

IL 60139
WeBuy&Sleew&U:odﬂGm& Call 1-800-525-GAME
Fax 630-980-9996 Canada®630-980-9995 Email rggames @aol.com

http://members.aol.com/RGGAMES/index.html

More games call for prices:

*“Used Tities™™ Heavy Gear CD $24  RivenCD $26
Age of Empires CD $20  liPanzerdd CO $27  Skynet CO $15
Army Men CO $271  imperiaism CO $25  Shivers 2CD $18
Batiespire CD $26  incubation CD $29  Solders ot War CD $27
| Battiezone CO $20  Inferstate 76 CD $23  SpecOpsCD 2
Blade Aunner CD $22  Jodi Knight CD $28  Star Flest Academy CD 29
Broken Sword CO $22  Legacy ol Time CO $27  Temujin CO $25
Circle of Blood CD $18  Legends 88 CD $22  Tomb Raider 2 CO $29
Close Comtat 2 CD 29 U 200 $28  Total Annihilation CO 27
Com&Con Fed Alert CD $25  Lords of the Realm 2 CD $18  Turok CD 2
Conquest Earth CD $22  Lords of Magie CD $25  Tone Rebellion CO $25
Crusader No Regret CD $18 M1 Tank Pisioon 2 CD s28 o 2
Curse Monkey Isiand CD §28 MAXCD $20  Warcrah 2CD §18
Daggertall CD $27 MODKCD $24  Warlods 3CD 22
Diark Calony CD §22  Madden 58 CD $20  Wing Commahder 5 CD $24
Diark Earth CD $26  Mechwarrior 2 Merc CD $20  X-Wing Vs Tie Fighter CD 3
Dark Reign CD $18  Monday Night Football 88 $20  Zork Grand inquisiior CD $30

Deadiock 2 CO 28 MwCD $15  "New Tithes™
Diablo CO $23  WyhCD §28 7w Lagion CD 2
D by The Sword CD $28  Nascar Racing 2 CD $22  Amored Fist 2 CO 2
Emperot of Fi §18  NBALwe98CD $24  Birthright CD $30
Excalbur 2555 CD $20  NCAA Fooltl 88 CD $20  Dark Reign CD $30
F-15CD $30  Netstorm CD $22  Descent Freespace CD $39
F22 Ragtor CO $28  NHLBBCD §22  Fallen Haven CD $2%
Fable CD $15  Nuckar Strike CD $27  Forssken CD 2
Falout CD $20  Outpost2CD $25  Grand Theft Auto CD 538
FrontPage Baseball 98CD 2 Panzer General 2 CD $28 KNNDCD $26
| FrontPage Football 88 CD $22  Paximpera2CD $25  Lows of Mage CD ]
Gettysburg CD $25 2cD $22  Netsiorm CD ]
Heavy Gaar CO $25  Quake2CD $30 Immnw $33
HelllCD m Reamulummqw 24 p]
mloewpmm 33

g
FreeSHPPNGwiIhpwhmofS?Sormoreuom 10am-8pm Mon-Fri
Shipping UPS $6 Airborne $11. We accept Credit Cande/Cashier Check/Money Onder

Want to sell us your games: Games must be complete with original boxes, CD's &
manuals in good condition, working & scratch free. Make a list including your name, address &
phone number if under 10 you can call for prices over 10 fax, email or wrile. Prloesara forz

weeks. Any unacceplable games will be retumed at your expense min. $6 per box.
availability are subject o change.

Go to www.pcgamer.com/request Product #681
PCGAMER September 1358 |EX]




[hey won'T lastt

YOUR CHANCE TO OWN
THE FABLED “SHEEP SHIRT"

% N W ]
2 N N )

@1- ,-“Q_ X

IS FADING FAST...
IT'S ONLY

. 51095

(415) 821-0299. Complete and (FORMERLY $16.95)
fax the form helow.

Complete the form below,
and mail it to: PC Gamer,
c/o Intaglio, 1616 York Street,
San Francisco, CA 94110

cITy STATE ZIP CODE

PHONE NUMBER OR E-MAIL ADDRESS
) Check or money order made payable

OR GET THE
SWEATSHIRT
FOR ONLY

909.30!

(FORMERLY $39.95)

- (SZE S M LXL XKL) OUANTITY. 95 = . to “PC Gamer~ (Sorry, no CODs).

-[szz:: § ML XL XXL) QUANTITY i _l visa '] Mastercard _’ﬂmh

CALIFORNIA residents add 85% salestax §__ .

Account number
SHIPPING & HANDLING: United States.... add$500 §_ .

Canada.......... add$150 § S Expirationdate /|

International .. add $15.00 § e (oA b EYSSmes

- ] 2 L Signature

Drders must include payment. Products subject o availability snd may change without notice. Pleass allow 4-6 weeks for delivery. All checks must be in ULS. doilars and
drswn on a US. bank sccoum. PC Gamer is not respansible for any duties or taxes imposed by countries other than the U_S. during the delivery of inemational orders.




Follow these four easy steps to get all the
— _— product information you desire!
Go to: https//www.pcgamer.com/request. Select the product category from a complete Follow the format to receive all the info you
Go to and click on Request-0-Matic — your list, or select the vendor's number from the list desire. You will also be able to ac the
online reader service below for up-to-date info on your favorite games vendors’ web sites from Request-0-Matic
COMPANY PRODUCT PAGE # INFO # COMPANY PRODUCT PAGE # INFO #
3dfx Interactive Voodoo2 Banshee 15 773 Interplay Productions, Inc. | Baldur's Gate 158-158 329
Access Software Links Extreme a2 m? Interplay Productions, Inc Fallout 2 180-181 333
Access Software Links LS "93 Edition 168 018 Interplay Productions, Inc. | VR Baseball ‘99 185 352
ACT Labs Force AS 194 019 Interplay Productions, Inc. | VR Baseball '99 352
Action Software, Inc Marketplace 293 003 LucasArts Grim Fandango "Bones™ 443
Activision Heretic |l IFC-1 020 Mad Genius Software GunMetal 481
Activision Quake |l Mission Pack 3833 1 Microsoft Motocross Madness i
Activision Heavy Gear 2 138-139 022 Microsoft Urban Assault see
AlienWare PC Systems Systems 256 008 Microsoft Urban Assault ses
Altec Lansing Zebras 214-215 023 Midnight Muitimedia Marketplace 487
American ANKO Joystick 206 016 Monolith Productions Get Medieval : 494
American Inst. for Recruitment 283 eee Monolith Productions Shogo 212-213 493
Computer Science Monolith Productions Aage of Mages 2% 4%
Art Institute Intemational Recruitment 292 167 Origin Systems Alpha Centauri 90-91 168
ASC Games Sanitarium 262-263 02 Patch Products Kuba / Play This Play That 13 608
ATl Technologies Graphics Board 182 013 Philips USB Peripherals PC Speakers 186 603
Aureal Semiconductor A3D m 015 Piranha Interactive Dead Reckoning 100-101 605
Blaze Technologies Blaze 270 041 Piranha Interactive Morpheus 172173 606
Blizzard Entertainment StarCraft 46-47 anz Piranha Interactive Extreme Tactics 216-217 | 601
BSG Laboratories Survival Guide 259 e Psygnosis Global Domination 160 607
BSG Laboratories Survival Guide 260-261 043 OuickShot Technology GenX Series - Joysticks 13 642
Canopus Corporation Pure 30 2 19 093 R&G Games Marketplace 293 681
Columbia House Video Club 197 see Real 30 StarFighter 37 684
Columbia House CD-ROM Club 255 ses Red Storm Entertainment | Dominant Species 283 685
Creative Labs Inc Graphics Product 0BC 108 Red Storm Entertainment | Rainbow Six 268 682
Creative Labs Inc SoundBlaster Live 201 109 RedOrb Entertainment Warlords 134-135 042
Creative Labs Inc SoundBlaster Live 202-203 110 RipCord Games Enemy Infestation 3 oo
Diamond Multimedia Monster Sound MX200 21 122 RipCord Games Space Bunnies 7 see
Earthlink Network Earthlink 165 179 RipCord Games Spec Ops 162 see
eBay ADR 229 180 53, Inc GX3 Multimedia Chip 129 729
eBay ADR 231 180 Saitek X36 199 736
Eidos Intaractive Eidos Branding Ad 25 174 SegaSoft Vigilance 64-65 122
Eidos Interactive Thief 26-27 177 Sierra On-Line King's Quest: Mask of Etemity  |I1BC 739
Eidos Interactive Commandos 56-57 170 Sierra On-Line Grand Prix Legends 67 090
Eidos Interactive Tomb Raider 3 B8-BI 181 Sierra On-Line StarSiege 41 098
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T Interactive Blood 2 45 255 The 300 Company TOCA Racing 62-63 175
GT Interactive Retaliation 104-105 25 The 300 Company Requiem 166-167 767
GT Interactive Emergency 146-147 257 THQ Inc Red Jack 68 765
GT Interactive Total Annihilation 246-247 248 THQ Inc Bass Masters Classic 189 774
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NEXT TIME... )
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As the September issue draws to a

close, our thoughts inevitably drift

toward October, and all the joy it w

no doubt bring, along the lines of...

.h.d @

Inside Cavedog

Next month, PC Gamer

goes where no gaming mag

has gone before... deep into

the bowels of Cavedog

Entertainment, creator of

Total Annihilation. We'll

have a first look at the TA

prequel Total Annihilation

Kingdoms, Ron Gilbert's Good and Evil,
and the mysterious Amen and Elysium.
Don't miss it!

PC GAMER September 1998

We'll have plenty for
you to sink your

teeth into, including... MAX. 2 *

Deathtrap Dungeon,

Team Apache, Mortal Kombat 4,
WarGames, M.A.X. 2, Motorhead,
TOCA Touring Car Championship,
Cyberstorm 2, House of the Dead,

...and ooh, so much more!
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GONFIDENTIA

Upper management said
we'd all get canned
if we told you about our
screaming new high-resolution
2D/3D graphics card.

But they didn't say we

couldn't give you a hint.

www.soundblaster.com/hotgraphics/

[Hey, how did that get ther‘e?]

WWW.SOUNDBLASTER.COM

Go to www.pcgamer.com/request Product #108
©1998 Creative Technology Lid
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