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Heretic Mects Third Person
You never knew it could be like this.

Surrender to insancly last-paced
action from a frighteningly immersive
third-person perspective.

Cooperative/deathmatch multiplayer
has never scemed so real.

g a.w.—--‘*' S

The Beauty of the Herctic Universe
Famed developer, Raven, does what it
1 does best: beautifully-rich gameplay.
Battle through a 3-D continent of
. sinking cities and underground
| civilizations that are, in onc word:
t legendary.
{
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- e

You're about to experience a Heretic revelation like no other.

Powertully intense action. Divine 3-Diworlds. Almighty weapons and spells.

I
And awe-inspiring third-person gameplay: a true out-of-body experience.

wivw_gchivision.com edic 1l ok, and Mt 11 i braderr
Fucbllvod and Siabristod by Acbinnisn b ot dombaning st lwarrs r i el
Softwmerc, b Ohibe @ regotored Prodomank and 4 Saka 117w ‘-L ..d. o ke »-Ilw e, Inc ML Raghly Rimcrvad. AT obber Badc

;n-ﬂ.u». are praperti

Revolutionary. Quake™-Powgred Action
Secing is belicving. The enhanced '
Quake 117 engine delivers fluid 3-D =
animation and fast-moving actlﬂﬂ,\[ﬂ]ﬂ.’i
stunning special effects, amazing
environmental realism, and a smart
camera that stays with the action.

Superior Character Capabilitics

As Corvus, Sidhe warrior from
Heretic, wicld magical powers, cast
spells, unleash animated weapons and
perform instinctive moves, such as
unprecedented climbing, gymnastic
and acrobatic maneuvers.
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SENERATIC | Features c dug
=1 Building on'its smash real-time strategy hit, Total
14&EMEDY

Annihilation, Cavedog is ready to branch out and .f /]

show the world'it"s' more.than a one-hit wonder.
Shogs @ Homewor

Monolith's latest It's in space, %
is a combination it's in 3D

ERERERER S - - - A REEERE

Heroes of Aliens Vs.
Might & % Predator @

of Japanese ani
mation and hot
first-person
shooting — how
can it go wrong?
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real-time strategy
has never looked
this good. From
newcomers Relic
Entertainment.

Redguard 4

Bethesda's latest
game takes place
in the world of
Daggerfall, and
promises plenty
to keep fans of
the series happy.

Trespasser

Take on the

DNA denizens

of The Lost World
in this beautiful
first-person
adventure from
DreamWorks,

Magic Ill

The world's most
popular turn-
based strategy
game is back for
another round.

Three distinct
gameplay
experiences are
on offer in Fox
Interactive’s
impressive-
looking actioner.




(45 The Hard Stuﬁ M Descer CE: All you need to

know to rule the galaxy.

The folks at Microsoft are at it again,
and we'll let you know
if Windows 98 is
worth getting

instead of two or
three new games.
We also put the latest
video cards and other

IlE Unreal: We've got super walk-
throughs for 21 tough levels.

M0 Mech Commander: The first cam-
paign from your friends at FASA,

6 Readers’ Requests: Final Fantasy Vi
peripherals through their paces. tips and GTA cheats.
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Why Do We Do it
to Ourselves?

wilness

¢k  Cyberstorm 2: Corporate Wars
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gl  Flesh Feast
g5 Get Medieval
20  JetFighter: Full Bum
o8 Kuba
o4
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Mortal Kombat 4
Motorhead
isa NAM
2 Rampage: World Tour
o8 Revenge of Arcade
228 Team Apache
'  TOCA Championship Racing
198  Tom Clancy’s Rainbow Six
18  Urhan Assault
% Vangers
e WarGames

Disc Pages

That shiny disc

stuck while
playing our

i
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A roundup of upcoming golf titles, new
games from Acclaim, and a host of other
stories from the wild world of PC gaming

Extended Play T. Liam MeDonald
The re-re-re-release of LucasArts' X

Wing series, a new add-on for Deer
Hunter (oh, joy!), and the latest on The
Operational Art of War are Tom's sub-
jects of the month,

Multi-Play Jason Bates
Starsiege Tribes has been dominating
Jason’s online play all month.

The Threshold pennis Fong. a.k.a. ~Thresh
Thresh actually dragged himself away
from Quake this month and is now
wallowing in SiN.

Altemate Lives Michael Wolf
What's your idea of the perfect role-
playing game? Wolf fills you in on what
he would like to see from the genre’s
next generation.

The Desktop General  waitiam R. Trotter
The Colonel's had a brush with the
way-back machine after doing some
house-cleaning — and he's enjoying it
quite a bit.

Sim Column Dan Bennett
Dan talks with the guys at Terminal
Reslity about its upcoming civilian
flight sim, Fly!

Letters
Put pen to paper or fingers to keyboard
and write us!

Next lssue

Did someone say Quake III7 Yes, we'll
have the full scoop on the year's most
anticipated title. Plus, more gaming
goodness than most humans can handle!

There are always pl y of uncertaintie
surrounding our compilation and publ
tion of the PC ner 50 Best Game
listing, but one thing
be relied upon it’
mail than anyth else we do here.
This is the third time in PC Gamer's
y that we've publishec ch a list,
and I've no doubt that this year's count
down will be every bit as controversial as
the previov o have b» Ine aly, of
everyc will agree with what
ve chosen, and what we've omitted
Many will think that

pletely off our rockers

gone com

Of course, we
ever appe
a pretty bo all thought the

same thing are our picks, but we

wouldn’t dare publish them without giving

you your right to ficial ballot
for voting in our upcoming Readers’ All
Time Top 50 is included in this i

le may

sup e
this is supposed to be a practi

a guide to the best gan

¥y more like
wouldn't dare play down
ce in the annals of PC gam
ing history, but they're now so old and
antiquated that it's hard to ract much
fun out of them any more. There are
plenty of older games in our Top 50, but
» tood the test
of time and that, being a little
frayed around the " still just as
much fun to play as any modern title you'd
care to name
there you have it. Feel free to
write, E-mail, vote... do
to lend support to, or ¢
We can’t wait to hear what y
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Available Halloween at your local retailer. lIrmal:theﬂmwwl 1-800-610-GTIS.
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30+screaming fast, totally immersive Run a savage gauntlet of
and compietely bloodsoaked levels. mayhem from Teampiay to Level Racing.
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Explore vast, vivid, environments- __ Four customizable, playable characters: Fame Throwers, Tesla Cannons,
and destroy everything in sight. _  *— Caleh, Ophelia, Gabriella and Ishmael. Voodoo Dolis and Humiliation Animations.

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






A NEW EVIL HAS RISEN.
A NEW QUEST HAS BEGUN.

RA Y MOND E. FEIST'S

THE OFFICIAL SEQUEL TO THE BEST SELLING RPG OF ALL TIME.



t began with the heat — it hit Dry
Guich like a sledgehammer, making
it impossible for the prospectors to
work. Animals from the surrounding
areas began to crack from the hot
weather, wandering into town and
attacking anyone and anything.
Thefts began to occur in the mines,
and folks would go missing. One
minute they were there, and the
next they were gone.

And then the strangers showed up.

Sure, they looked like everyone else,
but there was something about them that
wasn't quite right. And then the sheriff
stumbled across their leader one night
and heard his plans. Something about
messing with dimensions in an effort to
ambush a "Gravy Trader,” whoever that
was. The sheriff put up wanted posters
and rounded up the best shooters in
town. But it was already too late. The
strangers had bigger guns — guns that
could never exist in the real world.

Dry Gulch never had a chance.

(Unless you and Coconut Monkey
can help...check out page 21 for informa-
tion on this month’'s Quake Il level, “Dry
Guich,” from the creators of Coconut
Monkey's last adventure, “Paradise Lost.")

INSTALLING

Gan CM Save Dry Gulch?

Quick Start for The CD

Attention Win3.1 Users

PLAYING « QUICK TIPS

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

In the event our interface doesn’t load or

run prope 0 . you can still
install e i 19 our fromt

end altg

T nually install a demo, take a look
:ommand Box located to the nght. This

1ins a list of demos along with their
Ilation commands.

To get up and running using the
Command Box, simply use the Start-Run

command for Windo 5, or the File-Run

command from the Program Manager for Win-

in the letter of your CD-ROM drive, followe
by the directory and install command lis

the right

ta install the §
type XASINDEMO\SIN DEMO.E
our CD-ROM ¢

is the letter

appropriate dire: ory on

AR BB R

nd then double-click on the i Ita
nmand

w
-

emember that if you're using
Windows 3.1, you cannot run most Windows

95 demos or our front end

cates that the demo requires DirectX 1o
run. Install DirectX by running DXSETUP.EXE in
e \DIRECTX directory on The CD.
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FINDING YOUR
WAY AROUND

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

INTEAMET SEAVICES

20 s arstes Porstsiens L et e om Tha 3 ey
e s (1i1h e e v s e e g T b S g

[ ¥ Mindspring

[a=

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

COCONUT MONKEY
st

What's our lovable companion up to
now? Click this button to find out!

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

I you don't want to print
the README.TXT file, you
can scroll through this

The menu screen lets you go to any demo at window and get detailed
any time. To access demos not available on information on your
the opening screen, just click “More Demos.” selected demo.

Cremod with Neoliook Tor Windows 95

Weicome fo The CD!

oy, the Gaming Goodness(TM)

just keeps on coming, doesn't

it? This month PC Gamer’s CD

is chock full of some of the best

demos for the best games you
can buy. Our feature demo, SiN, will
have you blasting your way through
hordes of nasty criminals in a fight
to save innocents. Check out the

8 GAM R[N

are there for the
experiencing. If brain-candy is your
cup of tea, try out the demo of
TalonSoft's The Operational Art of
War, Volume One. Hailed by some as
the best wargame ever created, it's
worth a try by gamers of all genres!
But, if you're looking for the quick
fix, we've got demos of Plane Crazy,

sniper rifle — we all agree it's the
coolest weapon! We've also got the
best Gauntfet-clone you'll ever see —
Get Medieval! For fans of the old
arcade game, many nostaligic

Air Hockey, Motorhead, and even
Montezuma's Returni And for you
Quake il fans out there, check out
Coconut Monkey's new MOD, Dry
Gulch! It's in the Add-ons section!

DATABASES
oA

. T O TR T T O ey T
e e L

>

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.

Which month’s CD had that
demo you've been meaning to
try? The Demos Database tells
you everything you need to
know about demos that have
appeared on The CD.

Looking for a patch for that
ailing game? Check out our
Patches Database, listing every
fix and update we've covered
in the Extended Play column
and included on The CD.

Wondering how to reach a
game’s publisher? Here's the
place to go. Whether you want
their street address, tech sup-
port number, or web site
address, we've got it all here,
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Sl

LS \SINDEMO\SIN_DEMO.EXE 3
T (310) 255-2050 )

CATEGORY: Action
| COMPANY- Activision
| UIRED: Windows 95; Pentium;

Il games these days must have the
obligatory hottie, and in SiN that hot-
tie is Elexis Sinclaire, the beautiful
(yet crazed) CEO of SinTek Industries.
It seems that Elexis in not happy being
rich and powerful — no, she's got to go
off and create an army of genetic freaks
who will help her take over the world.
Fortunately for the world, you're there in
the form of Colonel John R. Blade, who
must foil Elexis’ little schemes. You grab

ITEMS AMMD
You can zoom in with the sniper rifle and have some fun. So long, sucker.

some big-ass guns, and off you go, fight-
ing evil and whatnot.

The demo features support for both
software rendering and 3D acceleration.
To set up the game to work with your
system, go to the Controls menu, where
you can access not only your video
options, but sound and control options
as well. Once you're happy with what
you've done, back your way out and hit
Game. It's here that you must decide to
play by yourself or with some friends in
multi-player mode. Make your choice
and jump on in.

The demo features two single-
player maps (if you count the helicopter
shootout) and two multi-player maps. If
you're at all familiar with those first-per-
son shoot-"em-up games, you already
know how to play SiN.
Basically, you run around
and shoot the bad guys.
SiN does include a level
of interaction beyond that,
howewer, in that you can
{and sometimes must)
interact with the world
around you, Don't leave
anything untouched, as it
may contain information
pertaining to the game.

To play a multi-player
game, simply follow the
onscreen prompts —
they’ll direct you in select-
ing the map, setting up
game options (unlimited
ammo, weapons stay, etc.).
Once that's all done and
wrapped up in a little red
bow, you'll be off fragging
your buddies — and much
fun will be had by all.

HEAITH ARM

Scripted sequences will have bad guys drop-
ping in from all over the place. Waste ‘em.

Billy gets some satisfaction by wasting Gary.
Ha-ha! Them brains sure are pretty!

BILLY’S CHEATS

These cheats came at a heavy price, so he
sure to use them wisely. To access the
cheat codes, you'll need to press the ~ key
(next to the 1 on the top row of numbers)

fhealth 999
/nocollision
[superfuzz GodMode

/wallflower Enemy won't shoot at you
fwuss Gives all weapons

Get gun from helicopter

Gives 999 health
Walk through walls

/spawn heligun

BILLY'S TIP

We've got a couple of tips for this lovely
demo. The first is that the sniper rifle does
include a zoom mode, which lets you get up
close and personal, The default key for this
command is 0. Press 0 once to select the
sniper rifle, again to enter sniper mode, and
again to exit. The player models feature

area specific damage, so a head shot means
instant death, while a leg shot just makes
the other guy whimper and limp around

ITEMS AMMO HEALTH ARMOR
The first mission in this demo will have you blasting baddies off a rooftop with a helicopter-mounted machine
gun. Look at the size of that muzzle flash — you can do some major damage with this bad hoy.
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Play with the
Explosive Power
of Intense 3D!

This fall’s games don’t let you just ploy with 3D graphics accelerators —

they demand them! With millions of triangles, hundreds of millions of texels and

DirectX"and OpenGL"code, these gomes are going to explode across your screen...
if you have the right 30 accelerator.

Intense 3D is the right graphics accelerator! And with the world’s fostest
3D gome chipset, 16 MB of RAM, 3 of the year’s hottest gomes, professional APls, 16 x 9 aspect ratio,
1920 x 1200 resolution and gammo-corrected cinemagraphic images, Infense 30 is the best
gome accelerator value in the universe.*

Check out our website, www.intense3d.com, and let Flome, our spokesmodel,
show you what the 3D experience is all about.

INTERGRAPH

COMPUTER SYSTEMS

Go to www.pcgamer.com/request Product #361






bet Medieval

\GMDEMO\GMDEMINS.EXE
WA RS support@lith.com
CATEGORY: Arcade
COMPANY: Monolith

REQUIRED: Windows 95; Pentium; 32MB RAM;
18MB hard-drive space; 2MB video card; DirectX

nce upon a time there was a coin-op
game called Gauntlet, and there was
much rejoicing (and the loss of for-
tunes in quarters) among gamers
everywhere, Not only was it addictive and
fun, but it let four players explore those
dark dungeons together. It was a dark
day when those machines disappeared
from the arcades. A dark day, indeed.
Well, now's a good time to be alive,
because the fine folks at Monolith have
captured that same magic with Get
Medieval. This game is essentially based
on the same concept — you wander
around collecting goodies like gold,
while fighting off monsters and such.
Keys give you access to chests and other
areas of the map, and as you progress
through the game, the baddies get
meaner, and the gold becomes shinier.
The demo features three levels from
the full game and lets you play as Eryc
the Archer. He's a wisecracking little fel-
low who can shoot arrows really fast. To
play the demo, select New Game, choose
your difficulty level — and that's pretty
much it. The monsters all come from var-
ious structures — destroy those struc-
tures, and you'll stop them cold (plus,
you'll get something cool, like a key). The
treasure chests contain power-ups that
can increase your weapon's power or
strengthen your armor.
Some of the power-ups do cool

THE CD

Look at all the goodies just waiting for you to snatch "em. Hooray — gold me for me, none for you!

things like give you more arrows (so you
can shoot multiple arrows at once
instead of just one), and make you shoot
that little bow faster than the human eye
can follow. Watch your health, which is
the green bar on the right side of the
screen next to Eryc's head. If that starts
to run low, you'll need to get some of
that magic potion, health goodness,
which will fix you right up. (Elf is about
to die. EIf needs food badly!) After you
get some chow, head back out and crack

(KEYBOARD 2)

Yuck, look at that bloody mess. Those monsters sure leave a nasty stain behind when you kill them.

some monster skulls. Those fiends don‘t
deserve to live.

Make sure you scour the entire
level before moving on; you don’t want
to leave any little trinkets behind. The
full version of Get Medieval (reviewed in
this issue) features four warriors to
choose from, loads and loads more lev-
els, and multi-player support so as many
as four people can play at once. Yowzal

=
o W

=
Look at that gore! Man, them beasties are just
as ugly on the inside as they are on the out.

BILLY'S TIP

When the monsters come after you, it's in
your best interest to shoot them, Don’t be
getting soft and mushy and feel bad about
shooting them — they're monsters after all,
and have no business living. In fact, you're
doing them a favor by splattering them all
over the Hoor. Deep down, they probably
hate themselves for being monsters and
charge you in the hope that you will slay
them. Help them out, won't you?
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LGRS \JA2DEMONSETUP.EXE

TECH SUPPORT NEEECA L '

ATEGORY: Strategy
COMPANY: Sir-tech

AEQUIRED: Windows 95; Pentium; 16MB RAM:

110MB hard-drive space; DirectX

he ruler of Arulco has been over-

thrown in a coup, so you must lead

your expert team of mercenaries into

battle, with the goal of replacing the
fallen ruler. It's not going to be easy,
though, because the entire military
(along with several other surprises) are
none too eager to give up control of
Arulco. To pull off this small miracle,
you'll need to hire the right mercs, lead
them in combat, deal with the locals,
and loads of other things too numerous
to mention here.

Jagged Alliance 2 is the sequel to
the Editors’ Choice-rated Jagged Alliance.
The demo is not the first level of the
game, but is designed to give you a taste
of what to expect — you'll confront some
enemies, yak it up with the local folks,
and do some old-fashioned searching.

Playing the demo can be a fairly
complex affair, so be sure to take your
time and work your way through all the
screens. There's also a hint text file
included with the demo; look for it in the
demo’s directory: C:\programfiles|
Ja2demo. You play using the mouse —
simply click on one of your characters,
then click where you want him to go.
When you're merely walking around,
exploring the terrain and talking to the
locals, the game runs in real-time, mean-
ing your boys (and ladies) will move as
soon as you tell them to. When you enter

This screen provides an overhead map view, plus more detailed commands for each of your units.

combat, the game becomes turn-based,
with each of your units assigned a spe-
cific number of action points. Be sure to
keep this in mind while in real-time, as it
will allow you to plan ahead and create
defensive perimeters, etc.

To enter a building, move the mouse
over the door, and it will turn into a hand;
if the door is unlocked, just click the door
and one of your units will walk over and
open it. If the door is locked, you'll need to
find something to open it with (think crow-
bar). Occasionally there will be people

Go ahead and talk with some of the local folk — you may just learn something useful.
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inside. To start a conversation, move the
mouse over the person and a pair of lips
will appear; click the person and the con-
versation begins. Some people will offer
advice, others have things for sale. Be sure
to take the time to see if they have any-
thing to offer you — there are things that
could be useful later in the game.

BILLY'S TIP

The man in the garage will sell you some
cool things if you just ask. The other guy,
Gabby, has nothing to sell you, but if you
have the patience to listen to his rants,
you'll get some info

CONTROL KEYS

g

Change Cursor Level

7
‘j
¥

Cycle Enemies

Select Merc(s)

Select Next Merc
Cycles Multiple Targets
Run Mode

Standing

Crouch

Prone

Options Screen

eoveooel

Look Cursor
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First, we brought you revolutionary, award-winning, 360" 3D action.

4

Then, we plunged you into the depths to fight robots that stole your weapons,
sucked your energy and worked in teams.

¥ ¥

Now, after years of waiting... there is light at the end of the tunnel.
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COMING SOON
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The Operational Art of War

BTN \TOAWDEMO\SETUP.EXE

CATEGORY: Wargame
COMPANY: TalonSoft

REQUIRED: Windows 95; Pentium 13316MB
RAM; S0MB hard-drive space; DirectX

reated by Norm Koger, the designer

of such games as Red Lightning and

the Age of Rifles series, The Opera-

tional Art of War is a deep and
involving strategy game. We'll go over
basic game instructions, but it's in your
best interest to study the readme file
that comes with the demo; it's six pages
long and contains much more detailed
information on gameplay.

The demo lets you play one sce-
nario: Korea 50-51 (the list shows the
other scenarios available in the full
game; you just won't be able to select
them). To start the demo, select Korea
50-51 — scenario notes will appear on
the right, and you can read them by
scrolling down. At the bottom is a row of
buttons; the third one from the left lets
you select the type of game you want to

Select one of your units and send it off 1o battle,

H

L

After each battle, this screen will appear with a detailed summary of what just happened.

play. If it's your first time, select United
Mations Computer vs. Human Play. Click
the checkmark to begin.

Your units will appear in red, and
the UN forces will be blue. To attack a
nearby unit, move the cursor over the
enemy unit; it will tumn into a little
crosshair. Right-click on the enemy unit,
and a sub-menu will appear. You can
have a single unit attack, or (if multiple
units are available) you can have all
units attack. To move a unit, click on it
and move the mouse to the spot on the
map you want that force to occupy. A set
of arrows will appear, showing the unit's
path; right-click, and they'll head for
their destination.

This screen gives you the background on the coming conflict and what everyone is up to.
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You can also move the cursor over
an enemy unit, which will show you what
type of equipment it has, etc. It's defi-
nitely a good idea to learn everything
you can about the enemy units — this
isn't Quake, and you could pay dearly for
rushing into battle unprepared.

In fact, it's important to keep in
mind that you cannot see all of the
enemy units on the map — only the
ones closest to you. So while it may
appear that there are only two units in a
specific area, there could be more
behind the front line. (Or, there could be
none at all — use some of that strategy.)
Don’t attack unless you have the forces
to hold off a substantial counter-attack,
because if the UN forces punch through
your line, it's all over.

During the course of the campaign,
certain things (such as nuclear weapons)
will become available to each side based
upon the action of the game. If the Kore-
ans advance beyond a certain longitude
and latitude, the UN will have nukes at
their disposal, so watch it.

Again, the readme file for the demo
contains more details. Print it out and
keep it handy while you play your first
few games.

Will the Communists over-take Korea? Only
you can decide — roll those tanks.




Coconut Monkey Goodies

ou thought it couldn’t be done. No
Quake Il level could top "Paradise
Lost,” starring Coconut Monkey and
that dastardly fellow Pierre. Well,
buckos and buckettes, you thought wrong.

We are proud to give you “PC
Gamer Presents: Dry Gulch,” another
Quake Il level starring everyone's
favorite simian and our favorite mascot,
Coconut Monkeay. This time he finds
himself stuck in the old west, separated
not only from his boat, but from his only
copy of Gravy Trader as well. Oh, and as
if that wasn't enough: Pierre and his lit-
tle cronies have shown up, and they're
none too pleased that Coconut Maonkey
is still alive and kicking. “Dry Gulch”
was created by the award-winning team
behind “Paradise Lost”: Neil Manke on
conga drums and design, with Andrew
Eglington on keyboards and models and
skins. Take a bow, fellas!

MNow, we realize that not everyone
has Quake /I, so we managed to con-
vince CM to loan us one of his coloring
books so we could offer you another
treat (not only is CM a master game
designer, but he is an amazing artist as
well), Titled Everyday Tragedies, this
coloring book is a unique peek into the
mind of Coconut Monkey, and it features
several pages of breathtaking work by

artist Mark Bloodworth, and even a cou-
ple of paint-by-the-numbers pictures.
The coloring book is stored on The CD
as an Adobe Acrobat file, so you'll need
to have the Acrobat Reader installed on
your machine (fortunately, we had the
foresight to include it on The CD).

Getting the coloring book up and
running is easy; “Dry Gulch” is a bit
maore complicated. Be sure to take the
time and read the entire readmae file
included with the levels. It contains
detailed information that'll give you all
the answers you need.

Boy, does it look hot down there. This is justa
taste of what 1o expect in “Dry Gulch.”
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Motorhead

RIS \MHDEMO\MHFOXINTRO.EXE
ECH SUPPORT L2l i 24P

CATEGORY: Racing

COMPANY: Fox Interactive

REQUIRED: Windows 95; Pentium 133; 24MB
RAM; 40MB hard-drive space; SVGA video card;
DirectX

acing is cool, and everyone knows
it. There's nothing more thrilling
than roaring down a track at 200
miles an hour with nothing more
than a little metal between you and the
road. And with Motorhead, you can
experience that thrill like never before!
The demo lets you experience three
laps of one race; you control your car
using the arrow buttons on your key-
board. By default, you have a first-person
view of the race, but you can change
your view to third-person by pressing F2.
Playing is simple: race around the
track and finish before the other cars.
Watch the corners (a couple are pretty
tricky), and you should do just fine.

SPECIAL NOTE: There are two versions
of the Motorhead demo on The CD. One
is a 3Dfx version, the other a software
version. Be sure to install the one that
matches your hardware setup.

01:06:50
0o0:14:53

oD:5%:97

Put the pedal to the metal — the feeling of
speed in Motorhead will blow you away.

CONTROL KEYS

Steer right
Steer left
Accelerate
Break

Rear view

In car view
Out car view
External view

Exit demo

PC GANER October 1398 il

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

away from the plate. The
ump yells "Strike Three,” at
the same time your
teammate touches home.

The run scores?




[ERTS \MONTZUMA\MRDEM126.EXE
TECH SUPPORT
CATEGORY: Adventure

COMPANY: WizardWorks

REQUIRED: Windows 95; Pentium 133; 16MB
RAM; 24MB hard-drive space; DirectX

ack in 1348, with the Spanish
encroaching on all fronts, Mon-
tezuma hid all of his loot at the bot-
tom of a Aztec temple and had his
wizard boys whip up some curses to
keep folks out. Those curses have
worked for over 500 years, but now Max
Montezuma has shown up, and he's anx-
ious to get his hands on the family loot
(after all, he's a descendant of the origi-
nal Montezuma, so it's rightfully his).

In Montezuma's Return, you play as
good old Max, and you must explore
underground mazes and all sorts of
other creepy places if you want to get
that wonderful treasure. The demo
offers both software-only and 3Dfx-
accelerated graphics modes, so choose
the one that matches your system. The
controls are set to use the keyboard by
default, but you can enable your

Montezuma's Retum

gamepad; you'll just need to enter the
Controls area and click Enable Gamepad.
The demo is pretty straightforward
— you wander around the temples look-
ing for loot and fighting the occasional
native or giant rat (there are even a few
giant birds tossed in for good measure
— if only you could get ‘em to eat the
giant rats...). There are traps that must
be avoided, and you'll need to use that
brain of yours to figure out how to
access all the areas.

Look at that place! There's got to be some
kick-ass treasure hidden away inside.

CONTROL KEYS

Forward

Backward

Left

Right

Look Up
Look Down
Jump

Punch

A

The bouncy skull is just one of the traps you'll
face as you search for that gold.

Ancient Conquest

\ACDEMO\SETUP.EXE
LG0T megamed@wantree.com.au
CATEGORY: Strategy
COMPANY: Meg dia A li

REQUIRED: Windows 95; Pentium 166; 16MB
Ram; 65MB hard-drive space; mouse

ncient Conquest is a real-time strat-

egy game set during the time of

Hercules and Jason (you remember

them; they're Greek heroes, and
they were in some movies and such).
Since the sea was the primary mode of
transportation in those days, you go to
war in ships.

Send your boys out to gather some fish. Mmm,
them's good eatin’|

PC GRAMER October 1930

The demo
lets you play
multi-player
against one
other person; it
also has one sin-
gle-player sce-
nario and a non-
interactive demo
of the game. To
get to the single-
player action,
select Start Sce-
nario. You'll be
given a brief
synopsis of your
mission objec-
tivels). Select
your level of dif-
ficulty, and
you're all set.

Like most
RTS games,
you'll need to gather resources (in this
case fish and gold; these were simpler
times). To fish, click one of your ships,
then click on an area of the water where
you see schools of fish. The ship will
automatically go over, gather them up,
and take them back to port. You're also
given a shipyard, which lets you build
more ships. Click on it, then select the
type of ship you want to construct. You

This looks pleasant, huh? Someone must have woken up on the wrong side of
the bed this morning. Stay close to home until you have a higger force built up.

can also build and train men and move
them onto the ship,

In the early going, don’t venture too
far from your port — there are a lot of
heavily armored ships out there, and
they'll kick your butt back to Athens in a
hurry. Bide your time, gather some
resources, and build a decent force
before venturing out into the real world.
Sea ya later, landlubber!|
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to precisely direct sound energy so you hear every sound exactly where your game puts it - even behind you. With its
powerful, matched subwoofer, you're drenched in sound from every direction. Monsoon is available as part of select
new multimedia computers, or for purchase through www.monsoonpower.com or toll free at 1-877-722-8346. ¢ LANAR FOCUS TECHNOLOGY

ﬁspﬂi

30 sound card nay be required, © 1998, Momoon. Irl
Go to www.pcgamer.com/request Product #499 /



098 Viegin Ileractive Entertaiment, inc. All fights resorved, Rocodl in ol Virgin Inc. The ralings icon
i trademark ol the Interactive Dhgital Sofware Associabon. Windows i- @ regtatered trademank of the Microsoll Corpotation. All rights reserved,

Go to www.pcgamer.com/request Product #841




FOR THOSE WHO THINK GUN CONTROL
HAS SOMETHING TO DO WITH AIM.

Command a rapid motion battle force tamk. Morph iato four different

vehicle types: land, hover, amphibious and submersible.

Tote 18 high-powered weapoms of mass destruction.

Battle your way through six treacherous, mission-based worlds.

Manipulate high-tech indoor emviromments and striking outdoor

textures, or become ome with the earth.
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Payable demo available at: www. vie. com/recoil
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European Air War

18 \EAW DEMO\SETUP.EXE
LG (510) 522-1164
CATEGORY: Strategy

COMPANY: MicroProse

REQUIRED: Windows 95; Pentium 166; 32MB
RAM; 22MB hard-drive space; DirectX; Mouse

fter Germany took France, they set

their sights on England. Battles

raged daily as German pilots strug-

gled with both British and American
fliers to achieve complete air superiority.
With European Air War, you're given the
chance to take to the skies in an effort to
help your country’'s cause,

The demo lets you choose between
two different planes: the P-51D Mustang
and the Focke-Wulf Fw190A-8. If you
choose to fly with the Allies in the Mus-
tang, your mission is to escort the
bombers and protect them from German
planes. If you want to fly with the Ger-
mans, your mission is to attack
approaching bombers. Bring down as
many as you canl

The demo is timed, allowing you
five minutes to mix it up with the enemy
forces. There's also an rather extensive

CONTROL KEYS

Flight Key Up

Flight Key Down

Flight Key Right
Flight Key Left
Fire Selected Guns
Next Gun
Previous Gun
Select All Guns
Select Machine
Select Cannons
Display Active Guns
readme file that provides a complete list-

ing of keyboard commands and also
offers tips in such matters as dogfighting

i —— -y
As you close in on the bombers’ targets, all hell breaks
loose, Watch out for that anti-aircraft fire!

Those bombers are depending on you for their
safety — don't let them down.

and how to attack a group of escorted
bombers. You'll probably want to print
out the readme and review it before
jumping into the demo. Also refer to the
controls listed here. It's always more fun
if you know what’s going onl
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Plane Crazy

R LTES) \PLNECRZY\PCRAZYDEMO.EXE
LR (650) 802-4400
CATEGORY: Racing

COMPANY: SegaSoft

REQUIRED: Windows 95; Pentium 166; 16MB
RAM; 75MB hard-drive space; ZMB SVGA video
card; DirectX

*T* here have been car racing games,
go-cart racing games, boat racing
games, and even a couple of camel
racing games. But for some reason,
there have been no plane racing games.
(Unless you count Uncle Jeb's Guide to
Barnstorming; now, that was a mean air-
plane racing game if there ever was

I:59.08

8/9
. 97MPH
Help will appear in the form of visual cues and
text messages. Be sure you're paying attention.

Hang onto your lunch, ‘cause we're going in! You'll race through lots of crazy valleys in this demo.

one.) The fine folks at SegaSoft are look-
ing to knock Uncle Jeb from that coveted
spot with Plane Crazy.

The demo lets you take a spin in
one suped-up plane. You'll race against
other players (with as many as seven
other gamers in multi-player) through
crazy valleys and over all sorts of other
structures. Along the way, you'll run
across power-ups (and powear-downs)

that will either help you or hinder you in
your effort to be the champion airplane
racing person.

Start the demo by clicking on Quick
Race and then on Border Dash. The race
is timed, so if you screw around and
don't pay attention to that task at hand,
you'll run out of time, and your race will
be over.

Good luck, and happy flyingl

PC GAMER October 1998




([E 108 \CS2DEMON\CS2DEMO.EXE
LTI (206) 644-4343
CATEGORY: Strategy

COMPANY: Sierra

REOUIRED: Windows 95; Pentium 133; 24MB
RAM; 50MB hard-drive space; 1MB SVGA video
card; DirectX

n the year 3569, a jump-gate is discov-
ered in the Typhoeus system. This

gate will bring massive expansion and
wealth to the corporation that controls

Select those units and send ‘em for some good,
old-fashioned fun,

Cyberstorm Z: Corporate Wars

As you play through the demo, text messages
will appear, providing you with valuable
instructions.

it, and eight corporations want it. Badly.

So begins Cyberstorm 2: Corporate
Wars. The demo lets you play two mis-
sions: an introductory training mission
and an advanced training mission. Each
mission contains specific objectives, but
since they're both meant as tutorials,
you'll receive assistance in the form of
text boxes and voice instructions.

You play the game much like any

other real-time strategy game — select
your units with the mouse and click
where you want them to go. Select
Quick Battle, and you'll be on your way
to all sorts of carnage and fighting and
such, Now go forth, comrades — your
corporation is counting on you.

CONTROL KEYS

Scroll Map

Center Map on Current Unit
Menu

Select all Units

Select On en Units
Rotate through Units
Stop Movement of Current Unit

Shields Forward

Shields Centered

Alr Hockey

B 1NN \AIRHOCKY\AIRHOCKY . EXE
AR ® www.patchproducts.com
CATEGORY: Arcade

COMPANY: Patch Prod

REOUIRED: Windows 95; 486-66MHZ; 8BMB RAM;
20MB hard-drive space; IMB SVGA video card

™ hose fiends at Patch Products just
couldn't leave well enough alone.
Nope, they had to go and make an
air hockey game that features all of
the fun of the 1970s pool-hall favorite,
without any of the associated pain (you
know — jammed fingers, sore arm,

Poor old Ray is going down — he'll never be able to
stop that killer ricochet from Billy!

PC GRHER October 1338

broken nose, and the dreaded puck-
head). Paddle pushers everywhere have
reason to rejoice.

After starting the demo, you'll be
presented with a table that has letters
along the sides. To start a new game,
click on the “N,” then on “Single-Player”
(multi-player action is disabled in the
demo). You can enter your name, but
you won't be able to change the diffi-
culty settings, your
paddle, or the
table type. Just
keep clicking
“Continue” until
you get to the
action,

The demo
lets you play one
match; the first
player to score ten

you use the mouse. Move the mouse left
and right to slam the puck, and move it
up to hit with more force. Be careful not
to slam the puck backwards (yes, you
can flub yourself up with some bad hits,
just like on a real air hockey table) and
stay focused. Most importantly, though,
watch out for the rabid green cheese. It's
not very happy right now. Just leave it
alone, and everything will be just fine.

points wins, It's
pretty easy (the
demo only plays at
the Beginner diffi-
culty setting), but
it does give you a
good taste of what
to expect from the
tougher levels.
You play the game
just like real-life air
hockey, except

Look, i's some intense air hockey action! Makes us want to put on frayed
jeans and listen to our old KISS 8-tracks.
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Step up to a whole new level of gaming intensity. With a Pentium® I processor powering your computer,
or

suddenly you'll see your favorite games scream to life like never before. The Intel® Pentium II pro

helps bring huge sound, fast action and 3D realism to today’s most cutting-edge games. New titles like
gned to take advantage

Half-Life™ from Sierra Studios are specifically de
of the incredible performance of the Pentium 11 processor To find out

about more amazing new titles created for the Pentium I1 prc

Try it on a Pentium 11 ;
procasser out the Intel software showcase at




Morpheus

(LB LIS \MORPHEUS\SETUP.EXE
AEA® www.morpheusg com
CATEGORY: Ad

COMPANY: Piranha |

REQUIRED: Windows 95; Pentium; BMB RAM:
26MB hard-drive space; 640480 display, mouse

orpheus is an adventure/puzzle
game similar in style to Myst and
Riven. You are an arctic explorer
who discovers the decaying hull of

The theater will attempt to tantalize you with a nice
little film, but you'll need QuickTime to watch it.

a long-stranded
ship called the Her-
culania. As you
explore the ship,
you begin to won-
der if this is reality,
or something else
entirely. And why
does it all seem so
familiar to you?
The demo
lets you have a
small taste of the
full game. You
control your move-
ment in the demo
via the mouse.
When a ship's-
wheel cursor is on
screen, that means
that the scene is
panoramic — you
can only look around. When it turns into
an open hand you can manipulate an
object, be it a switch, lever, dial, etc.
When the arrow cursor appears, you can
move in that direction — simply left-click,
and you'll move automatically. If a mag-
nifying glass appears, you can zoom in

Look at the pretty ship. Why was it abandoned? Journey on and find out....

on an object for a closer look.

Have fun exploring the ship, and be
sure to check out the movie that's play-
ing. You'll have to have QuickTime
installed to watch it (the demo's installa-
tion process does this for you), but it's
pretty nifty.

L B RIA R \WPZDEMO\START.EXE
LA www.waypointzeta.com
CATEGORY: Action

COMPANY: Elpin Sy

REQUIRED: Windows 95; Pentium; BMB RAM;
90MB hard-drive space; D30 video card; Direct)

sk some gamers, and they'll tell you

there can never be too many Aster-

oid-style games — you know, the

kind where you fly around and
shoot the big rocks with the big guns?
And it's with that belief that we present
Way Point Zeta.

-1

This screen allows you to select your ship.
Choose guickly, but choose wisely.

PCGAMER Octaber 1330

Way Point Zet

The demo doesn't let
you play any of the sin-
gle-player missions, but it
does let you play in multi-
player mode by yourself,
How does that work? Let
us explain: To start the
demo, select Multi-Player,
determine your connec-
tion type (such as IPX),
enter your name, the ses-
sion name, and press
Host New Game. You'll
then be taken to a screen
where you can choose the
type of ship you want to
fly. Once that's done,

a series of voice com-
mands will tell you how
to start your main
engines and launch your
craft into space.

Once out there in the wild blue yon-
der, you'll want to blow up some stuff —

BILLY’'S CHALLENGE

Billy managed tc

it?! He ain't saying
try and match that

That asteroid ain't so tough. I'm going to nuke the sucker!

that's what you're there for, after all.
Several weapons are available to you,
ranging from a laser beam to an atomic
bomb. Cycle through to the one that you
want and let ‘er rip!

SPECIAL NOTE: The demo for Way Point
Zeta will only run in 16-bit or 8-bit color
modes. If your Windows desktop is set
for 24- or 32-bit color, be sure to change
it before starting the demo.




arthiink

[ EAL18 8 \EARTHL\SETUP.EXE
TG0 (800) 395-8410
CATEGORY: Online service

COMPANY: Earthlink

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

Cretting o
Most Qut of
Earthlink

™ arthLink Network, winner of the 1997
| PC Magazine Editors’ Choice Award
for Best Internet Service Provider,

k= supports all kinds of Internet games
and even has its own online gaming site
(www.thearena.com). EarthLink mem-
bership includes unlimited Internet
access, unlimited E-mail, a free 6MB of
space for your own web site, a free sub-
scription 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 informa-
tion you're prompted for. You can test
the service for three days; after that,
you'll be billed for $19.95 a month

support features, and

s all only a click away.

unless you cancel the offer.

The 14-day trial is a bit different.
Subscribe to PC Gamer at a 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!

MindSpring

BT \MSPRING\SETUP.EXE
R0 LS (800) 718-4660

CATEGORY: Online service
COMPANY: MindSpring

REQUIRED: 486; 8MB RAM; 2SMB HD space;
SVGA; Windows 3.14; 14.4Kbps or faster modem

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 5SMB 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 dol-
lar. You also get 5SMB of web space with
this one. The Unlimited service gives you
unlimited hours for $19.95 a month (with-
out 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
TCPAP connection to the Internet, using
the Microsoft Dial-Up Adapter. That

means any of those online games that
say they require a TCPAIP 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!
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Meet Barry Sanders, Cyber Athlete” ond instont TD machine.
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Discovery consists of seeing

what everybody has seen

and thinking

what nobody has thought.

The Future is in Your Hands

Lead an empire from primitive beginnings
into the stunning sci-fi future of 3000 AD.
Every decision you make has repercussions
on your future world. Will you rule a grim.
industﬂ_al jungle or a utopian society?

Not All Wars are Fought on the Battlefield
Add to your lethal military might with uncon-
ventional types of warfare, such as biological
terrorism or religious conversion. A variety

of units, builldings, governments, wonders,
and research options are at your disposal.

Discover Who Among Your Friends Will Rule
Go head-to-head in multiplayer world-building.
But remember - in war, even friends can
become enemies. A nanovirus you release

in one opponent’s city may spread to others,
leading you Into a war with an unintended party.




CIVILIZATION

CALL TO POWER

www.activision.com

Go to www.pcgamer.com/request Product #028



¥

28 real licensed vehicles — ultra-fast sports cars and souped up muscle cars - 17 real world tracks
« Killer high resolution graphics mode = 2-player split-screen racing - Shortcuts and alternative paths
Ass kicking soundtrack featuring Fear Factory, Gravity Kills, Junkie XL, KMFDM, and Pitchshifter - 2-player drag strip racing
Cop chase mode — you're the cop ~ More big crazy jumps, wild cop chases, cross traffic and racing mayhem



out in pure racing pleasure.

calling 1.800.245.7744

D © iy TR opitehsifier

yistered rademark of Accolsde, ine. Test Drive
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EXCLUSIVE! BEHIND-THE-SCENES OF THE HOTTEST GAMES

ah0go: Mobile Arm

? You'll like this!

( AR R RN NN EEENERENE N EE RN E N RN NN NN

1 Like big mec

Monolith is ready to dish
out the action in Shogo:
Mobile Armor Division,

a mech combat shooter

that’ll make you feel

like you’re living in

an amazing Japanese
anime world.

| — Colin Williamson

100 . 200
Shogo is being designed by Monolith Productions, the developer responsible for last year's
ultra-violent zombie shoot-'em-up, Blood, so the new game comes by its gore honestly.

Category: Action
Developer: Monolith Productions

fter the success of last ogy the DirectEngine. Midway through

Publisher: Monolith Productions, (800) 241-GAME
www.lith.com
Percentage Complete: 90%

Shogo is a first-person shooter from Monolith
Productions, the talented team behind last year's
hit Blood. It's set in a Japanese anime world that
promises to be wonderfully cinematic. Monolith is

year's enormously vio
lent Blood, Monolith
Productions began
work on a brand-new
3D game engine and
designing a spectacular
new game called Riot
to show off its power
The project began
under sponsorship from Microsoft, which
was planning to dub Monolith’s technol-

planning for the game to have more of a storyline
than more 3D shooters, and the actions you take

the vear, though, creative differences led
the Monolith folks to buy the rights to
publish their game on their own, What
was to be Microsoft's DirectEngine is
now known as Monolith's LithTech, and
Riot has been renamed Shogo: Mobile
Armor Division.

But Shogo is no mere 3D shooter
— [t combines the traditional on-foot
gameplay of its competition with some
fast-paced transforming-mech combat.

will affect the outcome of the story

Whal's so special?

Shogo is a shooter that lets you tromp around on
foot, then hop into a giant transforming robot to do
some major damage. It was inspired by Japanese

assic mov so the artwork style
should help it stand out from the crowded 3D
shooter market.

find when's it coming oul?

October 1998

[ [EC] PC GAMER Dchober 1998

In addition to the usual on-foot action you'd expect from a 3D shooter, Shogo will put players
into giant, anime-style mechs for some serious bot-busting action
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The Shoego story line takes place on a
decrepit planet named Cronus, which
happens to be incredibly rich in an
arganic energy source called kato
Several megacorporations — all adept
at creating MCAs, or mobile combat

armor — have made their homes on
Cronus, but a new terrorist faction
called the Fallen has stepped in, fight-
ing the kato-mining consortium. Led by
a madman known as Gabriel, the Fallen
threaten the safety of Cronus’ inhabi-
tants. You play as Sanjiro Makabe, a

. Big robots doing what they do best
blowing the crap out of each other.

Monolith says Shogo will have more of a

Shogo will be the debut of the LithTech engine
their own light sources and sprites attached

ry than mos
zlaim, with a big supporting cast of enemies
sions will atfect the outcome of the story

member of the UCA Security force
Your lover, along with two of your best
friends, were Killed in a recon mission
against Gabriel’s factions, and you've
been given the opportunity to lead the
assassination mission against him
Mayhem is sure to ensue....

“We're going for a very cinematic
experience, complete with reversals,
revelations, and a cast of major charac-
ters who either help or hinder your
mission,” says Craig Hubbard, Shogo's
lead designer. “On Cronus, you'll find
yourself in cities, outdoor areas, under-
ground facilities, and various other
locales. The game is meant to make you
feel like you're the main character in an
action movie — an anime movie, specif-
ically.” For inspiration, the team
watched such Japanese animated films
as Macross Plus, Ghost in the Shell, and
Evangelion — films that put as much
emphasis on character development as
on mammoth explosions.

The end result is a hangar full of
mechs that are yours to command —
but these aren’t the lumbering monsters
of the MechWarrior games

“Our MCAs are totally anthropo-
morphic, so they're fast,
highly maneuverable, and
transformable,” says
Hubbard. “Anime mecha
are fast, sleek giant
robots distinguished by
uncanny — and highly
improbable — physical
prowess and grace. We're
going for adrenaline, not
plausibility.”

In Shogo, the way
you play the game can
really affect the outcome
of the story line, even
determining which levels
you play, Hubbard says.

“On the simplest level,
if you're in a civilian area

like Evangelion,
Ghast in the Shell, and the
Macross movies

hich supports eff ike 3D models with
perfect for rocket exhausts and smoke trails

PCGINER Ociober 1998 JEE] |




From all indications, Monolith’s
LithTech is a very capable 3D engine

Shogo's death animations promise to be
detailed and varied

L .

All of Shogo's warring megacorpora
tions have access to mech technology

—

100 . Z0oOo

on the fly, decreasing detail for slower mach

| KT PCGAMER October 1958

One of the hallmarks of Shogo's LithTech engine is the ability to adj
and increasing it for PCs with real horsepower.

and you shoot a bystander, guards will
running,” he says. “You can end up
making things a lot harder on yourself if
you take a sociopathic approach
Additionally, there are areas of the game
that you may or may not see. Rather than
following the tradi

also s to give any /
weapon. We can also pull off some
pretty cool effects, like having lights
1d sprites attached to a model, such as
headlights for cars, and smoke particles
for thrusters.”

tional Doom paradigm
of secret levels you
have to find by search
ing diligently, we
wanted to include
aptional areas you
reach by playing the
game in a certain way
T'he flow of the game
depends on what you
do, not where you
look.” Shogo is broken
up into three acts, and
your response to a
specific event at the
end of the second will
determine which of the
two final acts you'll get to experience

The LithTech engine used for
Shogo was designed from the ground
up by the Monolith team. It was
designed under DirectX 6.0, and sup-
ports the usual bevy of visual effects,
plus some new eye-candy — you'll get
to take in sky-shadow mapping that
creates stunning cloud effects, chrome
mapping for glittering metal, and —
most importantly a system that
adjusts the complexity of the game's 3D
models in real-time to match your sys-
tem'’s power.

The LithTech engine has an “entity
system” that gives designers a great
deal of control over the appearance of
objects and characters in the game.

“We can attach models to other
models,” says Project Manager John
Jack. “So, when you see a Shocktrooper
carrying an assault rifle, the rifle is
actually a separate model, to which we

the complexity of its 3D models

“For our purposes —
and for a lot of external
developers — LithTech is ments were taken
the best 3D game engine
available, period.”

JOHN JACK,

L LR LR NENEERELEN]

I'he Monolith
studio also has a
full-fledged motion
capture suite, and
much of the human
and mech move-

from live actors. In
terms of animation
the LithTech engine
uses hard-body ani
mation (as seen in
Virtua Fighter) to
MANAGER animate the mech,

along with a soft-
body mesh system
(a la Quake) for
some of the more organic characters.
Enemies will react in a different fashion,
depending on where you shoot them,
and Jack promises the death animations
will be quite varied.

The LithTech engine was designed
for multi-player from the very start, and
its client-server architecture will support
TCP/IP, IPX, and modem play. Users
with fast machines and speedy connec-
tions will be able to run their own
servers (GameSpy support is likely).

Jack says the base system for
Shogo is a Pentium 166MHz with 32MB
of RAM. Direct3D-compatible cards will
be supported, but not required.

“We realize that many of our cus-
tomers have yet to upgrade to 3D hard-
ware, especially in the international
markets,” says Jack. “The focus for the
LithTech team has definitely been on
hardware support, but we've been
working on a software renderer for
some time.”

Will a level editor be included?

“Absolutely!” Jack says. “Anyone
who buys the game will get the editor
for free — we plan to make the editor
and related tools available on our web
site as a free download, along with sam-
ple levels and documentation. We tried
to keep the game open-ended enough to
allow end-users to modify almost every-
thing that's there.” The Shogo team has
already begun a level design contest on
its web site, where eager world-builders
can submit their ideas.

And what about going head-to-
head with the 3D-engine big boys at
Epic and id? Jack is confident that
LithTech has the right stuff.

“There are some things that we do
better than other engines,” he says,
“and there are a few things that other
engines do a little better than we do. It
all comes down to identifying what
your technology does best and exploit-
ing that in your game, which has been
our main focus with Shogo. So 1 guess
for our purposes — and most likely for
a lot of other external developers — the
LithTech engine is the best 3D game
engine available, period.”

BCG




WELCOME TO THE FEEDING GROUNDS

Your mercenaries will climb, swim,
furmp and crawl thefr way through
blistering firefights.

Take the blend of strategy, role
playing and tactical combat that
= - made Jagged Alliance one of the
pame e SR T P 3 -
= ggaa| best games of all time’. add
i dozens of new Weapons. Over 150
Fight to free an entire nation - quirky characters. your own
sector by sector, town by town. custom mercenary. Incredibly
realistic combat. Thousands of
lines of digitized speech. race The Best of Strategy

off against an array of hungry Nonlinear gameplay, blistering
predators, from ferocious day and night battles, and
enemy soldiers to dark advanced tactical combat.

secrets lurking underground.

The result is the perfect z
feediag Grounds. The ey The Best of Role-Playing

Encounter dozens of characters. thing missing is YOU. Create your own character,

Treat them well, and they Il support . )
your cause. Treal them badly, and improve your teams skills, and

they Il stab you in the back Meet Your Mercs explore a huge world.

www.jaggedalliance.com

Hire more than 50 different mercenaries. each with their own personality.
Go to www.pcgamer.com/request Product #734

*As rated by Computer Gaming World and PC Games.
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TO MAXIMIZE YOUR RACING PLEASURE,
INSTRUCTOR WALTER S. SMITH
RECOMMENDS FOLLOWING THESE SIMPLE RULES:

RULE *1
TAKE ADVANTAGE OF BLIND SPOTS.

This will greatly increase the

likelihood of a serious accident.

RULE *2
INSIST ON THE RIGHT-0F-WAY.

If someone doesn’t yield

the right-of-way, use force.

RULE *3
NEVER BE COURTEOUS TO OTHERS.

Remember, it's the nice

guys who always finish last.

CHAMPIONSHIP

Full-Contact Auto Racing.

Codemasters (1, 3])_0
@® www.tocaracing.cum

Go to www.pcgamer.com/request Product #775




Your first look at...

Hometworld

The real-time revolution marches on

In a pinch, you could call
it TIE Fighter meets
StarCraft — this new
strategy title adds a third
dimension to the real-
time genre, and the
result could pioneer a
whole new genre.

— Jason Bates

Category: Real-time strategy
Developer: Relic Entertainment
Publisher: Sierra, (800) 757-7707
WWW. Sierra.com
Percentage Complete: 50%

Relic’'s debut is a real-time strategy game set in
three dimensional space in which the player guides
a fleet of colony ships through enemy-held territory
to its long-lost, mysterious homeworld. The story

| and characterization are intriguing, but the :
play potential is among the best on the horizon.

Whal's s special?

The incredible graphics of Homewarld, mixed with
the unique twist on the genre, should make this
one to watch. Adding a third dimension to what up
until now has heen a “flat” genre adds a whole
new element to the tactical mix — you'd better get
used to thinking in 3D.

find when's it coming out?

Holidays 1998

[ 3 PCGAMER October 136
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In this early look at the game, an attack fleet hones in on a mothership. Some of the models
are still untextured in this shot, but the results already look stunning

ack in 1979, television
had a rare dose of space
opera when a short-
lived epic called
“Battlestar Galactica”
aired on network TV
Fleeing from the
tyranny of the Cylons,
the mighty starship
Galactica was the last of
its kind. leading a rag-tag fleet of
hammy actors on a hopeless search for a
legendary planet known only as Earth.
And though the show was cancelled
because its budget exceeded its ratings,
its influence is still felt amongst the fans
of science fiction, many of whom obvi-
ously now work in the game industry,
No one has ever actually made a PC
game based on “Battlestar Galactica,”
but the plot of Relic Entertainment’s
Homeworld comes pretty darn close:
some where in the future an advanced
alien race, the Kushan, is suddenly
attacked by a ruthless enemy known
only as the Taiidan. Overwhelmed and
defeated, the remaining Good Guys are
banished to a remote planet in a distant

quadrant of the galaxy. But all is not
lost, for a mysterious crystal artifact has
miraculously escaped destruction, and it
contains the secrets of the Kushan's
power and the coordinates of their cap-
tured capital.

Now, thousands of years later, the
Kushan have built a huge mother ship,
packed millions of their people into it,
and have embarked on a daring gambit
— a quest to regain their long-lost
homeworld. Upon this epic journey,
they encounter pirates, traders, and
their hereditary enemies, the Taiidan;
you can almost hear the stentorian
tones of Lorne Greene narrating during
the game’s intermission cinematics (cin-
ematics that, incidentally, use the
game’s engine, not FMV or CGI).

However, what makes Homeworld
different from say a Wing Commander
or an X-Wing is not its plot but its
genre. This is a real-time strategy game,
but in 3D; in a pinch you could call it TIE
Fighter meets StarCraft. And though
other games of this type have used 3D
units or 3D terrain, they are still pretty
much ground-based games. But conflict




Each mission begins with the
mothership warping into a new star
system, a necessary stop on its long
winding voyvage to the Homeworld. At
each stop, resources gatherer
deployed to mine the nebulae and ast
oids, collecting enough bounty to build
a defensive fleet and power the ship on
to its next destination. And in each sys
tem, the elements of the Taiic
pirate fleets must be detected, held off,
and ultimately defeated in order for the
Vo

s are

1 0r

e to continue

So far this is pretty standard RTS
stuff, but actually seeing the game run
ning really drives home what a difference
there is when the game is designed for
three spatial dimensions from the begin
ning. Are they above you? Below you?
Can a whole squadron do an Immelman?
Can you swing some corvettes up over
the shoulder and hit them from the back
and below? Yes, you can, Taking out the
enemy mothership is the way to win; los-
ing your own is the end of the game
Cloaked ships, minefields, and different
weapon classes promiise to provide the
kind of variety of tactics and counter-
tactics, ploys and counterploys, that
make for great gaming

Yet while doing a real-time strategy
game in 3D sounds good in theory, the
interface sounds nightmarish. How do
you manage to keep track of your units
when the camera moves in six degrees
of freedom and can zoom from a large
overview all the way down to the
exhaust trails on the smallest fighter?

“1 can teach you to play in under

Homeworld's storyline will sound familiar to “Battlestar Galactica” fans — the Good Guys are trying
to find their way back home to their long-lost planet, which was taken over by the Taiidan.

ys Alex Garden, CEO
) Relic Enter
He describes how vou control

era almost entirely with the
mouse, with only occasional tap on
the keyboard. “In & game tl s 3D
as soon as you stop moving the camera,

it's a 2D screen,” says Garden. “There's
the ‘moving the camera’ part and
there's t playing the game’ part
though they're seemingly integr
really they're separate.” He says that
when you are moving the map to a new
point of view,
about. And when you are giving your
ships new orders, that's a separ
S0 even tho
wo mode:

that's all you worry

te pro
gh you switch
quickly

cess

19
f switching really is pretty “Once
we realized that, the rest of the game
was no problem,” he says.

So why hasn't one done this
kind of game befor | think it's a
combination of the fact that computers

really 1't up to the task u
last year or so,” says Garden
tre has been for real-time strategy

games to be 2D and for space combat
to be 3D shooters, and I don’t thi
anyone really thought about combining
the two,” he says, though he adds that
there was a similar idea at Bullfrog a
vear or so ago, but Electronic Arts
nixed the proje

thy are the game’s
sound effects. Relic has created a new
audio engine that stitches together unit
responses on the fly, rather than default-
ing to pre-set WAV files in a directory.
“We have about 7,000 or 8,000

speech fragments,” says Garden. The
sound engine takes the appropriate bits
and pieces — the class of the ship, the

% |
4
Scouts will venture ahead to check out new areas
With its demanding free-floating camera, Home-
world will probably be a very resource-hungry game.

Resource collectors are used in the game to |
mine the nebulae and asteroids. |

maneuver, and a confirmation, for
example — and creates unique sen-
tences for the unit responses. The
engine also does Doppler effects, 3D
sound, and mixes about two dozen
channels together. “We're pretty sure
it's the most advanced audio engine
ever developed for a game,” says
Garden. “It has a pretty high com-
pression ratio, about eight to one.”
And since the cinematics are han-
dled by the engine, the actual size of
the game in terms of megabytes
should be well below average.

Multi-player is important in
real-time strategy games of course,
and Homeworld plans to support up
to eight players per game, with
matches on Sierra’s Won.net free
gaming service. Besides the usual
free-for-alls, there will also be new
game variants such as set piece
matches, time-based missions, and
the option of turning harvesting on
or off, making for many different
styles of play.

Homeworld will be the debut
release for Relic Entertainment, a
company based in Vancouver,
Canada — for more about them,
check out our Generation Next fea-
ture starting on page 139. The title
has already whipped the gaming |
press into a foaming-at-the-mouth
frenzy after its impressive showing
at E3, and expectations are high for
its release this holiday season.

Between this and Half-Life, Sierra
should be in for a very merry holi-

day season indeed
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[Your first look at...

Buckle up your swash,
me hearties, and get
ready for some Errol
Flynn-type action in
Bethesda’s new action-
adventure. Set in the
Elder Scrolls universe,
this should be a goodie.

— Colin Williamson

Category: Action Adventure

Developer: Bethesda Softworks

Publisher: Bethesda Softworks, (800) 677-0700
www.bethsoft.com

Percentage Complete: 0%

- nanuisiel

The roleplaying games of the Elder Scrolls series
have been good to gamers and to Bethesda
Softworks, but the Maryland-based company is
leaving the RPG genre behind for this latest game
in the Elder Scrolls universe — a beautifully real-
ized action-adventure that's part Tomb Raider and

part Monkey Island.

Whal's 50 special?

Whether you're a fan of action-adventures games
like Prince of Persia or the more traditional adven-
tures like the Monkey Island games, this one may
be right up your alley. With 3D sword-swinging
action and plenty of adventure-game puzzling, this
one promises something for everyone.

find when's it coming out?

October 1998

sessessssnsnnnnn
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“Arrh” you ready for Bethesda's new pirate ac

While there’s no training mode per se, there’s the next best thing — just walk into a tavern
and pick a fight with one of the locals. Bar brawls won't cripple Cyrus in the long run, and

they're a great way to hone your skills. En garde!

fter Arena, Daggerfall,
and Battlespire,
Bethesda Softworks is
undertaking another
game in the Elder
Scrolls universe — but
this time, it’s not going
to be another fantasy
roleplaying game.
Instead, Bethesda is
going for a cross-genre title called
Redguard, which combines the charac-
ter interaction and extensive story line
of the Elder Scrolls games with red-hot
action sequences and traditional graphic
adventure portions.

The game's lead designer is Todd
Howard, whose list of credits include
Terminator: Future Shock and SkyNET
(not to mention the invention of the
“mouse-look” control scheme standard
in today’s first-person shooters). Howard
explains the rationale behind the game:
“What we're trying to do is create a
game that feels like a swashbuckling
movie in the Elder Scrolls universe, that

Cyrus goes head-to-head with a Boba
Fett-like bounty hunter, who's con-
stantly on his trail.

takes advantage of this world that we
think is really cool,” he says. “You never
got to reach out and touch the people in
Daggerfall and Arena; everybody was
sort of generic. In Redguard, detail is
everything. No two buildings are alike in
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Category: Action Adventure

Developer: Bethesda Softworks

Publisher: Bethesda Softworks, (800) 677-0700
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The roleplaying games of the Elder Scrolls series
have been good to gamers and to Bethesda
Softworks, but the Maryland-based company is
leaving the RPG genre behind for this latest game
in the Elder Scrolls universe — a beautifully real-
ized action-adventure that's part Tomb Raider and

part Monkey Island.

Whal's 50 special?

Whether you're a fan of action-adventures games
like Prince of Persia or the more traditional adven-
tures like the Monkey Island games, this one may
be right up your alley. With 3D sword-swinging
action and plenty of adventure-game puzzling, this
one promises something for everyone.

find when's it coming out?

October 1998
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and pick a fight with one of the locals. Bar brawls won't cripple Cyrus in the long run, and
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Bethesda Softworks is
undertaking another
game in the Elder
Scrolls universe — but
this time, it’s not going
to be another fantasy
roleplaying game.
Instead, Bethesda is
going for a cross-genre title called
Redguard, which combines the charac-
ter interaction and extensive story line
of the Elder Scrolls games with red-hot
action sequences and traditional graphic
adventure portions.

The game's lead designer is Todd
Howard, whose list of credits include
Terminator: Future Shock and SkyNET
(not to mention the invention of the
“mouse-look” control scheme standard
in today’s first-person shooters). Howard
explains the rationale behind the game:
“What we're trying to do is create a
game that feels like a swashbuckling
movie in the Elder Scrolls universe, that

Cyrus goes head-to-head with a Boba
Fett-like bounty hunter, who's con-
stantly on his trail.

takes advantage of this world that we
think is really cool,” he says. “You never
got to reach out and touch the people in
Daggerfall and Arena; everybody was
sort of generic. In Redguard, detail is
everything. No two buildings are alike in
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LUCASARTS ENTERTAINMENT COMPANY presents GRIM FANDANGO
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"...an adventure gamer's dream come true.”
~ Gamepower

Voted "Best Adventure” at E3.

— Unified Gamers Dnline

" Art-Deco epic that wil have
adventure gamers jumping for joy.”

— PC Gamer

"Anyone interested in the future of the
atlventure game genre should be excited.
We sure are.”

— Computer Gaming World
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s up on the latest scuttlebutt with
patriot, Basil. Most cutscenes will be
q a seamless

game's enging, provi
transition from the gameplay

our towns, and all of characters have
unigue names and stories.

Redguard is a prequel to Dagger-
fall, taking place 400 years before that
epic RPG. The character you control is
named Cyrus, and he's one of the last
Redguard me ries. As the game
begins, Cyrus sails into the Stros M'Kai
port to find out what happened to his
missing sister — then things start to get
out of hand.

“Cyrus doesn't really concern him-
self with his homeland,” says Howard.
“All he’s concerned about is his sister,
but he winds up getting wrapped up in
the politics of the island, which includes
a band of pirates and an evil empire try-
ing to conquer the world with exca
vated dwarven technology.”

Instead of designing an enormous
continent as in the first two Elder

ywashbuc

g 3

word-fighting
Il its four-color glory

SWASHBUCKLER

n this thrill-packed slash-fest that appeared
on the Apple Il, you play a swashbuckling

hero facing off against an endless wave of
fat men with clubs and short guys with pick-
axes. The combat system was loosely hased
on lencing, with an interesting defense sys-

tem. Even with its outdated four-color graphics

and gameplay, it's surprisingly still playable
after all these years.

Games of Olde

the Bett

i

Scrolls games
has opted to put an inc
amount of detail into the island of
Stros M'Kai.

“One thing we decided to do
was have one city [in the gamel,”
says Howard. “What if we put all
the effort we put into Daggerfall’
ten thousand cities — that got ran
dom and boring into one city? 1
think it's our biggest achievement.”

From what we've seen, he's
right — the enormous town
]I'll.lLl{lP.‘\‘ a4 massive hi'll'l'Jtll' area
where mammoth ships can sail in
and out, a market area, and a town
square with a more established
clientele. Other, secret locations will
become accessible as the game unfolds,
such as an underground pirate cove
and a smaller island infested by the liv-
ing dead. Time does pass during your
visit to Stros M'Kai, and lovely sunsets
transition into night. when the town's
windows light up

Landmarks are spread out across
the island — but some of them serve as
more than memorable sights that help
you get your bearings.

“The first time you run through the
level, you're like, ‘Oh, that stuff’s just
decoration,”” says Howard. “But when
you get to a certain point, you'll say
‘Hold on! That really meant something."”

Several inconspicuous buildings
may set you off on a series of side-
quests, although Howard says they're
not necessary to beat the game. Don’t
worry about getting lost — like all great

lin

g S

The late, lamented Epy Death

Sward, the first fighting game with Tatali

DEATH SWORD

_ hi ch-i action from the
m now-defunct Epyx. You would beat up fel-
low barbarians for the love of Princess
Paulina, being held captive by a weird green
guy. There was confusing control, but my button-
mashing would fre ly result in my opponent’s
decapitation, making this the first fighting game
with fatalitie: gra you're
looking at revolutionary 16-color imagery, baby!

that,” says Howard. ”
for a certain level of interest

RPGs, the 1e will p with a pirate
map. (Howard fondly remembers burn
ing hundreds of Arena hint-book pam-
phlets in the Bethesda basement to give
them a proper “aged” look, and says he
may unleash his pyrotechnic skills on
Redguard’s documentation as well.)

As you trek across the island

especially at night — you'll run into

unscrupulous characters who want your
head. To keep the bloodletting enjoy-
able, combat in Redguard is designed to
be easy to pick up and play (the develop-
ment team frequently held tournaments
on a Playstation game, Soul Blade, to do
some "research” into melee-style com
bat). Overloading the player with a
whole slew of fighting moves was some-
thing the team wanted to avold.

“Even though I'm a big Virtua
Fighter fan, | didn’t want to make it like
That would ask
along

wizard Jallar has ruled the
fist of tyranny,” and only you can save the
Sultan’s be

Ahrrr, so now it's two against one! Thanks
an arcade-style swordplay mode, you c:
multiple opponents packing.

Redguard’s designers have had a lot
of influence from several classic
games of yesteryear. Let's check out
some of the best swordplay-related
games from days of old....

L %

Prince of F
|||K."|f||.' fjame, v

PRINCI

fter the brillianmt Karateka, ace designer
Jordan Mechner set about creating the

ture. The evil
and "with

L ultimate Arabian ad

combat, and four-color “hi-res” graphics

a classic!
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with we g to learn combos. | ¢
think this game is suited for that
of control.”
loward’s goal was to give the
a real sense of developing and
sring sword-fighting skills without
making control too complex. So Red-
guard’s control layout consists of a key
for attack and another for defense, both
of which can be combined with direc-
tional commands to create different
slashes and corresponding parries

And it wouldn’t be a true pirate
adventure without ropes to swing on
Cyrus can grab any rope and swing to
build up momentum, going higher and
higher until he can leap onto a ledge or
launch himself through the air to
another rope. Howard says Redguard
includes something he calls the
Dragon’s Lair room — after the classic
Laserdisc coin-op machine — where
you swing from rope to rope over a

Stumbling upon som cient ruins, Cyrus is
impressed at the native 3Dix colored lighting

| effects, Making heads or tails of this ancient technol-
ogy will keep you in the lead

Cyrus reali

[T P GAMER October 1938

much good here, so our best advice is that you run

| of bubbling
ava
Still, only
twenty percent of
Redguard will be
combat; the real beef
of the game is the
adventure portion.
Several key tasks
include starting up
some mysterious
gnome machinery
(including the Grand
Observatory, an
awe-inspiring room
that could easily pass
as a 3Dfx technology
demo), grilling a cast
of more than 30
characters voiced by
professional actors,
and just being a
sneaky person in
general — you can
talk to people, watch
where they go, and
follow them. Certain
events may trigger cut-scenes, most of
which will be handled by the game's
engine. For longer storytelling events,
Howard's team is opting to use FMV
sequences that use the same 3D models
used in gameplay, for continuity’s sake.
If you want to pick up an object
or pull a switch, you won't have to
stand directly in front of it; you just go
into its vicinity, and a message at the
bottom of screen will tell you what you
can do. Examining your inventory is
an integral part of gameplay — when
you choose an object, you can zoom in
and rotate a high-detail 3D version of
it, and letters and scrolls are easily

that activating angry stone golems tends to b

- fast.

this dwarven observatory becomes an awe-
k it should be a 3Dfx screen saver..

readable on the 3D pages.

In terms of visuals, Bethesda’s
Xngine has come a long, long way since
Future Shock — this latest implementa-
tion is fully Windows 95-compliant and
optimized for 3Dfx. It looks great — and
Redguard also features something that
Quake and Unreal couldn’t pull off — a
sprawling outdoor environment. The
Redguard overworld is a continuous
mass of land, and Bethesda says it can
be traversed from top to bottom with-
out a second of load time.

Howard's team has also gone
above and beyond the call of duty creat-
ing custom texture maps.

“We use a lot of 256x256 textures,
which makes a lot of developers
cringe,” says Howard, "but if you're
running out of texture memory, it'll
scale the larger ones down — so they'll
load as 128x128, or 64x64. and you'll get
a speed increase.”

And gamers without a 3Dfx-based
accelerator won't have to sacrifice per-
formance, Howard says, since the soft-
ware-only game automatically scales
down the polygon-count from the 3Dfx
version. Howard’s personal system is a
stock Pentium 200 with a Diamond
Monster 3D, and he says the game runs
smoothly on it. A Voodoo2-based accel-
erator will increase the frame rate and
makes the textures look a smidgen bet-
ter. And while most of the effects are
supported in software, eye candy such
as colored lighting, transparencies, and
the like will look brilliant on a 3Dfx card.

But will Redguard s mix of white-
knuckle action and engrossing adven-
ture manage to satisfy fans of both gen-
res? Howard thinks so: “I'm a big fan of
games like Archon and Star Control II,
games that didn’t concern themselves
what genre they were in,” he says.
“They said ‘let’s do whatever works.” So
we have swordfighting along with dia-
logue and characters and graphic
adventure elements. | don’t see why we
can’t have all those things in one game.”

BCG
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3D SUPPORT INCLUDING
ATMOSPHERIC EFFECTS

POP-UP OPERATORS
HANDBOOK

FLY SIX OF THE WORLD'S
MOST POPULAR AIRCRAFT

U.5., WESTERN EUROPE
AND CANADA SCENERY

38 MILLION ACTUAL
ELEVATION POINTS

OVER 3,500 AIRPORTS/

35 METROPOLITAN AREAS

o}

MNAV AIDS INCLUDING:
ILS, NDB'S AND VOR'S

GLOBAL POSITIONING
SYSTEM

AUDIO AIR TRAFFIC
CONTROL

ENHANCED FLIGHT
PLANNING WIZARD

BEGINNER ASSISTANCE

30 FLIGHT MANEUVER
VIDEOS
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()"hor was once in the reach of the few is now in the grasp of the many. The dream
of flight has never been closer, more realistic or breathtaking. Pro Pilot ‘99 brings you
the only flight sim that recreates pilot procedures, general aviation guidelines, and
high-tech communication. Here you'll find every component of general aviation in one
package. Whether you're a beginner, student pilot, flight enthusiast or

pilot, you'll soon realize that once you toke off, you may never land %

a0 to www.pcgamer.comirequest Product #114

www.propilot?9.com
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iYour first look at...

[respasser

Kick some dinosaur butt in Dreamworks’ Lost World actioner!

EEEREE R RN R NN N N B O I O B O O

Sure, killing dinosaurs
is something we’re all
itching to do. But this
could also very well be
the biggest single

advancement in 3D first-

person gaming since
Doom gave way to Quake.
— Joel Durham

Them Raptors is hungry, and there ain't nothing they like more than the tangy taste of fresh
Category: First-person/adventure human flesh! You can fight them off, providing you can find the right kind of weapons
Developer: DreamWorks Interactive

Publisher: DreamWorks Interactive

utside of military sim-

www.dreamworksgames.com
Percentage Complete: B0%

but before you
start wondering whether it's based on the Quake N
1e or the Unreal engine, think again, Painstak
ly crafted from the ground up, the game’s advance-

ments just may drop the jaws of gamers everywhere
and have developers scrambling to catch up

,ﬁ’!

The physics model is on its way toward being
closer to reality than anyone’s seen in a computer
game outside of a flight sim. That should come as
no surprise, though, considering that Trespasser’s
helmed by Seamus Blackley, the former Looking
Glass wizard who brought us Flight Unlimited I,

find wh
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ulations and some
sports games, the
word “realism” is
rarely associated
with computer
games. Titles in
which, rather than
strapping into a car
or a jet fighter,
you're actually controlling what's sup-
posed to be a person, take the most gra-
tuitous poetic license. Look at Quake:
your persona is able to maintain a con-
stant 40 mph run; he's capable of a four-
foot vertical leap; the objects around him
are either breakable or totally invulnera-
ble to even the most powerful weapons;
and the terrain in his world is broken
into three categories: floor, liquid he can
swim in, and liquid that hurts. Even as
the graphics within the genre advance
by leaps and bounds, the realism hasn't
increased a bit since Wolfenstein 3D.

But that's about to change.
Trespasser will not be another Quake
clone. Project Leader Seamus Blackley
— the guy who brought forth the

i
A shotgun will make short work of a
Raptor, but you gotta shoot quick

acclaimed Flight Unlimited games —
and his team have taken a new
approach to designing a [irst-person
game. As Blackley put it, “We really
wanted to be innovative with gameplay
rather than simply competing feature-
for-feature with all the other 3D shoot-
ers,” he says. “It’s about fun, not how
many colored lights you can have.”

The game is set on the island known
as Site B, where most of the Jurassic Park
maovie sequel, The Lost World, takes place.




You take the role of Anne, a woman
trapped on the island, and you must make
your way to safety with only your wits to
help you. You're not supposed to be there
— but then again, neither are the five-ton
dinosaurs. Hence the name: Trespasser.

Graphically, everything we've seen
of Trespasser has been amazing, but visu-
als haven't been the primary focus for the
crew. What sets this impending block-
buster apart from the horde of 3D shoot-
ers on the shelves or in development is
the world it's set in: it’s totally dynamic
and ever-changing, thanks in part to an
amazingly sophisticated physics engine.

“Austin Grossman (the lead
designer) and I have been thinking of
doing a game like this for quite some
time,” Blackley says. “We're both in love
with the concept of active worlds, places
to explore both geographically and
dynamically. Obviously, there are a lot of
ways to do this, and physics is only one,
but | knew | could write the physics
engine, and we both had wads of ideas
about using a physical model to set up
new kinds of gameplay.”

For example, in order to solve puz-
zles in this game, you can't think in the
usual terms of “find the key” or “look for
the secret panel.” Since every object in
Trespasser will have real physical
attributes — weight, breaking point, cen-
ter of gravity, and so on — and achieving
your goals depends on ingenuity, not on
key-hunting. If you want to get into a
building that’s locked, maybe you can
find a rock or a log big enough to beat
down the door. Or maybe you can stack
up a few barrels and climb on top of them
to reach the roof of the building, where
you can look for another way in.

You interface with all those objects
with Anne’s arm and hand, which bends
realistically and allows you to manipulate
objects with & higher degree of realism
than a simple “use” button.

“The main thing about Trespasser,”
says Blackley, “is that there are
infinitely many ways to play through it.
You can kill a raptor with a shotgun, or
with a table leg, or with the whole table,
or by dropping or throwing rocks, or
by luring it over a drop, or by getting a
T-Rex interested in it, or, or, or.... In
fact, we expect almost everyone who
plays it to come up with at least a few
things we never thought of trying. And
that means amazing replayability. It also
means that you should fear and respect
our test department.”

Not that you're likely to meet them
online. Trespasser is being designed as

hy n the gam
Ity by hand

The proprietary 3D eng
of Site B, the mysterio

The dino attac
some incredibly hi

a single-player game. Isn’t that a risk,
considering the vast popularity of
multi-player first-person games? Not
according to Blackley.

“] think a lot of that is because a lot
of 3D shooters are bad single-player
games,” he says, "and even really poor
games can be tremendously fun for multi-
player. Multi-player masturbation, for
instance, is really fun — we call it sex.

“Fundamentally, we believed in
making Trespasser a superb single-player
game,” Blackley says. “Perhaps you will
miss the multi-player element, but not

You limb atop buildings to gain a
better view of the surrounding area

eloped by Dreamworks for Trespasser allows for some stunning views
ond island used by InGen to de

op its revolutionary dinosaurs.

This Triceratops may not be fast as a Raptor,
but can you imagine putting one of these s
ers down with one shot? No, we didn't think so,

because you're bored; rather because it
will become immediately clear to you that
there are a lot of sick and clever ways you
could set up and kill your friends in such
a consistent environment. However, if we
do eventually go multi-player, you'll have
to wait until at least a few months after
the release of the single-player game.”

If all goes according to Blackley's
plan, Trespasser will run on even the
most conservative machines — within
reason, anyway.

“We wanted a game that would look
amazing and also be possible to play on
real people’s machines,” says Blackley.

“We've seen great frame rates on
the 166MHz systems without sacrificing
hardly any of the look of the game
(although you'll play at lower resolu-
tions).... We took five machines, a P5
166, 32MB, no accelerator at the low
end, and an AGP2X P6 400MHz with a
million megs and 400 Voodoo2's at the
high end. Then we tweaked out all the
literally hundreds of detail settings we
have, until the game is worth your
money on every one — that’s the bot-
tom line.” Sounds good to us!

BCG
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Your first look at...

- Heroes of Mignr and

How do you improve the
most enjoyable turn-
based game in history?
If anyone can do it, it’s
these guys, who know
how to satisfy both
strategy newcomers and
die-hard gamers.

—Chris Charla
|

'

Category: Turn-based strategy

Developer: New World Computing

Publisher: The 300 Company, (800) 325-8898
www.300.com

Percentage Complete: 70%

In @ nutshell:

HOMM Il is the sequel to the most popular turn-
based strategy game in history. It's set in New
World's venerable Might and Magic fantasy world,
specifically on a rougher continent than we've
seen before, Erathia, whose dark forces you must
conquer after the death of Queen Catherine’s dad

HOMM Il was one of the few games that truly
embodied the old cliche, “minutes to leam, a life-
time to master,” and the sequel looks set to con-
tinue that tradition. The play is easy to get into, th
graphics are lush, and the characters will be fan
iar to anyone who has ever read a fantasy book

find when's it coming out?

“Before the Holidays"

[N PCGAMER October 1938

Towns will be divided

to economic and military stru

Castle serving as the

military HQ, determining town defenses and which creature generators you can build, and a
Town Hall, which allows you to erect buildings and determines your income

avid Mullich, the
Director of Heroes
of Might and Magic
III: The Restoration
of Erathia, isn't sur-
prised that Might
and Magic is the
most popular turn-
based series ever.
“It's easy to get
into, and easy to get out of,” he says. “By
‘easy to get into’ I mean it’s easy to learn
— you don’t have to be a die-hard gamer
to understand how to play it — although
it is deep enough to satisfy die-hard
gamers. By ‘easy to get out of [ mean
you have the option of sitting down and
playing the game during lunchtime. Since
Heroes is comprised of scenarios of vary-
ing length. it's the perfect game to play
when you only have an hour available,”
Some HOMM basics: players control
a cast of fantastical heroes and roam the
land, taking over and fortifying various
towns (each of which produces different
types of troops), searching for magical
artifacts and engaging enemies in hex-

based combat. It sounds simple, and on
the surface it is, but the depth of the
underlying game balancing is fantastic,
and every element has been consciously
designed to get players immersed in a
fantasy world, instead of having them
concentrate on what's happening in a
complicated PC game. Explains Mullich:
“In combat, for example. most of the
monsters are based upon familiar fantasy-
mythology, so most players have a good
sense going into the game of what their
units are capable of.” he says. “And we've
deliberately made the combat area non-
scrollable, so that players can effortlessly
assess the battle situation. As far as the
combat mechanics go, much of the game-
play has the familiarity of Chess — except
that players have the fun of watching a
Dragon turn an Orc into a crispy critter.”
Heroes IT was so well designed, in
fact, that even the design team initially
had trouble coming up with new ideas
for the sequel. “We examined many
ways of expanding the Heroes universe,
only to discover that there was no way
to improve upon the way certain things




Magic I

were done originally,” says Mullich
“Nevertheless,” he continues, “we did
find ways of increasing the depth and
variety of the gameplay without break-
ing Heroes' fundamental rules.”

The biggest addition will be new
subterranean areas, which feature new
creatures to fight, new artifacts to dis-
cover (there are now 128 in all), new envi-
ronments like tunnels and caverns to
explore, and, most excitingly, a new dun-
geon city. HOMM I will feature a total of
eight cities, five of which (Castle, Ram-
part, Tower, Necropolis, and Stronghold)
are similar to towns in Heroes IT (Knight
town, Sorceress town, Wizard town,
Necromancer town, and Barbarian town,
respectively), and three new city types. In
addition to Dungeon, there will also be
Inferno, a fire and brimstone environ
ment filled with demons and devils and
Fortress, which Mullich describes as “a
swampland filled with all manner of rep-
tilian beasts.” Each town will also feature
more buildings and unique structures,
including escape tunnels, HabiTrail-type
structures (building these requires a spe-
cial artifact), and creature generators.

Each town type can spawn seven
upgradable types of creatures, for a total
of 118 unique creatures when you count
the two gollumns and four elemental
creatures which can be recruited. Many
of those 118 creatures will be new —a
lot of HOMM II characters, like peasants
and ghosts, have been discarded in favor
of new creatures, some of which sound
very exciting. Although there will be sev-
eral types of dragons, the most powerful
creature in the game is likely to be the
Archangel. According to Mullich, other
interesting new creatures include
Pegasus (mounted by a sword-wielding
elf), Gremlins (a wizard wanna-be with a
ball and chain) Imps, Efreets (from the
Fire Plane), Troglodytes (found, of
course, underground), Gorgons, and
Behemouths (made of living rock).

HOMM Il will also feature 16

The maps will be even more diverse and
beautiful than in previous HOMM games.

heroes, one “Might”
and one “Magic”
type for each city
Castle features the
Knight and Cleric,
Rampart the
Ranger and Druid,
Tower the
Alchemist and
Wizard, Dungeon
the Overlord and
Warlock, Inferno
the Heretic and
Daemonick,
Necropolis the
Death King and
Necromancer,

Barbarian and
Battle Mage, and
Fortress the Beastmaster and Witch.

But why so many changes to
the creature town and heroes list?
Well, in an attempt to provide some-
thing different to gamers, New
Waorld has set this game on an
entirely new (and, as it happens,
rougher, darker, and more danger-
ous) continent. “In the campaign
game,” says Mullich, “our protago-
nist is Queen Catherine, wife of King
Roland from the Might and Magic
series. She sails to Erathia to attend
her father’s funeral, only to discover
that evil forces have conspired to use
her father’'s death as a vehicle for
overtaking Erathia. Players lead
armies in the struggle to restore
Erathia to its former glory.”

When battle inevitably comes,
players will notice that New World
has again upped the number of
hexes on which to wage it (now 15x11
versus the old 11x9). This enables play-
ers to bring bigger armies (consisting of
seven creature stacks, versus five for
HOMM IN into battle. It also allows new
obstacles, including magic-created ones,
on the battlefield. There are also new
combat options, including the ability to
have weak units stand and defend,
instead of attacking. A new siege
machine, the Balista, will join the
Catapult, as will first-aid tents and an
ammo cart, which gives unlimited shots
to shooting creatures, The number of
spells has also been upped to 60, fifteen
for each of the four elemental schools.

On the technology side, New World
has re-done the graphics in pre-rendered
3D, the screen resolution has been upped
to 800 by 600 (making fitting in those
extra combat hexes easier), and every-
thing is now in 16-bit color. Additionally,
the art for the towns is all new, and the

. The battle maps should be famil
Stronghold the games, but even if you haven't, c
imagine Chess with fantasy creatures, and you've got the id

'-th
"

to anyone who has played the previous
5y 1o gel into

The game is now 800x600, which enables you to see
more. The higher resolution also enabled New World to
tweak the already solid int

combat animations have been redone to
take maximum advantage of the new res-
olution and color depth. Up to eight peo-
ple can play at once in multi-player
mode, and a new alliance feature system
enables allies to trade material, but pre-
vents them from attacking each other.

Although some might have
expected HOMM III to add a real-time
maode as everyone else is doing these
days, Mullich is content to stay with
turn-based play. “Heroes is the most
popular turn-based strategy game of all
time,” he says. “Making it real-time
would turn it into a different game, and
quite possibly a lesser one.” Has the
tidal wave of real-time games affected
the HOMM [II team at all? "Not really.”
Mulluch says. “Heroes is such a success
unto itself: there’s very little reason to
look to other games or game genres to
help define its evolution.”

BCG
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OVER 5 YEARS IN THE MAKING...

Over 30 minutes of cinematics fluidly merge with gameplay in a thrilling storyline full of bizarre characlers with a great sense of humor

Dedicated sound effects and an original score make Heart of Darkness an unforgetfable 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
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Unrepetitive! Every level looks different, requiring a new skill ar strategy 1o find Whisky 2000 frames of ammation arg used
just for Andy, so he moves smoothly whether he's climbing, sneaking ocross a bridge or swimming thiough murky walers

. A
COMING THIS AUGUST .
-

"The most stunning action game...

incredible graphics."

z

]
Computer Gaming World

-

For more information call ’ '

Also available 200. - ;

for Sony Playstation 1-800-INTERPLAY p Q‘
or visit

Creatod By www.interplay.com

¥
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www heartoldarkness. cam BY GAMERS. FOR GAMERS.™

Go to www.pcgamer.com/request Product #351
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Your first look at...

Yeah, it’s been four years,
but two hot movie
licenses, killer graphics, a
stunning 3D engine, and
myriad opportunities for
multi-player should add
up to major-league fun
for action fans.

— Stephen Poole

Category: First-person shooter
Developer: Rebellion Development
Publisher: Fox Interactive, (310) 369-5369

www.foxinteractive.com
Percentage Complete: 80%

Aliens Vs. Predator pits you against two of the most
frightening and lethal creatures ever created for
the movies — and it also lets you give your dark
side free rein by letting you play as the Alien or the

Predator. And although it’'s been in development for
around four years, our recent look at the game
proves that it should be worth the wait

What's 50 special?

Aliens Vs. Predator promises everything an action
fan could desire: incredibly detailed 3D characters,
three unique and non-linear single-player modes,
and the ability to mix and match Marines, Aliens,
and Predators for multi-player match-ups unlike
anything else out there,

find when's if coming out?

Early 1999
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dliens VS. Predafor

| It's been a long time comin
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ut it looks to he worth the wait
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Look at that Predator burn! Translucent flames are part of the many graphical touches that
bring the game world to vivid life in Aliens Vs. Predator.

ust like millions of other
movie-goers in the sum-

know what to expect as |
settled into my seat to
watch Alien. 1'd heard
good things about it, but
I'd been burned by mis
leading movie reviews
many times before, and
as the movie began, |
couldn’t help but wonder if I'd be curs-
ing the flick as a waste of time and
money as [ left the theater.

A little less than two hours later, |
walked into the humid night with the
image of one of the most horrific crea-
tures ever seen in a film indelibly etched
into my brain. Alien had delivered the
goods, all right, and in the process
Ridley Scott and artist H.R. Giger — the
man who designed the face-huggers,
chest-burster, and the Alien itself — cre-
ated a look and feel that’s still influenc-
ing filmmakers even today. As much as |
liked Alien, though, there was still one
thing that bothered me: the crew of the
Nostromo wasn’t able to put up much of
a fight. Yes, they did the best they could,
but what I really wanted to see was how
the Alien would fare against humans
who were armed to the teeth and ready
for a fight

Of course, my wish came true in
1986 with the release of Aliens, a film
that combines the very best elements of
horror, science-fiction, and war movies,
It's a roller-coaster ride that goes full-

mer of 1979, 1 really didn’t

&
You can team up with friends in cooper-
ative mode and play as either a Marine,
an Alien, or a Predator. | know | wouldn't mind
a little backup if | got this close to a Predator...

bore from start to finish, with memo-
rable characters, unforgettable dialogue,
and gut-churning combat action — and
over the years, it's developed legions of
die-hard fans.

You'd be hard-pressed to find
another movie that’s as well-suited for
conversion into a PC game as the Alien
films (except for that third flick), but with
the exception of Aliens Online (see side-
bar), the few attempts that have been
made have been unsatisfying, to say the
least. That's set to change this winter,
though, with the long-awaited release of
Aliens Vs. Predator from Fox Interactive,
a game that not only lets you play as a
Colonial Marine or an Alien but also has
the added oomph of the Predator, a
Giger-esque creature that garmmered its
own set of fans thanks to two hit movies.




y o
. It's been nearly four years since the PC version
of Aliens Vs. Predator was originally conceived,
but if the graphical detail in this screen shot is any indi-
cation, the time in development has been spent wisely

. The proprietary 3D engine created lor Aliens Vs. Predator uses a particle system to render
flame, blood, and smoke. Tag an Alien with a few rounds from a pulse rifle, and you'll see the
creature’s acid blood hit the wall

~ and you, il you're not careful

The Aliens Vs. Predator PC game was first
announced back in 1994, around the time
the Atari Jaguar videogame system was
set to ship with its own version of Aliens
Vs. Predator as its flagship title. But we all
know what happened to the Jaguar, and
it didn't take long before gamers forgot
there was even supposed to be a PC ver-
sion of the game.

But according to David Stalker,
the producer for Aliens Vs. Predator, the
plans for the game

smart gun (a machine gun that’s self-tar-
geting and fires 50 rounds per second; it's
the big gun Vasquez and Drake carry
in Aliens), rocket launcher, plasma gun,
and a grenade launcher.

That's a lot of power, but these
are some pretty special enemies you face.
It’s one thing to unload 10 or 15 rounds
from your pulse rifle into an alien, and
quite another to do it without being
splashed by the critter’s acid-blood.

“The acid from

never really died.
“It's been a
desire to create an
entirely new Aliens
Vs. Predator game
ever since the Jaguar
game debuted.” says
Stalker. “Porting the
Jaguar game to the
PC was never part of

“Jumping, leaping,
biting, climbing, while
other people are stuck

to the ground —

stricken Aliens is
deadly and will scar
and damage the envi-
ronment as well as
yourself,” says
Stalker, “and when
yvou shoot Predators,
they leave gobs of
luminous, fluorescent
blood on the floor

the plan — we [Pe s and walls — and you
wanted an all-new it’s mcredlbly can see bullet holes in
game based on the ..o » their bodies that are
combination of the enteftammg- luminous, too.”

Aliens and Predator
universes. However,
the development team
— Rebellion
Developments, which
is based in the UK.

is the same one that developed the
immensely popular Jaguar game.”

The back story for Aliens Vs.
Predator takes its cue from the basic
premise of the Aliens movies. While
researching new life-forms to see how
they can best be exploited, scientists allow
an Alien to escape inside Pandora Base —
and to make matters worse, a Predator’s
also been released thanks to a fouled-up
security system. When you play as a
Marine, your mission is to locate data
tapes that will allow you to destroy the
base in order to prevent the aliens from
escaping and wreaking havoc on other
worlds, At your disposal are all your
favorite weapons: pulse rifle, shotgun,

DAVID STALKER,
GAME PRODUCER

As an Alien,
you don’t have
weapons in the con-
ventional sense —
but you do have the
ability to spit acid,
use your claws and tail, climb on any
surface (including ceilings), and move at
lightning speed. Predators are able to
cloak (by blending into the environ-
ment) and become essentially invisible;
they can cycle through different visual
frequencies to easily spot enemies in
low-visibility situations; and they're
armed with throwing disks, wrist-
blades, a rifle, a pistol, and a shoulder-
mounted plasmacaster (no, that’s not
the late Wendy O. Williams" guitar)

What it all adds up to is three
games in one, each with its own unique
set of challenges and appeal — which
also makes for an almost limitless variety
of multi-player modes. Aliens Vs,

.

Aliens can walk on walls and the ceilings, but
because your motion tracker only displays two
dimensions, you'll have to keep your eyes peeled to

find out just where they're really lurking.

e

Just as in the Alien movies, the dark
environments in Aliens Vs. Predator cre-
ate a palpable sensation of terror and tension

Predator uses DirectPlay, which means all
the usual multi-player modes — serial
link, mode-to-modem, LAN, and Internet
play — will be supported, but Stalker
says that no decision has been made as
to whether the game will be supported
on a gaming network such as Mplayer or
TEN or on dedicated servers.

In addition to special multi-player
maps, players can also team up in co-op
mode and take on the single-player lev-
els together. But most gamers will want
to go head-to-head — a team of Aliens
versus a team of Marines, for instance
— and while it may not be something
most gamers will want to do, you can
even mix and match species on the
same side

“1t's absolutely possible to set things
up however you want to,” Stalker says
*Alpha Team could consist of any mix of
Aliens, Marines, and Predators, and so
could Bravo Team — but the difficulty
with that is that it becomes impossible to
tell who's on your team and who isn't: is
that my Alien or their Alien? But we've
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got some really good ideas about how to

THE ROCKY ROAD FrOM [ R
SILVER SCREEN 70 THE PC [

“The major ongoing challenge in
working on Aliens Vs, Predator has been
Given the popularity of the Alien movies, you'd think someone would have to come up with not only a great first-
already created a first-rate PC game based on the license. But there have been only a person 3D game,” ht_- says, “but alst ) One
handful of titles based on either the Alien or Predator movies, and of those only one in which the three different styles of play

even comes remotely close to recreating the dr.v 1-qa.l.'llI\_.Inulw.u'\'.{i “”.(.!,“.“II.‘“.'Vil.iq _-d”d
> : ; make vou feel like you really are an Alien,
intense action and spine-tingling suspense that a Marine, or a Predator.”
— maide those flicks so popular Naturally, there’s always the ques-
- r Surprisingly, the first appearances of Aliens tion of just how many gamers will choose
. ! on the PC didn’t come from a big company, but to play as an Alien or Predator — the
- rather from Doom fans who created conversions allure of taking on the role of your
hased on their favorite science-fiction movie. favorite Marine from Aliens is always
- Alien Doom, Aliens Doom, and Aliens Total RV =Dt Selker Sp that ghee

gamers try out the various perspectives,
theyll find them fun, too.

“Playing as the Alien is tons o’ fun
because it's a totally different experience
first-person shooters you can find most of these in this type of game,” Stalker says
conversions at the Mr. Doom Wad Page “Jumping, leaping, biting, climbing, while
(http//mrdoom.erie.net/mrdoom/dehacked. other people are stuck to the ground —
html). There have also been Alien conversions it’s incredibly entertaining. You know the

v v
teri TP ite in Alien 3?7 That's
ghted ma for Duke Nukem 30 and Quake, but because AUELPORI QF VAT (0t A1 01 Sk &
.3 +'a nandful of

Conversion were the most popular, and there's
no doubt they helped add to Doom’s long shell-
life. i you're still playing the granddaddy of all

2 ohted ial what you do in this game. And turning
""'T' CIMURIEINS used SOPYDGEEE S invisible and picking off your victims
without permission, they've pretty much been

; from their heat signals as a Predator is
pulled off the ‘net, with only a few screen magic fun. But deep down, | always fan-

shots remaining online. cied myself as Hicks, so it feels good to
The first true Alien game to arrive for have a pulse rifle in hand.”
the PC was the intriguing Aliens: A Comic '!'wpp_in_q all this _nlf are 50."119 UI_" the
Book Adventure, published by Mindscape and developed '&:::I iﬂ;’gﬁ];’lﬂemﬁ‘j;"{; :::;JSI?:::-: "; The
by Cryo. Alien fans around the world eagerly awaited this game because it drew heav- scme?‘l s'!mL-;'{)are.,- z:ph:tuf"e reallvis
ily on the art and characters from Dark Horse Comics’ Aliens series, but gamers looking worth a thousand words. And the propri-
for action were sorely disappointed to find out that the game was simply a graphic adven- etary 3D engine that Rebellion created for
ture — and a pretty bad one, at that, thanks to wretched voice acting, rotten dialogue, and the game seems very powerful
frustrating, ill-conceived puzzles. Stalker says that the “the particle
Next up was Acclaim’s Alien Trilogy, a PC port of a PlayStation title. The game's and decal system can support up to 5,000
extremely pixelicious graphics alone were enough to dissuade most PC game fans from individually _’” W”'_""’-“_ ”I‘_‘“:’T-“"’ "'l any
buying it, and the unlucky ones who did take the plunge discovered a primitive game ':;:"tm?": _“ ::mi_:htl' ,m-:wil:‘}.qi s E“I“;E’:'c
engine that didn’t allow for the sort of stuff everyone had to come expect in a first-person :«-ian! r:: ‘:‘d;uf:;r:‘?\::?( SHEREE M e
shooter; the lack of in-game saves and the ability to jump and crouch, plus “death- All surfaces can be damaged by bul-
malches” that consisted of competing to see who could shoot the most company synthet-

lets, acid, and flames; full-motion video
ics, were just a few of the game’s shortcomings. If ever a hit movie license was wasted, it can be streamed on-screen during play to
was in Alien Trilogy.

communicate vital info to the player; a

But Alien fans were soon able to wash the sour collision model that responds to each
taste of Alien Trilogy from their mouths, thanks to polygon that Im“]f”ﬁ 2 L ‘”‘3 c_halractez
Kesmai's multi-player games network, GameStorm. f;‘:}'tﬁ;:'::gz”ﬁlrg;E“::izd\
Around November of 1997, GameStorm began an ‘ . such as dynamic water that
online beta test (which is still in progress as we go . ripples as you move through
to press) of Aliens Online, a first-person shooter | it: and lights are not only
and strategy game that has the distinction of giving rendered in real time, but
PC players their first opportunity to play as either 1 also flicker and strobe (and
a Colonial Marine or an Alien. y . can be shot out).

The graphics in Aliens Online aren't exactly enit1v\:};raii::}lgls‘:;:;:e;i;r:he
state-of-the-art, and even after months of beta test- . qai’ﬁé shosla 'er on a P166
ing, the game still isn't “live,” but what it lacks and higher, but he recom-
visual appeal it more than makes up for with solid b On, . mends as fast a machine as
gameplay that puts a premium on teamwork and possible (naturally) with a 3Dfx
tactics — and the ability to do a little shredding Voodoo2-based accelerator
as an Alien or face-hugger. You have the option Mgy bu n And if you don't have such a
to play alone, but you aren’t able to win : oF gamepg . f'g'_’“em; _“h" '-"g”?”"‘a“‘_’rl‘ ‘1’[ {flﬂ_‘ﬂ_ﬂ'
fireteam commendations (as a Marine), and the r-o ’:f 4 n: . :n:;?dp\:tltl‘ shitmi-:(;rm\;oﬁeg -
chances l:r[ death skyrocket Iasl:onnlnlcall\r if 2 first-person games of the year
you head into battle solo. Aliens fans have might be enough to convince you
nothing to lose by checking out Aliens Online

it's time for an upgrade. After all,
at least until Aliens Vs. Predator hits shelves, that is. how often do you get the chiance to

leap from a ceiling and bite into
someone’s skull?
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The destiny ¥
an entire planet is in
the palm of your vh,

feelers.

27 species in total, feeler-tingling 3D. Single and multiplayer
games— but whichever you choose, you're always an alien.

And humans are just something else for your trophy case:
Dominant Species. Who rules your world?
INTERNET GAMING 5. www.redstorm.com

Go to www.pcgamer.com/request Product #685
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E WENT 92 YARDS, BROKE TWO
TACKLES, JUKED ONE CORNER AND BLEW
THE NUMBERS OFF THE FREE SAFETY.
C’'MON, LET THE GUY DANCE.

Football doesn't get any more real
than NFL GameDay ‘99. This year,
we've given NFL GameDay 99 a
stadium full of new features, like
all-new graphics and gameplay,
brilliant sportscasting by Dick
Enberg and Phil Simms, and
Authentic Football Intelligence, a
new innovation which has players
thinking and reacting just like they
doin the pros. NFL GameDay '99
by 989 Sports. Take a few snaps and
you'll see why it's the best-selling

football game around.
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Go to www.pcgamer.com/request Product #735
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Only quick reactions and sheer fiyling
skill wil see you through the finish line.
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Anyone can fly a plane in the

open skies. But only a razor-
sharp, thrill-hungry speed freak can
wing it at low altitude through a
gauntlet of canyons, cliffs and city
streets without becoming ground
meat. Crosswinds, down drafts and
a posse of other insane pilots
shooting power-downs up your
fuselage mean this is a race to the
finish! So come hungry. Come low.
come fast...

Or don’t come at all.

EXTREME AERIAL IRACING -
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Plane Crazy A.l. means the botter Up to 8 pllots can race over Buy equipment and tune your Sonic cannon accesses short culs
you get, the better they get. LAN or HEAT.NET. plane's performance. and craates obstacies.

‘ www.segasoft.com/planecrazy 'I
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Six new games are after your PC golfing dollar

golfer — a half-dozen new

golfing games from five differ-
ent companies are scheduled to
hit store shelves over the next
few months, aimed at a wide
audience. Whether your tastes
run to simple, arcade-style play or
you're looking for a full-fledged
simulation, there’s a title coming
out with your name on it.

I t's a great time to be a PC

Peter Jacobsen's

Golden Tee Golf

If you've been to an arcade or
even a neighborhood bar within

Desert Sands...the na

the past couple of years, chances
are you've seen a Golden Tee
Golf machine. And now, thanks to
Incredible Technologies, you no
longer have to rub shoulders with
snot-nosed kids and cranky alco-
holics to enjoy this popular game.
Golden Tee's trackball swing
system has been converted to use
the PC mouse to good effect. Using
three positions on your mouse pad,
any shot from a slight draw to a
huge slice can be performed eas-
ity. The graphics are very colorful
and include effects such as fog,
reflections, and shadowing. The

ays it all. Try not to get too clo

three courses offer a good range
of playing environments (traditional
country club, seaside links, and a
desert course), and many more are
promised for the future,

This being an arcade game,
it's vary easy to get into, and the
PC version adds five skill settings
to up the challenge if you're hav-
ing too easy a time. Wa've been
playing a near-finished version in
the PC Gamer office, and, fora
game with arcade roots, Golden
Tee impressively boasts ball flight
and roll that’s as good or better
than most other games claiming

puntry Club off

yreat

The ocean provit
Coral Reef

ng for this par 3

reen

to be accurate simulations.

Multi-player options include
an Internet matchmaking service
called Golden Tee Net, LAN,
modem, and as many as four
players on the same PC.

If realistic play is your main
concern, you might not be happy
with the simplified mechanics and
sometimes comical aspects. But if
you want a fun, easy to learn game
that won't tax your system, this
could be the one for you. Golden
Tee should be available in stores
by the time you read this, and we'll
have a full review next issue.

Pro 18: World Tour Golf
Aimed at the serious golfer, Pro
18's accurate physics model will try

| toimmerse the player in the world

of professional golf. The alpha-test
version that we saw indicates that

| Psygnosis is well on its way to

achiaving that goal so far.

The impressive player list
includes Tom Lehman, Colin
Montgomerie, lan Woosnam,
Vijay Singh, Jesper Parnevik,
recent Masters and British Open
champion Mark 0'Meara, Dottie
Pepper, and Laura Davies. The
three courses are Northern Ire-
land's Royal County Down, South
Africa’s Lost City Golf Course, and
our very own Coeur d'Alene,
located in |daho. Peter Alliss
and Bobby Clampett of CBS will

“ PC GAMER October 1938



The graphics are a strong

point of Pro 18, with lovely
water ref 1s and solid
motion captures of the gollers

provide the commentary.

Psygnosis is placing a great
deal of emphasis on the gameplay
and physics engine. The swing
meter will have a four-click con-
trol method. It's not really a click,
but more of a release at the bot-
tom of the swing. This will simu-
late your wrist action through the
swing. Even in the early stages of
production, the ball physics
looked very accurate. One mem-
ber of the design team is
assigned to nothing but getting
the feel of the ball flight and roll
absolutely perfect.

The photo-realistic graphics
are quite stunning and immersive,
with weather having an effect on
play, and the sun changing posi-
tion as the round progresses. In
tournaments, the TV-style presen-
tation will even feature the
crowds responding to other
action happening around the
course. Multi-play allows for as

many as four players over a LAN,
as well as modem play.

Pro 18 may find & home on
the hard drives of serious golf
gamers, thanks to its dedication
to accuracy. It's going to be fac-
ing some pretty stiff competition,
but there should be enough
unique elements in the game to
warrant a second look when it's
released in November.

Tiger Woods 99

PGA Tour Golf

There's no mistaking who the
headliner is in this year's version
of the PGA Tour series from EA
Sports — just look at the title!
Whereas previous PGA Tour
games gave equal billing to all its
licensed stars, this time the other
eight professionals seem more
like a supporting cast. Tiger fans
are certainly going to be pleased
at the reverential treatment
afforded him, but will the rest of
the PC golfers find enough to
hang their hats on?

The new 3D engine should
turn & few heads for sure. With
various camera angles and a rov-
ing camera that follows your ball
in flight, Tiger Woods 89 looks
absolutely gorgeous (this is an
EA Sports title, after all). 30
accelerators will be supported,
and the software mode can pro-
duce resolutions as high as
1600x1200 in 16-bit color.

The three included courses
are Pebble Beach, TPC at Saw-
grass, and the TPC at Summerlin;
the game will also be backwards
compatible with previous PGA
Tour courses, Two course discs
will be available at launch; The
Tournament Courses (Colonial

Country Club, Bay Hill, and Cog
Hill) and The TPC Courses (Las
Colinas, Southwind, and Scotts-
dale), A third disc, The Vegas
Courses, will be available shortly
after the game’s release.

EA is obviously determined to
get the most out of its ultra-expen-
sive star license — the game is
loaded with Tiger references. Tiger
Tips will help you when facing
tough shots, and Tiger Vision refers
to how aggressive or safe you want
to play & shot (and if you choose to
be more aggressive, you will, of
course, be in the “Tiger Zone”), If
you're playing against a computer-
controlled Tiger, he’ll gain momen-
tum after scaring well on a hole —
better known as the Tiger Charge.
If you don't have a soft spot in your
heart for the Boy-Bengal, it may all
seam a bit overwhelming.

The gameplay will offer a
choice of three-click or mouse
swing (although not in real time)
and nine play modes. Multi-play
will include Internet, LAN, and
modem options. The finished
Tiger-title should be on Tiger-
shelves this Tiger-fall.

PGA Championship Golf,

1999 Edition

Sierra's Front Page Sports: Golf
was one of the first golf titles to

deliver a quality mouse swing
while also incorporating 30 play-
ars into the graphics engine. The
latest version, from newly-
branded Sierra Sports, will be
called PGA Championship Golf,
and will build upon the strong
base already established by its
successful predecessor.

The most exciting new fea-
ture is the course architect. Unlike
the latest Jack Nicklaus game’s
designer, this one treats the course
as a single entity, rather than a col-
lection of holes. There will be
plenty of templates available to
assist you and a large selection of
objects such as trees, animals, and
structures. Sierra will also provide
a tool to create your own objects
on its web site, and there should be
a wide variety of additional courses
available for downloading shortly
after its release.

The mouse-meter, or True-
Swing, as it's called, will be fur-
ther refined in this year's version,
offering more precise control, and
the 3D golfer will have 400 unigue
motions, giving your on-screen
avatar much more personality and
realistic movement.

The 3D environments look

Continued on page 72:
See Going for the Green

Tiger's every movement has bheen motion-captured to make you feel

as il you're really out there on the course with him

Tiger...in the rough? There

must be a bug in the game!

lable
s 99 ships
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Continued from page 71:
See Going for the Green

very attractive, and the ball
physics seem accurate. When
competing with other players, the
game uses a real-time model,
mimicking realistic play. Instead
of the normal turn-based system
used in other games, PGA Cham- _
pionship Golf allows you your own -f
perspective when playing a =t
remote game. Each player will fol-
low his or her own ball, hacking
his or her way toward the green
at his own pace. Of course, com-
mon golf courtesy should still be
observed when another player is
taking & shot, but this method
should speed things up

A couple of big name
courses have been converted for
use here, including Sahalee Coun-
try Club in Redmond, WA {site of
the 1998 PGA Championship) and
Royal Birkdale in England, where
this year's British Open was held.
Five other courses will be
included, and the Sierra Sports
Golf Association (SGA) on
Won.net will support tournament

The graphics in PGA Championship Golf should
competitors. Just look at that ref

When play
let the galleries throw off your game.

and up very well against its
tion in the water

n a tournament, don’t

play over the Internet when the
game is released this October.

Links LS 1999

When it comes right down to it, no
other golf series is as highly
regarded as Access’ Links — and
for good reason. Sure, other
games may offer more features

-

If you thought Links LS 98 was pretty, {

(like course editors, for example),
but for the ultimate golfing experi-
ence on your PC, this is still the
best. Gorgeous graphics, a large
selection of add-on courses and
the best execution of gameplay
and ball physics made the last
iteration, Links LS 98, the con-
nossieur’s choice, And though
Links LS 1899 will again be from
the “if it ain't broke, don't fix it”
school, there should be enough
new additions to make it worthy of
a place on your "must have” list.

Heading up the list of new
items will be the Power-Stroke
mouse swing. This is the first time
that Links has used a mouse-
swing control method, and
Access is convinced that its
approach will be the most authen-
tic yet In fact, one of the reasons
why it's taken so long for this
swing method to make it into
Links is that it has taken four
years of fine tuning to get it just
right The classic two-click and
three-click swing methods will
also be included.

The new graphics engine is
looking just as sweet as ever, and
for the first time, 3D objects will
be found on the course. This is a
preliminary step in preparation for
the course editor that will be part
of the 2000 version. Most impor-
tantly, the new engine will be able
to do justice to the treacherous
pot-bunkers found at The Old
Course at St. Andrews. The other
new courses include Bay Hill,
Entrada, and a new version of
Latrobe showing the course in its
full autumn bloom.

Other highlights include
more than 25 modes of play,
including an editor that lets you

» graphics in this year's version

may just bring a tear to your eye.

design your own scoring systems
and game types, real-time voice
chat and spectator mode on the
Internet, and a much more immer-
sive tournament mode with gal-
leries and leader boards.

Future add-ons to Links LS
1899 will bring more courses
(Phaenix in Japan is already
being'worked on), and new pro-
fessional golfers to the mix; Fred
Couples and Fuzzy Zoeller are two
that have been announced so far.

Every new version of Links
has only improved upon what was
already an excellent game and all
the signs point to yet another leap
ahead when Access graces us
with Links LS 1999 this September.

Links Extreme
If you're of the opinion that golf, in
general, and the Links LS series in
particular, take themselves much
too seriously, you might have to
re-evaluate your position when
you see Links Extreme. This golf
game with attitude is out to show
how much fun you can have on a
golf course, with your stroke total
being more of an afterthought
With plenty of cheats and
pranks to pull on your fellow play-
ers, you can engage in "Death-
match Golf” using exploding golf
balls on courses such as Mojo
Bay or Dimension X, a course
with a World War One theme,
Access is keeping a lot of
the details under its hat for now,
not wanting to spoil the surprises
in store for when the game is
released later this fall. What we
do know is that you'll never look
at golf in quite the same way after
experiencing the nutty side of this
usually staid sport.

o
St. Andrew:
imid. This course
gives new meaning to the phrase
“keep it on the short stufi.”

No golf game, before or since,
has had a er putting engine
than the Links LS series.
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They Licensed Kenny!

Details of two new “South
Park” games emerge
up the PC rights to everyone’s favorite foul-

verybody knows that Acclaim has snapped

details that have emerged so far, except that
Acclaim is promising not to dilute the content of
the games — both titles are being aimed at an
"adult audience.” And no doubt Kenny will be
killed several times, too.

Meanwhile, Acclaim will also be putting

E mouthed construction paper

cartoon series, but the details of what
the company actually planned to do
with the license have been sketchy
indeed — Acclaim’s South Park pre-
sentation at this year's E3, for
instance, was limited to showing
footage from the TV show, with noth-
ing to see of the game itself

But now the company has finally The two “South Park™ games will
be a shooter and an adventure

taken the wraps at least partially off its
new star property, and the
main news is that there are
not one but two "South
Park” games in the pipeline
— obviously, Acclaim is
serious about getting its
mongy’s worth out of this
no-doubt expensive license

The first game should
appear early next year, and
will be a first-person
shooter centering around a snowball
fight between the “South Park” kids.
Developer Iguana will be using its
new Turok 2 engine, so expect some
fancy graphics.

The second game will be a
graphic adventure entited A Week in B
South Park. In this effort from devel-
oper Dreamforge, you'll get to con-
trol all four of “South Park™'s main
characters. That's about all the

dinosaur-

Alias Biehn and Jones

Westwood adds acting clout
to Tiberian Sun

he cinematic sequences of Westwood's
T Command & Conguer sequel Tiberian Sun

are set to be spiced up by appearances
from two well-known Hollywood actors —
Michael Biehn and James Earl Jones have both
signed onto the project.

Jones, who we all know and love as the
voice of Darth Vader, will star as GOl comman-
der General Solomon, while Biehn, a veteran of
such movies as The Terminator and Aliens,
appears as McNeil, the story’s hero and the
player’s alter-ego character — he'll aiso pro-

Turok 2 will feature plenty more
antics, and an

Shadow Man promises a gritty
story line th
the Earth and the underworld

the new Turok 2 engine
through its paces in, er...
M Turok 2 Subtitled Seeds of
J| Evil, this sequel to the pop-
ular original will once
again have you running
around lush 30 worlds and
blasting dinosaurs for all
you're worth. The new
engine will definitely help
improve the game’s look (a
30 card will be required), and there’l
| be no fewer than 24 (count ‘eml)
M weapons with which to dish out the
hurt to those blood-sucking lizards
Turok 2is due to arrive later this fall
Also this fall from Acclaim is
Shadow Man, a third-person action
adventure in, yes, the Tomb Raider
vein, with the player in charge of a
supernaturally pumped-up hit man
who must use a combination of con-
g ventional and black magic
88 weapons to kill the undead
scumbags who stand in his
way. Sporting a dark,
comic-book feel and
“demonically possessed
d serial killers™ (how many
games can offer that, eh?),
Shadow Man looks like one
of Acclaim’s more interest-
ing upcoming titles.

hifts between

(A N N R N NN NN N

Michael Biehn as McNeil waits on the set of
Tiberian Sun. He'll be joined by James Earl Jones.

vide voice-over hints and cues to help the
player during the game. And, yes, Kane is back
too — but he's not quite his old self...

Westwood says that Tiberian Sun is still
on target for release before the end of the year,
and that should give real-time fans plenty rea-
son to be cheerful this holiday season.
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You command furn of te century fanks, e ," |

batteships and observation balloons. &5
They command 200-foot Fighting Machines. S

IF's not how big your units are, it's what you do with them. When the Marfian war
machine ands on the green and pleasant land of 19th century Britain,
strateq is all you've got. And in this revolutionary non-linear war, you'll need it.
Deploy your forces anywhere on the map of Britain. Choose your missions.
Pick your battles. Because you can lose a batte and sill win the War. Maybe.
It's your primifive tanks against their Fighting Machines. Your biplanes against '
their Flying Machines. Your observation balloons against their Xeno-telepaths. xby

150 30 rendered unifs stand befween you and Marfian domination.
Or experience strategy from the oher side and play as the Martians!

=
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Based on the classic novel by H.G. Wells and leaturing a fully remixed
45 minute score licensed and composed by best selling artist Jell Wayne -
.
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“~ %m.. -
¥ 1 ! Software :
waw glinteractive com e .
Available soon at your local retailer *‘\' y %”a’ ':_’ ',_ :
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Rogue Squadron novels come to the PC

ucashrts has released the
L first screenshots of its

upcoming PC title Rogue
Squadron. The game is an attempt
to marry the impressive graphics
of Shadows of the Empire with the
gameplay of the company's X-
Wing and TIE Fighter titles. Based
on the Star Wars novels of the
same name, Rogue Sguadron puts
players in the cockpit of an X-
Wing fighter through 16 progres-

sively difficult missions. The game,
which is being developed in tan-

dem with a Nintendo 64 version, is
due for release this holiday season

st official mis: SiN will include 13 new levels

pack for Ritus

Adding to the
Original SIN

1 rect ters and dynamic story elements in
First mission PaCk SiN and decided that there was no
has already been better way to do that than with a
announced carefully crafted, all-action add-on

pack,” says Ritual's Joe Selinske,
project manager for SilV.
Selinske and Ritual CED
Harry Miller had nothing but nice
things to say about 2015, but the
developer is untested — the SiV
mission pack will be its first prod-

alk about counting your
T chickens — Ritual Entertain-

ment's long-awaited 3D
shooter SiN hasn't even made it to

store shelves yet (at the time of
writing), but publisher Activision

has already announced details of
the first official add-on pack.

The as-yet-untitied mission
pack will feature 13 new levels and
is being developed by newcomer
2015, Inc.; although no release date
has been announced, it will likely
appear a few months after SiV
releases this fall. “We really
wanted to expand on the charac-

uct, and the Oklahoma-based team
is, according to Activision, “com-
prised of die-hard gamers from
around the country” with no previ-
ous credits to their name. But what
we've seen of SiN so far bodes
well for any add-ons, so we're
remaining optimistic and can’'t wait
to see the first mission pack —
and, for that matter, the game itself.

e Squadron’'s graphics look gorgeous, but it rema

will play more like the cl

5 if the
X-Wing or the hated Rebel Assault

hese days it seems as though a deer-
T hunting “simulation” is a compulsory

part of any software company’s product
\ line, and ASC Games didn't get where it is
today by not knowing which bandwagans to
jump on. But the company that brought us
Grand Theft Auto and Sanitarium is taking its
attempt to cash in on the current wildlife-mur-
dering simulation craze a little more seriously
than most.

TNN Outdoors Pro Hunter features a
“prestigious” license in the form of The
Nashville Network, although how the hillbilly
music cable station’s invalvement will actually
benefit the game remains unclear at this
stage. Far more interesting is the fact that ASC

Zzzz... but wait! It uses the Unreal engine!

Yet Another Hunting Game

has licensed the
white-hot Unreal
engine to bring its
woodlands environ-
mants to life, so that
when you cap that
defenseless doe in the
head with a high-pow-
ered rifle, you'll really see it in high-res, tex-
ture-mapped detail!

Just in case terminating harmless
Bambis isn't enough to satisfy your inhumane
blood-lust, you'll also get to take pot-shots at
innocent rabbits, elk, turkey, and ducks. The
game features a new technology called Active
Wildlife Environment (AWE) that features vary-

Look at these graceful creatures in their natural habitat. Now kill them

ing climate and ground conditions and “scurry-
ing animals” for a more realistic feel. There'll
also be a multi-player mode, although it's
doubtful you'll get to play as the deer, because
a poor deer obviously has no sporting chance
against a determined human armed with a tele-
scopic rifle. Er... in any case, TNN Outdoors
Pro Hunter will be available in November.
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- Included with every Pure3D Il & Il LX— Quake II" Mission Pack:
EYEWITNESS The Reckoning; plus a $10 mail-in rebate on Quake II.

mihilation is now hard at
jame

Microsoft
Goes Gas-
Powered | wemimes’ mEtaictisss

‘“What more can be said? “Bottom line is that Canopus has done it
The Canopus Pure3D Il again. They've produced what can best be

Vault (http://avault.com)

Software giant signs Total “..its extra features give : -
Annihilation creator’s start-up it (Pure3D II) an edge | poot] | ¥ G%ﬂﬂMEEI
over the competition.” : EDITORS
otal Annihilation lead designer Chris = PO Eamar Magasioo L £
T Taylor surprised the industry when he CHOICE
announced he was leaving Cavedog in the

early stages of development on TAZ2— and now

he's surprised everyone again, re-surfacing with .
s b 55 The WitchDoctor s rvazs 20/30 aGp graphics card
lucrative deal with Microsoft Games, which
seems to be snapping up hot young developers

« Connect ANY Voodoo2 board to external “reverse” i (
pass-through for improved sharpness in high resolution ‘Overall, the WitchDoctor casts

by the truckload these days. desktop graphics modes. a strong spell for a gamer’s

Gas Powered Games is the name of » Use Canopus drivers and Quick Control real-time screen happiness, and wins big by
Taylor's new company, and his first game for adjustment software providing the best fouud"aﬂon
Microsoft will be a roleplaying title. “Microsoft « Add TV-out to ANY Voodoo2 board for a Voodoo2 card yet.
is proving its success in the games business by « Use with Pure3D Il cards via the INTERNAL pass-through - i’:’f ff::ﬁ:’b'g’ﬂ‘: Hardware Director
building strong teams around a small portfolio of port (no cable clutter) o Ay
high-quality games,” Taylor says. “We share the
same vision at Gas Powered Games.” The Canopus Pure3D |l is available at:

No word yet on the name of Taylor's RPG, The PC v o
or when it's due to be released. Meanwhile, » |"Sl 'lt N 0
Cavedog has said that Taylor's departure should Z)ne _g— ﬁ"' ’0*9 C a n D p Ll S
not have a significant impact on Total Annihila- 1-800-408-9663  1-B00-INSIGHT bt http:/ /www.canopuscorp.com

tion 2, apart from pushing the release date back
a little. You can read more on TAZ2in our Cave-
dog feature in this month's issue.

PC GRMER October 1958 } Go to www.pcgamer.com/request Product #093
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News

Pro Pinball Hits the Road
Empire Interactive has
announced that the sequel to its
excellent pinball sim Pro Pinball:
Timeshock will have an automo-
tive theme. Pro Pinball: Big Race
USA will also have a more light-
hearted feel than its predecessor,
featuring a variety of cartoon cars
racing across 14 different Ameri-
can cities. The game will boast
improved “spin and slide” ball
physics and, for the first time,
head-to-head play over the Inter-
net. Big Race USA is scheduled
for release this November.

— MW\

|

ne of the co al
eatured in Pro Pin-
ball: Big Race USA

StarCraft Tops One Million
According to official figures, Bliz-
zard's real-time strategy game
StarCraft just earned itself a
place amongst the PC's all-time
top sellers by passing the coveted
one million sales mark last month,
The game has been topping the
charts pretty consistently in
recent months, holding games like
Unreal, Final Fantasy VIl and,
thank God, Deer Hunter, away
from the top spot.

MicroProse Gets

its Motor Runnin’

The latest company to enter the
cycle sim genre is MicroProse,
with its announcement that it has
picked up the rights to the FIM
Road Racing World Championship
GP 500. It plans to have a motor-
bike racing game based on the
license in stores by next fall.

Briefs

Microsoft Adds

to Flight Simulator

The world's best-selling and,
according to Microsoft, most
accurate PC flight simulator just
got a little more accurate. The
software giant has announced
that future versions of Microsoft
Flight Simulator will feature real-
world navigational information
supplied by Jeppesen’s worldwide
NavData database. The data will
provide approaches for more than
12,500 airports, and add more than
32,000 new runways and 70,000
navigation waypoints worldwide
If that's the kind of thing that
floats your boat, good for you.

¢ mission pack for Descent.
on its way

Interplay’s Silent Threat
Interplay Productions has
announced an add-on mission
pack for its classy sci-fi shooter
Descent. Freespace. The pack
will go by the name of Silent
Threat, and will feature a host of
new single and multi-player mis-
sions, some of which were
designed by the winners of a
level-building competition hosted
on Interplay’s web site. Silent
Threat should be shipping some-
time this manth. Meanwhile,
Interplay has announced a
revised March 1999 release date
for its eagerly-awaited sequel
Descent 3.

It's Time for DirectX 6.0

Just when you'd got used to the
last one... Microsoft has shipped
the latest version of DirectX, 6.0,
to developers, ensuring that
they'll be able to tailor their big
holiday releases to make use of it.
It shouldn’t make much of a dif-
ference to John Q. Gamer, but
you can expect to see a little
faster hardware performance and
improved stability. It's all good
stuff, basically.

The PC Gamer Playlist

What's hot at the magazine's offi

h my gaodness, it's been

such o dramatic month in the
PC Gamer office this month,
we're thinking of selling the
rights to a TV network for a new
daytime soap called As The
Game Loads.

Between the blow-by-blow
accounts of Greg's torrid love
life, Gary's life-or-death battle
with the demon drink, and Todd's
traumatic announcement that he
is, in fact, @ woman called Stella,
we just don't know which way
to turn. As if we're not already
having enough trouble battling

this month

terrorists all around in the globe
in the game that has everyone
hooked this month, Tom Clancy’s
Rainbow Six! We've become so
stressed-out around here that
Matt The Publisher has taken to
administering compulsory tull-
body massages to all staff mem-
bers in an attempt to save us from
executive bum-out. Not that
we're complaining or anything,
but some people claim to be
more stressed now than before
the massages began. There's
something about these cold,
clammy fingers...

Tom Clancy’s Rainbow Six

SiN

Jedi Knight: Dark Forces Il

Val Kilmer Bridge TE
The Marching Dead

TOCA Championship Racing

Sentinel Returns

Uncle Jeb’s Guide to Barnstorming

StarCraft
Hide the Sausage

Lara’s Back (Again)

Tomb Raider III
shaping up for a
holiday release

e featured Tomb Raider
I back in July as part
of our massive 100-

game mega-preview, but at the
time Eidos was still keeping the
game firmly under wraps. Now,
though, the company has released
some cool-looking screenshots
from the new game, subtitled
Adventures of Lara Croft.

Look out for Lara sporting a
new camouflage outfit as she
goes cat-burgling in London as

part of her latest globe-trotting
exploits. Developer Core Design
has brought a new team onto the
project, and they're currently
tweaking the existing game
engine and adding a couple of
new moves, while the gameplay
itself is expected to shift more
toward puzzle-solving than action
this time around.

Eidos will be releasing Tomb
Raider il in time for the lucrative
holiday season, natch, by which
time it'll probably have the distinc-
tion of being one of the few games
left on the market that you don't
need a 30 accelerator to play. Of
course, having one will definitely
still be a plus....
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You won't need cheat codes
with one of these. . .

First person shooter games
are about to become a lot
easier to play.
www.frag-master.com

THRUSTMASTER'

the leading innovator of quality game controllers
© 1998 ThrustMasler is a registered rademark of ThrustMaster, Inc. Frag Moster is o rodemark of ThrustMaster, Inc.
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RIGID ATTENTION READY 30 FOLLOW MY CHARGE; BA‘,l"I.i:,..
TAKEN AND FOR MATIONS. 'SET ON MY ORDERS, A FHINX - /.

US AND UTTER HYSTERIA. EACH OF US KNOWING. THE

WAY TO SCREAMS GURGLING FROM BLOODY, MQUTH§
FOR NOW WE FACE AN ENEMY EVEN MORE: , -

SOULBLIiGHTER

Wiass are fought on the bartlefield. Thar is where the com‘H _
takes place. That is where the real action is. And that is what makes
Myth II: Soulblighter"a completely different strategy game. No time spent "
and building. No playing general from a distant ivory tower. Your time here =t
in the fray. %‘ nillo fight smarter and harder than your encmy. Myth II: Soulblighter®
gives you the full bartleficld experience with a real 3D covironment and 2 : .
camera that lets you view the cardage from every angle. The battle tactics yomj )
are key. Scizing the high grovnd and taking castle walls means life or death. Formations
you select, from one warrior to your entit€ asmy. decide your fatc. Everything that
made Myth: The Fallen Lords 1997's Game of th: Year is here. With improvements
10 game pla\, and graphics, 2 whole new storyline and bungic.nct, the world’s best free”

site for multi-player gaming.

B / NG l‘ * Call 1-800-295-0060 or visit our website at www.bungic.com

for more information. Myth II: Soulblighter is coming soon.

Go to www ptgame-r.com-'reques1 Product #046

il applicable Interme! fees

‘Access fo I\J ot | Player

Myth 1t slightae, Myth: Tha Falien Lord: Corporstion. © 19598 Bungie Softwars Products Corponstion, All rights reserved
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Ne first class.
Ne ceffee service.

Ne inflight mevie,.

athelt sign is on as you ex ce the turbulence of WWII

dogfighting in the Battle of the Ardennes over Belgium. You're at the throttle

of a P510 Mustang where there’s nothing between you and German FW-190's
but six machme guns and your own guick thinking, Choose one of 7 different

WWII Allied or Axis fighter planes, recreated with the ¢ Jane’s” can offer. And

it's all historically accurate, with true-life graphics ir fing 13 planes, g G
ground troops and detailed bridges. Jane’s WWII Fighters. Real seat-of-your

pants flight sim excitement. No fancy instruments — and no forgn



Ne friemdly skies.
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Engage in the most
owerf%l Lands of Lore

experience yet. e

world populated with savage beasts and a
huge cast of cunning characters.

»

COMING WINTER 1 9 9 8 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 |s a regisiered
trademark and Westwood Studios is a trademark of Westwood
Studios, Inc. 3D1x and the 3DIx logo are registerad trademarks of
3D Interactive. All rights 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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best games
ever

\ lot s changed st
PC Gamer fast narned s

W) Best Cavmies Ever back
i May 1997, Some great
new games have appeared
to claim places on the list,
whttle many timeless classu
have steadfastly refused to

with _-,_';lul..ll riason

resilt s Hipst
defisitnee, up-to-date listing
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The Operational Art of War

TALONSOFT

egendary wargame designer Norm Koger

poured a lifetime of love and expertise
into this, his magnum opus. Covering every
conflict from 1938 to 1955, TOAW gives you the
most powerful and elegant
scenario editor ever designed,
allowing you either to recreate
any historical battle or creale
whatever campaign your
imagination dictates. You can
deploy armies as large as 100 formations con-

50

-~

Pro Pinball:
T3 shock

atus of action ¢
pinball

nd spot-on
table,

trolling 500 subordinate units! For any gamer
with a passionate interest in military histary,
this is nothing less than the Holy Grail. The
pre-designed scenarios (some of them big
enough to be sold as stand-alone games!) are
fresh and action-packed. While TOAW is
cartainly a complex game, the basic mechan-
ios are clear enough for a novice to grasp.
Onpe you get hooked, you'll explore the sub-
tleties eagerly. Koger has produced nothing
less than a masterpiece.

{
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You Don’t Know
Jack Huge

BERKELEY SYSTEMS

fter & decade of deadly dull PC trivia games,
You Don't Know Jack shook this much-
maligned fittle genre out of its slumber with Rashy
gamashow-style presentation, well-produced
multimedia, entertaining ques-
tions, and a consistently funny,
thigh-slapping attitude. Up to
48 three players can compete in a
(strongly encouraged) party
atmosphere with the forever-
unseen host jibing, ndiculing, and sometimes
even cheating the contestants out of their virtual
prize money. The series continues 1o evolve with
volumes devoted to sports, movies, and television,
but the current Huge compilation is your best bet,
bundiing Jack volumes 1, 2, and 3 together into
one humongous package, Essential stuff.

13

AIrican Nation or Star Wars™ Characler?

Boba Fett
() ) )

Lisa
$2,000
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“In preparing
for this feature,
[ went back to take
another look at a
lot of fantastic
games — is this a
great job or what?
— but the one that
still blows me away
is Origin’s System
Shock, designed by
Looking Glass. It
came out fous
years ago, o it§
sights and sounds
aren’t exactly state-
of-the-art — but
in terms of sheer
gameplay and an
involving story
line, most of
l()(iii)-"s action-
adventures should

hang their heads

in shame when
System Shock

passes by.”

DAN BENNETT

EDITOR
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mething of a household name, Tomb Raider earned
sraatively combining two disparate genres — action and adv

ture — with a style and flair that had never been seen before and, two
whole years |ater, has yet to be bettered. It also gave the gaming world

one of its most enigmatic heroes — Lara Croft, the

spunky spelunker who proved that female avatars can

capture the imagination just as wall, if not better, than the

stereotypical muscle-bound male heroes of the past. It's &

little dated-looking now, but still tremendous fun to play

and a legitimate piece of post-modern gaming history.

aster of Orion

*kxkx*x MICROPROSE * % % %

here wera numerous conquer-the-galaxy games before Master of Orion
appeared, but none that combined, in such exquisite balance, the classic
elaments of exploration, research, resource management, and interstellar
conflict. Even though it looks dated now, its slick interface and charming cast
of devious and exotic aliens helped Master of Orion engen-
der that “willing sense of disbelief” inharent in & great sci-fi
space epic. Options galore gave it a rewarding depth of tex-
ture; the balance between world-building and gosh-wow
space opera was just right. Its diplomatic element, featuring,
for its time, very strong artificial intelligence, was unprece-
dented for its day and has been much imitated since. Winning required a rare
blend of cunning and brute force. This game has rarely been challenged and,
in its totality, never really surpassed, not even by its own sequel.

Ecm dJammer Mark |
Battle Computer Mark Il
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FPS: Football Pro

SIERRA

roviding a wealth of staustical data, along with the option for play-

ers to edit and save their own plays, FPS: Football Pro delivers on
every level, The action is bone-crunching enough for any arcade fan, yet
the strategy element is hiended in with perfection, providing enough sub-
stance and strategy for the most hard-core fan. This
game has it all: lifetime statistics for the players in the
league; the ability to draft rookies; and the heartbreak of
seging proven veterans retire. FPS; Football Pro gave
rise to a large and vibrant online crowd, as players
swapped plays, leagues, and even teams. This is stll the
best all-round football game out there.
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Betrayal at Krondor
SIERRA
elrayal at Krondor didn't receive much acclaim when it first appeared
— in fact, it wasn't until Sierra re-issued the game an CO-ROM that
the roleplaying community finally realized what & gem the game was. From
that paint on, it has lived in the hearts of RPGers everywhere as an excel-
lent example of how to do things right. The story, based
on the best-selling Midkemia novels by Raymond Feist,
was created with help from the author, and the result is
4—’! one of the best plots any roleplaying game has ever had.
An excellent turn-based combat system, tons of mind-
bending puzzles, and months” worth of gameplay makes
this RPG a classic that will last through the ages.
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Computer speakers or
Personal Desktop Audio?
You be the judge. ]
\
|

Visit www.bostondirect.com

“Boston Acoustics speakers and
subwoofer produce awesome sound”

m computer BA635 - 599 — Windows Magazine
'm M Our most affordable Personal Desktop ' ) s
Audio system still outperforms all other “Bottom line: ” J.‘iJHIH' l'!'ll!\'ffi:.; for :
can’t compare. powered 3-piece mullimedia speaker the ultimate audio experience in
5 » ; systems in i price range. Is poriable, personal computing, there’s no need
compact size delivers the legendoary to look further.”
Personal Desktop *Baston Sound” in o package that — MPOG.com
. blands into your deskiop.
MicroMedia™ $149
M’"’ W fo create a personal With its two powered satellite speakers
sound m so real it enhances the and subwooler, MicroMedia creates
the same quality sound and bass response
listening enjoyment of anything from PC you'd expect from your home sterec.

n It brings hi-fi stereo sound to your PC,
games and music CD’s fo streaming audio

from the Web.

portable CD player or video game station

MediaTheater” $299

Designed to produce the same effect

Use With Your Other Gear.

Our Personal Desktop Audio systems are
so versatile you can use them with PC’s,
portable CD players, CD ROMS, video game
stations, laptops, DVD’s — anywhere you
demand superior sound performance.

as o full five-speaker surround system.
With just two powered satellites and o
subwoofer, MediaTheater delivers

full Dolby™ Pro Logic® or Virtual Dolby*
Surround sound from any encoded
source, including DVD's, PC games
and more

Speakers: The Only Thing We Do. Order Now, Factory Direct, Toll-Free:

Our only business is audio speakers. All 51_877.333-4001

it Mhmdm or visit our Web store for the full story and enter to WIN GREAT PRIZES at
proprietary software to =
e icis it | WWwW.bostondirect.com

yourself. We invite you to put your ears E (JYes. send me more information.

to the test. : T

! ADDRESS;
Factory Direct. : . | e, DR
Visit www.bostondirect.com or call foll-free 1 PHONE FAX

| EMAL

1-877-333-4001 and order a Personal
Desktop Audio speaker system risk-free.

As soon as you hear one, we're sure

B e e e Acoustics

Go to www.pcgamer.com/request Product #045 Personal Desktop Audio™

| PLEASE DETACH THIS COUPON AND RETURN [T TO

1 BOSTON ACOUSTICS, PO. BOX 5043, BRISTOL, CT 0601 1-5043
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“It may not be on
the list, but in my
mind, Ultima V was
a roleplaying game
of epic proport

cven by teg
standards, and lt is

made. From the
storyline to the
character
interaction, the
level of detail was
astonishing. Every
character had some
sort of purposc,
held jobs, and even
ran daily errands!
[ts non-linear
gameplay and
massive size meant
the game took
months to complete
and truly immersed
you into the living
world of Ultima.

Gotta love it!”

JAY VIDHEECHAROEN

ASSISTANT AR

ok ko ok ok ok ok kN

DIRECTOR

THERXRERXRXETT XN

~ombat: A
[oo Far

Lk i 3 3

Close

U In command
Allied or German -
pany-sized units during the gallanllhnn ultimately
doomed) Allied airborne assault
on the Rhine bridge at Arnhem
Victory or defeat hangs on your
sagacity as a commander. Your
beautifully animated troops
move, fight, and respond as real
men would in the crucible of combat. Their
names,
virtues, and

become a
matter of
personal
concem,

building and

terrain

damage are vividly depicted — so are heroism,
failure, death, cowardice, and exhaustion. The
realism is uncompromising: men die, go mad,
cower, and sometimes perform prodigies of valor,
The result? Close Combat: A Bridge Too Far is the
Saving Private Ryan of wargaming.

Indiana Jones

\\f hile the world waits
/ Indiana Jones mo

this terrific graphi

from LucasArts,

spins off brilliantly from the
movie trilogy, propelling Indy on

P TR EEEEEEEE S E SR R R R R EEEEEEE R

46 26 4 2 4h 20 Ah SR Sk B 2k S 2h S S 1

Diablo

BLIZZARD

ot exactly a roleplaying game, not quite an

action game; Digblo refused to be pidgeon-
holed when it came out late in 1997, and went an
1o become one of the PC's most successiul
games of all ime. And while it
defied categorization into any
one of the more conventional
genres, it still managed to be
one of the most exciting and
immersing games of the year —
heck, of any year, From its randomization of mon-
sters, weapons, and dungeons ta its haunting
music and sound effects, Diableis a nearly flaw-
less gaming experience. Add to that free multi-
player support over a modem or on Blizzard's own
battie.net, and you've got a trug classic.

s and The Fate of .

a race against time to locate the lost underwater
city of Atlan — before the Nazis,
there first. A compelling story, clev ;
and dialogue, plenty of humor,
v ance through the story all
toa mlle one achievement for Lucas.
atest exponent, and it remains
s everywhere.
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In a bloody world of distrust and violence, only the most brutal will survive.
So sharpen your Bat'leth and prepare fo defend your honor in the heart of
the Klingon empire — presented in awesome Unreal™ 3-D action. Shred vicious
Nausicans, Andorians and even other Klingons. Overpower intelligent enemies
who adapt to your assaults, including fiendish TarChops and Ro'peDs. Take on
Deathmatch and mulfiplayer challenges created by the Internet’s top level designers.

It's the ultimate test for the uliimate warrior.

KL(NGON HONOR GOPKRP

“IT"S A GOOD DAY TO DIE”

Go to www.pcgamer.com/request Product #496
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CENTURION

This fruit basket looks absolutely delicious!
15 awfully nice of you to have me deliver it
' to vour arch rival. 1 thoughi you hated each

wlher

I wonider 1f anvone wonld notice an

FARMER

Gotta wash the stench
of horse manure out ol
my clothes in time lor
church! There will be a
lot of single ladies at
Venus' temple tonight.

Rumor has it the priest
is soing 10 denounce

birth control!

A _‘._'"" :l.\.:?..‘-.:'__ ; 5 - \!
BT

ABSOLUTELY e Y e L ™
DON'T s 5% A :j PRIEST T h e
FORGET TO... - o~ : Dedicating the temple 1o Venus was a @

smart  move. Church  anendance
hasn't been this high in ycars!
Mhen again, neither has the city's

poptlation.

Go to www.pcgamer.com/request Product #111



LION TAMER * Build, rule and
battle on one
Tipping the vigil ofl o arrest plebs fon Ry SCICEn—No more
loitering was ingenious! s much switching between
cheaper o leed my lions prisoners s
city, province and

than the meat from that farmer battie's e
Wl see how long those gladiators atiie screens:

last against my boys now!

* Visual feedback:
The real-time
effects of the
player’s actions are
immediately visible
on screen.

* Various terrain sets
include deserts,
forests, mountains

VIGIL and multiple
I'm being transferred back to the elevitions.
slums tor riot control = the Lion Tamer
tipped me a gold picce o round up
some fresh meat lor his pets. * Construct temples

to various gods of
the Roman
Pantheon and
witness the effects
on your city.

COLLECTOR

I you are planning to build a new
Colosseum as 1 suspect, you'll
need a lot more money, and a lot
more guys like me o gather it
People who think taking candy
[rom a baby is wrong just haven't
bothered to try it

* More progressive
career structure
and intuitive
interface mean
more exciting,
longer lasting
gameplay.

i A:, www.sicrrastudios.com
F1ERRA
Build a Better Rome Impressions

£ 1998 Sicrra On=Line, Inc. @ and/or ™ designate tiademarks of, or litensed 1o, Sicrra On-Line, (e, Bellew e, WA 98007 Al R Beagred
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“I played Diablo so

* kA A % k% *

much that my
mouse-clicking
finger hurt lon,
after I'd stop
The multi-p
games | wou
into with my

* -

* -

friends were the
most fun; because
it’s not possible to
save g in
multrmlt was
always a heart-
pounding experi-
ce. When I would
%e and lose all of

my pow 5
érweapons a1 _ : A

armor, I'd havea
buddy with a strong
character join my
game and gm
up my stuft! Diablo
is the only game
that put me in
danger of flunking
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. i . Rl
Wr) o . : - . -
. g You control the Light et

Speed Capsule Drive

- ———

...‘ You control the Linear
.+ Displacement Drive

“- e
-

| A You control the
Particle Beam Canons

You control the (ritical
Systems Engineering

COMMAND THE SH1P, CONTROL THE FUTURE.

t's 2268, you've been recruited to d a Dread ¢ht - =

class starship in the Commonwealth Navy. Fighting an

unpredictable and relentless enemy, the renegade Indies, ' -~ . | = ¥

you will need much more than your Particle Beam Canons to | L j' ‘

win the Independence War. 1t's time to take control of your }..

ship, your ¢rew, and the future in the bi¢ggest and deepest

space campaign the Galaxy has ever seen. (' DOWNLOAD THE DEMO AT: www-independencewar-com )

DENCE}

@ P [Ll_l_ll =5

© 1998 Infogrames Entertainment Inc./ Particle Systems Lid.
Go to www.pcgamer.com/request Product #354 The Starship Simulator
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Starflight

“As much as I love
ELECTRONIC ARTS much a
efore Interplay released its wonderful Star ] & [ ! ]\! I ‘ff\' ’” an ‘”l
Trek 25th Anniversary adventure game, " P R .
Starflight was the most authentic Star Trek StarCi ”." & l st il ]
experience you could have on a PC — and it
wasn't even & Trek game. Some
ten years after its release, this
sci-fi roleplaying game's graph-
>
36

have to go with
WarCraft 11 as my
ics-and sounds-are naturally AR AT IR D (3 ! =
b il favorite game of all
it still tops most of today's best
RPGs. Who can forget the thrill of scanning an
unexplored planet and finding it chock-full of

time. The excellent
gameplay, stirring

wkx* ORIGIN SYSTEMS galuuhle minerals and Iilal-!urrns — or that tense
L Itima Vilis considered by many to be the :Lf;i‘:::::}‘:‘zi’;n::; ::ﬂ?t:?:t:nzoi;?l:;:‘::g mus I ca nd sou nd =i
DARTCIMCTA Rl o ctleas dailed. 8
e e e oo [ RN graphics, and S

porsdbon e T SHIP CONFIGURRTION advanced editing

don, ts s gune tatwitheve  [RERRRES feile | Suean S capabilities are

£ ; ; FISSILE LELNCHES HISSTLES HONE

v forwask. T aysom of oo more, | EEEINES BT @ . unparalleled. Both
requeed e olepiaing, and the strykepe iy [NNNNRERN : the single-player
sl i ccocooc  and multi-player
playing series ever, this is the game you want = 54 “\a::: ““:.-x.l.:: ......: B E_";llnf:.'.‘i ](ﬁ'pt me

playing for hours
Doom

ID SOFTWARE

and hours. [ love
all the little toughes

robably the most imitated game of all time,
Doom continued what Wolfenstein 30 began
and elevated the Hledgling 3D-shooter genre to
blockbuster status. With this imeless classic, id
re-wraote the rules for action
gaming forever by refusing to
~ compromise on the level of gore
)—,l or the speed and intensity of the
gameplay. Its quasi-2D engine
has since been surpassed by the - o= :
“freelook” world of Quake, but most of today’s 3D Its ]‘]dtL 11 lﬂ}

i m (“i l \_, 2 () ()” fraggers will admit that this was the game that heart like no Ulht.‘l',

like the exploding
critters and quirky
character dialogue.

WarCraft 1l earned

changed their perceptions of action gaming, and
put them on the path to quts'n’glory. Amazingly, it
still looks and plays well even in the face of
]71 ow much fun can running a city be? Well, today’s technologically superior competition.

as anyone who's sat up bleary-eyed all

*kkd N A IS5 % & & &

and there it

will stay.”

night playing SimCity 2000 will attest, it can be J
lots of fun. The original SimCity laid the founda- ,ﬁ
tions with its pioneering design,

but it was th quel that really

brought the : D .H‘Fh”: .
with gorgeous gr ¢ % b
g 5,
over eve f g from taxe F - A b -
policing, from e t ] ly, fro 7E b " .‘] “ LISA H. RENNINGER
. H'#ﬂ e *. -.;.\-J MANAG & 13 )

o
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“If there’s one
game on this list
that stands out for
me, it has to be
Cwvilization IL. In
PC Gamer’s last
Top 50 it was
ranked in fourth
place —this time
around, thanks to
my constant lobby-
ing and yelling and
screaming, it came
In at a more-
deserved number
two — but I still
think it should be
higher! In my
mind, no other
game comes as
close to perfection
as Civilization I1. It
is fun, challenging,
exciting, and
has unlimited
replay value.

A masterpiece.

WILLIAM HARMS

MULTIMEDIA EDITOR

R W

T T RRANRETRETRNETRERTRETXTRTRYTYXYTRANNY

The Curse of
lonkey Island

S% & & &

Might and
Magic VI: The
Mandate of
Heaven

Iino

newcomer to the roleplaying scene, Might

and Magic Vi'earned a place in the Top 50
by simply doing everything a computer roleplaying
game should do — primarily, the epic story kept
players looking for more. The
simple yet full-featured combat
system, with the ability to toggle
turn-based and real-time modes
atwill, made the game fiendishly
addictive. The huge game world
and vast array of characters, NPCs, monsters,
items, and unique skill and level system make it a
pleasure to play, and difficult to quit. I's a must-
have for any roleplaying fan's collection.

L 2 a3

4 [ “here's no rarer quality in PC gaming than
_ sustained, rollicking humor, especially in

the usually poker-faced “adventure” genre. But

in this the third episode of the Quixotic adven-
tures of hapless, love-smitten,
Guybrush Threepwood, Lucas-
Arts pulied it off in high style
Featuring snappy dialogue,
clever sight-gags, wonderfully
oddball characters, and screw-

ball puzzles, this shiver-me-timbers romp

through the Spanish Main has all the laugh-out-

loud goofiness of the best Mel Brooks movies.

The deft (and daft)

plot abounds in

fiendish (but always

good-natured|

conundrums and

no-way-out sifua-

tions, but thought-

fully offars an

“gasy” mode for the

puzzie-challenged. The saga is graced by some of

the most gorgeous hand-drawn graphics you'll y -

ever see in a game (a cross between top-drawer

Disney and the romantic “pirate” paintings of N.C.

Whyeth). This is a grand, timeless adventure, : ¥

sharply written and flawlessly voice-acted

32

o,

EF 2000 2.0

*kkkd DID % &K

* everywhere — not
al some o
an't quite matc

"]“ his thoroughly updated version of DID's favorite of online “squadr
sophisticated Eurofighter sim has a whole to mention graphics so go
lot going for it: a beli : today's latest air comba
simulation of a very s @xt- them. DID’s ne
century fighter; a highly detailed update of the exc
dynamic campaign system; and an improvement
multi-player support so thorough over EF2000,
and versatile that it's become a time we lo

the original as EF2000
ou may well find it on the list next
< at our all-time favorites.
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ONE MAN AGRINST AN EMPIRE

BETHESDA SOFTWORKS sers ne ACTION-ADVENTURE EPIC e LIFETIME
e EVOLVING STORY e SHASHBUCKLIG DLELS s LIVING 30 WORLD

FALL 1998 P

m FEDEM{J E.HERSEFIJLLS EﬂH

Bethesdn Sottwarks » 1370 Ploca Ao MD @ na 301 S26-8010 + wivw bathsoftdom
tradarmarks of Madia ":';"-'"J-'N.l.' LI-Y'I-".‘lI 17JL'5|-'J-. S 199 I.!-.d; '— pology Limited. All rights neterved. The 3Dix logo fs 2 trademark of 307x Interaciiv. Ing.

Go to www.pcgamer.com/request Product #044
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DESY OF THE BEST

.
Sa&tanum is a triumph . lrresistably
c‘ﬁmpe"lnq Deeply metaphorical”

-~

‘ =llext jeneration Online

“Through its deft juggling of mood and story,

Sanitarium creates one of the most
compelling. involoving adventures to grace a hard
drive in a long time”

=Game CLpot
R e

 “Sanitarium is easily the most #
~disturbing computer game of 1998
-PC Games
s - e
.8 i : L “Jacob’s Ladder” was reality squared,
o, b ol Sanitarium is reality cubed”

=J.C.Herz

r 5 TewZ3d z M} i -
}g_ . = { f:g[[ 1 Lew York Mimeg

*»#1'  The iirst adventure game where jour

H' ., .I w? ._,»” emotions play with jyour intelligence.

F Ly ¥ ¥

' sf» £ A SHOCKINGLY _
‘2 DISTURBING a4

{ ADVENTURE...

Go to www.pcgamer.com/request Product #024
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Garrett from N
Thief: The Dark Project

S b 1B TR elie o

)t 0 irom Daikatana Kay'l trom Omikron: The Nomad Soul

use the BEST HARDWARE,

S|IPO>

Wwwweeldosinteractive.com

Tomb Raider Ill, Lara Crofl, and her likeness are trademarks of Core Design. © 1997-19988 Core Design. Final Fantasy VIl is a registered trademark of Square Co., Lid.
@ 1998 Square Co., Ltd. The ch HIRO is copyright. @1997 lon Storm, L.P. Thief: The Dark Project is a trademark of Locking Glass Studios. © 1998 Looking Glass Studios.
Revenant and EIDOS Interactive are trademarks of EIDOS plc. © 1998 EIDOS. © 1998 3D1x Interactive, Inc. The 3Dfx ive logo is 8 of
3Dix Interactive, Inc. in the USA and in other select countries. All rights reserved.
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The most anticipated RPG of the year.

FORGOTTEN REALMS “, we've lived through foul pestilence, vicious bartles, exorbitant taes
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“As Resident
Curmudgeon, I'll
reach back into
the mists and
nominate Empire
Deliixe as the most

dy and attitude into a
onsisted mainly of
ons and foreboding

romp, Du cks alien ass
through city streets, movie
Worms 2 theatres, strip clubs, subways,
and a football field, crac
MICROPROSE wise all the while. There is no false sentiment
and no apologies. The baddies deserve to have a
fired up their ass nd Duke does itin

addictive wargame
there ever was. It’s
as much fun to

roof that games are often at their best when

they don't take themsalves too senaously, pping to tip strippers along o R
Warms 2is a funny, original, and thoroughly /. Toss in great multi-player, and Duke P]d_\_ [()d.l_\ as 1t was
addictive combination of action and strategy. Nukem 30 is an absolute blast, even with its W e R :

Opposing teams of angry little now-antiquated engine. Come get some! lht d‘i.\ It came
cartoon worms take turns trying f -

- to blow each other off the land- oul. -’\”“l hk 1

}() scape with an assartment of

antiquc also holds
a permanent spot
in my heart: SSI's
epic Sword of
Aragon. The
balance between

crazy weapons (everything from

harookas and super sheep to
crazy old ladies and haly hand grenades) — and
the last worm standing is the winner. It sounds
simple, but the devious level designs and unpre-
dictable weapon effects make this a much
craftier and more tactical exercise than you'd
expect. [U's also tremendous fun in multi-player!

Quake

ID SOFTWARE Ve

classic in ever sense of the word, it's a tes-
tament to Quake's enduring appeal that
legions of hard-caore Internet gamers continue to
remain loyal to it a year atter the technically
superior sequel was released —
indeed, many believe itto be a
5 ) hetter, purer game. Though its
...(‘) graphics engine may have since
been surpassed by Quake /f,
Unreal, and countless others,

the original Quake remains one of the most addic- (‘ _} r:l lj 1‘ 1 E‘l [\l l] i L‘F‘ l‘lt :

tive, adaptable, and pulse-pounding 3D shooters s : B O o
ever created. lts contnbution to the genre is mes- [ ' ] - l SO0 \\ ]
umahle, and PC gaming as a whole has been for- - -1 C DC ‘\t ) l t ] 1 1]
ever changed by its impact. No self-respecting
gameplayer has an excuse to be without a copy

swords and sorcery
was exquisite, the
narrative had
L‘pit; sweep, and
the crude, cave-art
graphics actually
seemed to lend
atmosphere. |
simply couldn’t

L keok ok ok

i .. %

= i = X Y Dilay O

l "he PC Gamerteam debated passionately hll)|. l ]‘l.\ “]b It
1 Gabriel Knight a

be considered for the top 50 list —
Fathers, the first in the saries, or it:

Beast Witf
- The Beast |
® ¢ umphant, tha
. -
s Ny ; A
\ WILLIAM R. TROTTER
SENIOR WRITER
.'f
o
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“In 1995, 1
upgraded my
ancient 386 to a
Pentium 133, and
the first game |
bought for it was
Dark Forces.
Some of my fondest
gaming memories
are of charging
through
those Imperial
compounds blasting
Stormtroopers and
unraveling the
mystery of the
Dark Troopers.

[ must have spent
hours trying to
defeat Boba Fett
on the hardest
difficulty setting,
and the third level
Dark Trooper is still
the coolest
end-game boss
[ have ever

encountered!”

MICHAEL LUTON

WEBMASTER

WYX RN
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Interstate 76

ACTIVISION

his may well ba the most original action
game refeased in a decade. When Interstate
76 came out, it was surprising
anough for gamers just to see a
first-person car-combat game
done so very well — but it was
sheer inspiration to set the game
in an alternate-history 1976,

26

Sid Meier’s
Railroad Tyvcoon
] | * & k%

Y roundbreaking in every sense, this was

¥ one of Meier's most brilliantly original con-

gain. With no
0 curb their

stocks, buy low, sell high,

£ w the competition

empire-building while p

intoxicating; the ames capturing the Ca
talism-run-a era in which it was poss

two rascals lik nd Gould actually to cap-
ture the Ame Gold Market

S S S S B S S SRS SEEEESEEEESEESESESESEEEESS &S S S S S S,

make the vehicles fictinnalized versions of that
era’s most-prized muscle cars, and set the whole
thing to an original, 1970s-style funk soundtrack.
On top of all that, its single-player missions were
tied together by a great storyline played outin
cul-scenes that seamlessly matched the in-game
graphics — and the multi-player action kept us
driving circles around each ather for weeks.

Beavis and
Butt-head in
Virtual Stupidity

VIACOM

hile it's easy to dismiss Beavis and Bitt-

head in Virtual Stupidity as a simple com-
puterized cash-in of MTV's popular cartoon duo,
we're confident there's rarely been an adventure
as uniformly playable or as lov-
ingly crafted as this one. Thaugh
it features all of the toilet humor
and sight gags you've come to
axpect from this clueless couple,
Virtual Stupidity really is-an hon-
est-10-goodness adventure game, with excellent
puzzles, a slick interface, and a story that is true
to the subject matter. Plus, it's downright funny,
with series creator Mike Judge providing the
voices for the boys as they attempt to join Todd’s
gang. It's a great piece of adventure gaming, and
we'ra nat the least bit ashamed in saying so,

-
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D-DAY 54 YEARS LATER
YOU THINK IT WAS HARD THEN?
TRY IT NOw.
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PC CD—-ROM Windows * 95 or ' 98
-
WWww.empire-us.com emplre
toll free - 1800 216 9706 IiNnTERBACTIVE

Go to www.pcgamer.com/request Product #189
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Immersive Gameplay!

You’ll Be Hooked!

Now available at a store near you!

Award Winning, A Wide Selection of Three 18 Hole Courses in  TrackSwing" Technology
Arcade Style Game Play Multiplayer Options a Variety of Environments Natural Mouse Swing
Go to www.pcgamer.com/request Product #322
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Alone in
the Dark

I*MOTION

ong before Capcom’s zombie-infested Resi-

dent Evilwas & twinkle in some demented
programmer’s eye, I-Motion set the standard for
computerized horror with 1893's
Lovecraft-inspired horrorfest,
Alane in the Dark. Though Alone
in the Dark's bone-chilling
atmosphere, attractive graph-
ics, and action-packed game-
play spawned several sequels,
the original remains the high-paint of the series
thanks to its spine-tingling storyline and creepy
mansters, As a Victorian-era detective hired to
investigate a haunted mansion, you begin to
unravel a nightmare world of ghostly apparitions,
otherworldly cults, and a long dead pirate. It
scared the bejeezus out of us, and we bet it can
still do the same to you.

Chuck Yeag
Air Combat

EL] {1¢ LRTS * & *

but none

sheer fun than thi

e (or sympathy), | < —
of flight instruction. Though obvi R "
graphics serve the action so
forget about mip-mapped ter
ators. Hot-sho 1ilat
but none offers mo

¥
in and 3D ac
bound th f
f-the-pants dogfight
pleasure than this golden oldie

Red Baron

SIERRA

erial combat up close and personal, from

the era when real men eschewed para-
chutes and organized murder still wrapped itself
in & cloak of chivalry — Knights of the Sky
indeed! The sense of mano-a-
mano challenge is exhilarating.
The seven-year-old graphics
hold up surprisingly well, carear
modes are believable, custom
and historically based missions
galora give Red Baron terrific replay value. There
are fancier, newer, WWI ffight sims (including the
buggy, half-haked sequel, Red Baran (), but none
matches the original in terms of action, variety,
and ease-of-play. Dynamix got it all nght the first
time, but surewed up royally in the sequel. Sooner
or later, Red Baronwill of course be superseded,
but for the moment, it rules the skies.

. 2
Lemmings 20
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“Shortly after I got .
into PC gaming'in X
1991, I found S .
myself at the a N -
software store . 8 «

staring dumbly at
the shelves. The 8
salesman came over
and recommended
Railroad Tycoomn.
Having no interest
in the subject,
[ ignored him and
picked up the
forgettable and
nearly unplayable
H‘[)HL'{' 1889 instead.
After cursing my
stupidity, I went
back later and gave
‘that train game’ a
try. To this day, I
can think of no
other game that
captured my
imagination as well
as this one did.

Bravo, Sid!”

)
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ROB SMOLKA

ASSISTANT EDITOR
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“There’s never been
a game that was
more fun to play
than WarCraft I1.

Other games have
tried to be as funny

Or as engrossing or
as addictive, but

none have lived up

to the staying power

of this classic from
Blizzard. What
could be more
enjoyable than
pittingglorious
knights against
vicious ores? Throw
in plenty of quirky
humor, and you've
got yourself a
masterpiece. Other
games have since
appeared boasting
superior graphics
and other features,
but nothing will
ever be as much fun
as WarCraft 11

.‘ ‘."_?\

a

DEAN RENNINGER

ART DIRECTOR

Myt h

y suffocating under the

mass of sam: Mythis a breath of
fresh air. The winner of our Real-Time Strategy
Game of the Year award fo h proves

all the conventio sdom

surrounding RTS games wrong.

From its medieval setting pitting

humans versus the Fallen Lords,

to its revolutionary 30 engine,

Myth delivers a completely
innovative strategy experience on every level
The single-player game is a challenging, horrific
ride, and the variety of multi-player games on
Bungie.net prove that a real-time strategy game
can consist of more than just head-on combat.
This is a modern classic.
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NHL 98

* ok k ok |

A Sports has consistently generated some
of the most visceral and exciting sports
games around, with in-your-face style and fast
paced action — but the downside has often
| alism and

incredible NHL series, however
From its debut season in 1994 to
our current favorite, MHL 98, this franchise has
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Underworld 1, 11

ight-years ahead of their time, and still

regarded as some of the best roleplaying
games ever created, the two Ultima Underwarld
games brought the Ultima universe to life as

)
,' b The 30 engine featured ele-

dom, flying, ducking, and intensive roleplaying
elements, and amazingly all before Wolfenstein
30 hit the shelves! Blue Sky Software, now
known as Looking Glass Productions, created
these games with help from Origin, and for many
RPG fans, they represent the quintessential first-
person experience.

[5 % % % %

consistently deliverad the lightning-fast action of
hockey with convincing and addictive results.
The 1998

From the broa

the most ente

Ultima

ORIGIN SYSTEMS

never before, putting the player
in the first-person boots of a
dungeon-crawling adventurer.

ments that had naver been seen
before — six degrees of free-

carnation bolstered the action-

newly added coaching opt
lerated graph

runchin
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“What a Sensation. The Ultimate Per4mer " Offers the Greatest
Horsepower, Torque and Force Effects of

Any Force Feedback Wheel I've Ever Used.”

nthory
[azz??

-
What does engine r gEJ i P
peisis EONSEACK.  mpms
Everything! E" ' Y

14 g: Ji n ﬂ E

Bigger engines deliver T E L' H N
bigger horsepower, torque

and the ultimate in force Andretti Racing
effects. , & Daytona USA™
The Ultimate Perémer" A Deluxe Included
Force Feedback® Racing

System houses the largest
engine and includes the
most rugged foot pedals
of any product available.

The Per4mer" Specs
Beat Everyone
Hands Down!

Engine: 18 'fpmdfb

Torque: 3.9 foot 'bS. g

RP:\ 1245 rpm
1335w

ans ss'ml‘.\':‘e
T Belt DO
Forrt AL gpeet
\‘1 “‘\t.s" ¢ ‘\‘\g\\ u\sew
plec'd ‘o"e"so\\et & 200"
‘DU°\? cov® e
“!:;00\0"@“

Move over Microsoft, Thrustmaster
and ACT Labs. You all use smaller
engines. Was it to save money?
Smaller engines generate far weaker
force effects reducing the excitement
and realism! Don’t be fooled. Bigger
names do not mean better products.

Twice the power, stronger torque,
better road grip, superior handling,
precision steering, quicker response
time, and the most rugged racing
pedals. This is why we named it “The
Ultimate Per4mer” Force Feedback
Racing Wheel.”

L
___Available At:
l!"’” i
Anather fine product by SCET Ine. Al rights reserved.
*i-Force™ Force Feedb Tach 1 d from
Al are the y of their




Have You been to

Welcome to the place where millions
of people have already found success.
The place where you can hunt

through about half a million items,
(thAt's a lot of Stuff!)

where it's always the fun of the auction,
(YOU set tHe price!)

and where you're dealing with someone
who loves the same stuff you do.

(who knows?
You might make a friend!)

Welcome to eBay.

The online auction with 80,000
new things to see every day.
[you wouldn't want to miss a day!)

here's how i ;
You Get tuere This is the one you've been hearing about —

where millions of registered buyers and
sellers get together to do business.
(what are you waiting for?)
—-WWw.ebay.COl'n So try it out — because even if
and click on
Computers

you could find it somewhere else...
what fun would that be?

yoUr personaL trading Coymunity™

L1098 eBay, Inc. All rights reserved. Designated trademarks and brands are the property of their respsctive cwnar. aBay is nol sponsored or endomed by Appls, inc.

Go to www.pcgamer.com/request Product #180
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sor, Panzer Genaral Il
The well-honed inter-

there is plenty of depth to hold the veteran wargamer in thrall. Superbly
realistic and colorful graphics provide an aesthetically
pleasing you-are-there ambience. Campaigns really feel
like campaigns as you try to nurture your “core
an elite legion. The built-in sense of roleplaying (“Look,
o 3 Ma, I'm a real field marshall”) seamlessly reinforces your
battlefield persona. Single battles range from easy con-
v ‘ = quests (early in the game), to tactical challenges that would test the merits

= I Rommel. This game seduced thousands of non-wargamers, making it a
c “ crossover” title without precedent, A landmark product in every respect.

Battlezone
ACTIVISION

ctivision’s skillful reworking of the classic arcade tank game turmed
out to be one of the most refreshing games of 1998, delivering jaw-
dropping graphics, a slick interface, and lots of action-packed gameplay —
but the most surprising thing was how it went so much deeper than just a
graphic reworking of its twenty year-old namesake. An
artful hybrid of action and strategy, Battlezone triumphs by
. putting the player in complete control over the battlefield,
I 6 managing resources, deploying defenses, and directing
troops all from the cockpit of a hover tank. While the com-
bination of controls could've proved tricky, the simple and
effactive interface proves to be one of the game’s strong suits, allowing
players to dive headlong into battle or build their bases with equal ease
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, when a game is repeatedly delayed, the final product turns out *
to be an unfocused mess. Thankfully, Unreal turned that unwritten *
rule on its head. The moment it was released, it set a whole new standard *
for graphics in the 3D action genre. The colored lighting, the high resolu- +
tion textures, lens flare, and a host of other visual effects *
all create a true "ooh” and “ash” experience. But beyond -
the pretty pictures, Unreal presents an excellent single- *
player experience, showcasing outstanding Al, innovative *
weaponry, and some of the best level design seen to *
date. The addition of automated DeathMatch ‘Bots and a &
level editor ensure that Unreal will have a very long life indead. *
*
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Command & Conquer:
Red Alert

WESTWOOD STUDIOS

eal-time strategy has been one the liveliest, most fiercely compaetitive -
genres of the last two years, and yet in the eighteen months since the
publication of our last Best 50 Games Ever, only one RTS title has
appeared that deserves a higher placing than Red Afert. That speaks vol-
umes for the classiness and longevity of Westwood's
Command & Conquer prequel, a perfectly balanced and
action-packed epic that functions brilliantly in bath the 3
I 4 multi-play and the solo campaigns. A strong storyline and L
plenty of characterization add to the enjoyment, but the
main reason to dive in is simply to enjoy some of the
finast real-time strategy gaming ever designed.

>
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“For anyone who's
tried it — and too
few have — Realms
of the Haunting has
to be one of the
best computer
adventure games
ever made.
Unfortunately; it
didn’t make it on to
the Top 50 list,
despite my protests!
[ts frightening
story, terrifying
environments, and
exquisite use of
full-motion video
made it one of the
best adventure
game experiences
I have ever had.
Download the
133MB demo from
our FTP server
(if you can) at:
fip.pcgamer.com/
demos/rothdemo.cxe.
You won't regret it!”

MICHAEL WOLF

PDISC EDITOR
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Longbow 2

JANE'S COMBAT SIMULATIONS

ast ime we did a list of our all-ime favorite
games, AH-640 Longbow was the top-
ranked sim. Since then, Jang's
combat simulations has given us
I o) Longbow 2, a combat helicopter
< simulation that's bigger and bet-
ter in every way. And yet, as
sophisticated as it is, this is the

Links LS’

ok A ( OO FETW

already excellent for the 98 edition?

an enhanced color palette, quicker
screen re-draws, more camera angles, and built-
in TCP/IP

Simple

support

] play this latest varsion, you'll
quickly see why.

* dk k k Kk &k ok ok ok ok ok ok ok ok ok ok ok ko Rk ke ok ok ko e ek K

air combat simulation we recommend most to
people who are just getting into sims — a series
of ingredible hands-on tutarials make it that
easy 10 learn. This game strikes the perfect
balance between realism and fun — and its
campaign model and multi-player support are
examples that virtually every other sim devel-
oper should study.

Sam & Max
Hit the Road

LUCASARTS

our years after its release, this is still the

best graphic adventure for the PC, hands
down. It's also the funniest, owing to the fact
that it's based on the truly hilarious Steve Purcell
comic strip. Sam’s a trench-
coat-wearing dog, and Max is a
cute but homicidal bunny —
they're freelance police and
members of the Coalition For the
Responsible Abuse of Lethal
Farce. The game follows them on a cross-coun-
try search for a wayward sasquatch who's
skipped out on the local carnival freak show. If
the premise sounds weird, you should see the
game. It's a hoot

10
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EXTREME WARFARE

A. Wage war in this 30, real-
fime acfion gamel
WIND%\.L}FS CD ROM
Broderbund

$49.99

INDOWS CD ROM
g‘roderbund =

$44.99

RIVEN: THE SEQUEL
TOMYST
A
Codie awards and the best-
sslling game of 1897.
Broderbund
$49.99

JAZZJACKRABBITT 2
wmmum

WiNDOWS CD ROM
Epic Megagames
$29.99

AGES OF MYST
E. The CD-ROM
that set naw ds in
mmm-ﬂ

storytalling.
WINDOWS CD ROM
Broderbund
$59.99

EHTREME
WARFARC




MADDEN 99
Al The best looking, best

sports game ever cre-
m“&m new motion anima-
tions for authentic NFL moves,

WINDOWS CD ROM

Electronic Arts
$39.99

B
991ls 1o
and play irnpousﬂie mnp;;?nup

WINDOWS CD ROM
Electronic Arts
$39.99

NCAAFOOTBALL 99

15N
\

GE-NIOOTN |

ailabie now!
g al o price ‘ o
mmh‘(‘. ||L'l'l“e championship
WlNDOWS CD ROM
Electronic Arts

$39.99

EGER Woons 99

Golf, Tigar style. He has
changed the game
played on mm and n:w
on the computer.
WiNDOWS CD ROM
Electronic A

$39.99
TRESPASSER

WINDOWS CD ROM
Dream Works

$49.99
NEED FOR SPEED Il

WINDOWS CD ROM
Electronic Aris
$44.99

ULTIMA ONLINE
S!:Cﬂ% il'

G. Discover a living world cre-
ated from the nexus of flantasy,
ion-and adventure.

gINDOWS CD ROM

rigin
$49.99

F-16/MIG-29 BUNDLE
H. The best air combat bundie
of all time.

WINDOWS CD ROM
Novalogic
$49.99
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MOTOCROSS MADNESS
A. Stunis and gnd on two
wheals! e
WINDOWS CD ROM
Microsoft

$49.99

gﬂﬂﬂl ASSAULT

Microsoft
$39.99

FLIGHT SIMULATOR 98
C. The world leader in fight
simulation takes you to new

levels,
WINDOWS CD ROM
Microsoft

$49.99

Tuck 1
of the three best selling auto
racing simufation tames during

the last year.
WINDOWS CD ROM
Microsoft
$49.99

SIDEWINDER
PRECISION PRO

E. 16 programmable button
functions and l‘ugfadgfl-opu-
cal technology. spead
& accuracy fo maka every
gama your game.

PC JOYSTICK
Microsoft

$69.99
SIDEWINDER
GAME PAD

with the simuftaneous
precision of a yad,
PC JOYSTICK
Microsoft

$29.99
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DARK FORCES

A. The Empire is creating a

doomsday army-one that, if
finishad, will become the final
cog in the Empire’s arsenal of
lemmor and domination.
WINDOWS CD ROM
Lucas Arts

$19.99

REBEL ASSAULTII

B. Significant improvements
to the famed Rabel engine,
making it an experiance more
than a game

WINDOWS CD ROM
Lucas Arts

$19.99

GGRIM FANDANGO

C. An epic tale of crime

and corruption in the land of
the dead.

WINDOWS CD ROM
Lucas Arts

$44.99

JEDI KNIGHT

D. iyl Katam returns to
Iearn the ways of the Forca.
Will he succumb to the te
tation of fhe dark side or wi

good prevail?
WINDOWS CD ROM
Lucas Arts

$49.99

CYDONIA

E. 30, 5 CD-ROM gane. the

strongest soifi adventure

years,
WINDOWS CD ROM
Dreamcatcher

$39.99

|
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[ STARWARS
dJ REBEL
"N g Assaur
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Go to www.pcgamer.com/request Product #1689
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[‘ he secret behind this huge real-time strategy hit is simple: Blizzard
already great game, the original W , listened closely to
gamers who were playing it, then incorporated virtually every improve-
ment those loyal fans suggested. The result is a sequel that isn't just more
of the same; bigger and better in every way. With its
fantasy trappings and off-kilter humor, it also has more
atmosphere and personality than any ten other real-time

strategy games put together. Blizzard's own StarCraft has
surpassed it in many ways, but there'll always be a warm

place in our hearts for WarCraft /i, E--
m-----

X—COM: UFO Defense

MICROPROSE

o
N ;'?V our years after its release, MicroProse’s tum-hased masterpiece X-COM.
gy % fase ".;' . Ca [ UFO Defense still manages to seduce deadline-weary PC Gamer
| i e A _"- > - editors with its timelessly addictive gameplay. As the unseen director of
154 g - an independent fighting force known as X-COM, you must
T s deal with eliminating a growing alien threat by intercept-
- ) ing UFO incursions, building bases to house research
(S teams, technicians, and soldiers, and researching alien

technology to use against the ever-present threat. The

heart of the game, of course, is its squad-based gameplay
against the aliens themselves, and this nail-biting tactical game can still
make even the most hardened armchair general jump in his or her seat

Heroes of Might
and Magic II

*kkxx NEW WORLD COMPUTING %% %%

his is the most dangerously addictive turn-based strategy game in the P :
history of PC gaming (with the possible exception of Civilization Il). It - - T 7
has all the qualities of all those “just-one-more-hour” games we've sunk so
much time into over the years: a deceptively simple surface that beckons you = &
in, and amazingly complex inner workings that keep you - W
playing as one new wrinkle after another reveals itself mq
Heroes Il came out in late 1996, when the real-time strategy
boom had aiready built a good head of steam — but it CLICH 7O Lonp
proved without a doubt that turn-based strategy can still be
]

every bit as entertaining and engaging.

System Shock

f all the games on this “best evar” list, Origin's System Shock may be
nne of the highest placed, but it also holds the unfortunate distinction
of being one of the least known and least played. Criminally overshadowed
by the Doom craze when it was released in 1994, this science-fiction adven-
ture had all of the ingredients to become a blockbuster, yet
for reasons unknown, met with lackluster sales:
While it may not have burned up the sales charts, this
6 amazing first-person action adventure guickly earmed our
respect as one of the finest games ever due to its seductive
game design that blended a fantastic storyline with mean-
ingful, suspenseful action in a way that has rarely been equaled. Brought to
life with impressive graphics and great controls that were years ahead of its
ume, System Shock is still worth a look today — if you can find it
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ally been more like a meltdown,
ry game company in the business
has rushed to market with their
own (mostly mediocre) attempts
to cash in on the phenomenal
success of the Command &
Conquer and WarCraft series.
But in this genre like any
other, the cream has a way of floating to the top,
and like id in the 3D shooter realm and LucasArts
in the adventure arena, the early pioneers, in this
case Westwood and Blizzard, have fought off the
compatition and remained at the top of the heap.
After Westwood's
Red Alert stole much of
the attention away from
WarCraft ll, it was Bliz-
zard's turn to return fire.
The company certainly
took its time with the
much-awaited Star-
Craft, including a major engine overhaul early in
the project But the extra care and attention lav-
ished on the project proved worth it, resulting in a
game that was so much more than the "Orcs in
Space” game many were expecting. Aside from an
impressive new isometric layout and all the won-

TIE Fighter Collectors | ...
introduction to
CD-ROM both the fantastic

hile it takes a slight drop down our list
from its previous number one spot, Lucas-
Arts’ amazing space combat simulation T/E
Fighter is still one of the most highly regarded
games here at the PC Gamer
offices — the force is definitely
still strong with this one.

4 Released little more than a year
after X-Wing brought the big-
screan starfighter batties home

to the PC, TIE Fighter quickly outpaced its prede-
cessor by refining the interface, presentation,
and overall quality to a razor's edge.

However, the real
surprise came from the
narrative twist, Played
from the side of the
Imperials, T/E Fighter
put players in the cock-
pit of the bad guys.
scouring the galaxy for
the hated Rebel Alliance “terrorists” — but the
difference was more than cosmetic. Flying
unshielded and lightly-armed Imperial craft
against heavily-armored Rebels and pirates gave

LUCASARTS Ultima series and
4 a genre I'd
' completely missed.
E ’ It also showed me
: »
-3 § r—re s how greal games
\ g r: . .
\ J <
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“While the

B advanced engine

drous presentation we've come to expect from
Blizzard, StarCraft’s main triumph was gate
three unique and very different warring races, and |] ne of ( ” F-HIH
then balance them brilliantly so that the gameplay :

changes drastically depending on the races you [ ..i 1 !( " 1,(”_1{] are ;
«

and moral story

and your opponent choose to play. Terran versus

Terran, for example, is a vastly different experi-

ence to Protoss versus Zerg. The manifold game-
play combinations make
for a strategy game that
continues to evolve and
surprise many months
after its release, and that
currently represents the
state of the genre’s art

greal reasons 1O
enjoy this classic,
the reason I chose it
as my stand-out
game from the Top
50 is that it showed
me a side of gaming
| had been reluctant
to delve into. I hate
to admit it, but |
wasn’t always a big
fan of roleplaying

games. Yet, UU

could and should

S\ g“ O be made.”
¥ A

players a new-found admiration for those black- ‘
suited TIE jockeys from the movie trifogy. Addition- 4 :-*
ally, TIE Fighter made the most of its Star Wars -
connection with a robust selection of training exer- -

cises, missions, and campaigns that sent players

dogfighting above such familiar pop icons as Star l

Destroyers and Corellian Cruisers; and in doing so

imbued the game with almost unlimited replay TODD VAUGHN
value. Now updated and looking better than ever
as part of the recently released X-Wing Collector DEPUTY EDITOR
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Deatns the only reward for chose whofal.

BeHind you lie tHe gates to tHe strongHold of New Jollis, the
largest city in All of SoutH Vormis. You stand in tHe central
ouArter before tHe legendary Big Rocs’ Cafe. THe Duke

HAs declared A state of maArtial law until thHe brigands

tHAt HAve been terrorizing His IAnds Are defeated.

Great ricHes And fAme AwWAIt tHE Heroes tHAt

succeed, And tHeir names sHaAll be

sung by troubAdours

tHrougHout

tHe land.

RUBIES of EVENTIDE

Adventure and Glory
AWAIt you in tHis RAadicAl
New Online Role-playing GAmMe.

® Over 200 Race/Class combinations

® Scores of sHops witH tHousAnds of items

® Intricate plot lines, not just HAck ANd slAsH

® Sce wWHaAt your cHAaracter sees in A 3D world

® Hundreds of magic spells tHAt you cAn Alter to
Suit your needs
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Quake II

*kxkx [D SOI

7 In the year since its
| to the groundbreak-
PC's most competitive
shed multi-player car-
nage to new levels, and
attracted a community following
unrivalled by any other PC
game. With dozens of hard-core
web sites updating daily with
news of new player-created
characters, levels, weapons, game rules, and
other modifications, Quake /I's legions of users
have elevated the =
game to almost sur-
real levels of popu-
larity and devotion,

ing Quake h
genre into o

practically a reli-
gion.

The reason?
Even in the face of countless clones and cash-
Ins, Quake Il remains the fastest, most action-
packed, best 30 shooter aver, combining eye-
popping graphics with firefights so bloodthirsty
and intense that the more heavily occupied
Internet levels resemble some kind of online
slaughterhouse. But through all this carnage,
Quake Il retains a masterful balance of level

ARE %% % %

design and weaponry which ensures that play-
ers with talent and guile will always beat out the
sledgehammer tactics of all-guns-blazing mani-
acs. On the solo front, Quake II's single-player
game may not be as well-crafted as, say, Unreal
or Jedi Knight, but its design is still strong and
its atmosphere has a genuinely creepy “what's-
around-the-next-corner?” feel

There may be a ggme amongst the upcom-
ing batch of "Quake killers™ with the balls and
the brains to beat out Quake //, but until that
happens, id's gun-happy masterpiece is the most
sensational and subtle shooter ever, and one of
the best games of any type ever created.

Civilization 11

MICROPROSE

here are few games that can be consid-
arad a genuine masterpiece — Sid Meier's
Civilization Il'is one of them. It's so much more
than just a sequel; it takes the original Civiliza-
tion design and updates the feel
of the game, retooling it with
expanded options, and in the
2 process creates something
immeasurably supetior to the
original; a feat once considered
impossible. A blending of history and fantasy,
Civilization I takes the player on a tour of
humanity's greatest triumphs and its most dev-
astating tragedies. Never before or since has a
game attempted such reach, such scope, and
pulled it off so seamlessly.

Beginning
with little more
than a tiny band
-— of settlers, the
=== &3  player must

slowly raise his
small tribe up
war— out of the muck
EEEREEE S turn it into a
civilization that will take to the seas, the skies,
and eventually the stars, Along the way, the
player has control over his or her empire, which
extends to quite staggering levils of intricacy
and depth — the civilizations players create
effectively become living things. The result 1s a
game that pulls you in so deeply that you'll lose
all track of time, forgoing sieep, food, friends,
and yes, even TV

It any one game can be held up as an
example of game design as an ant form, Civiliza-
tion Ilis that
game — intelli-
gent, engrossing
and entartaming
e beyond com-
pare, it's one of
the finest anistic
achievements of
the last decade.

-
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have imagined the

rev@lution that id’s
mleh d started —

e loo busy

@ Nazis!

urapl'ﬁts and n®
multi-play,
Wolfesistein 31 no
longer compares.to
the likes of Unrenl
or even Doomn, aned
so it didn’s make
this ‘Top 50. But its
cool story and those
satisfying screams of
‘Mein Licben!” as
you plugged
another book-
burner made this
one of the most fun

games of its time.”

GARY WHITTA
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Jedi Knight:
Dark Forces I1

* Kk xk LUCASARTS **x xx%x

S‘ ome uncharitable folks will no doubt grouse that Jedi Knight has an

./ unfair advantage. That we only chose it as our all-time favorite game
because we were dazzled by its sights and sounds, by its music and set-
tings — all taken from three of the biggest hit movies of all time,

But if that's the secret of Jedi Knight's
appeal, then why do most games based on box-
office blockbusters fall flat? Why did the Jurassic
Park and Men in Black games suck? Because a hit
movie license isn't nearly enough to make a great
game. No, it's not the Star Wars elements that
make Jedi Knight great — it's how the game’s
designers brought those elements to life.

Even though it doesn't feature any of the characters that appeared in
the film trilogy (unless you count all those stormtroopers), Jedi Knight cre-
ates the sensation of “playing the movie” better than any film-inspired
game we've ever seen. It's not just the familiar sights and sounds, although
it's certainly stirring just to fire up a lightsaber and hear that unmistakable,
menacing hum, or fire a blaster at rank after rank of stormtroopers, all
while some appropriately rousing or tense bit of John Williams' Oscar-
winning orchestral score plays in the background. All these cosmetic
touches are handled beautifully, but Jedi Knight's appeal goes beyond all
that, right down to something as basic as the game's level design.

A big part of the Star Wars mystigue is the movies’ old-fashioned,
swashbuckling atmosphere. People
seldom walked in these films —
they sprinted, they swung on ropes,
they made daredevil leaps...it was
less like a science fiction movie
than a 1930s adventure flick. And in
order to finish Jedi Knight, you'll
have to do a lot of that Errol Flynn-
type stuff yourself. Anyone who's
played the game to completion is

bound to have memories of harrowing
moments that felt more like something out of
a movie than the usual run-and-gun of less
inspired first-person shooters. Who can for-
get the moment when the hero, Kyle Katarn,
crosses a dizzying abyss between two Impe-
rial buildings by riding the gusting air current
from a huge ventilation tube? Or the last-
second run and jump to get Kyle onboard the
bad guy's ship before it leaves the fueling
station? Or the heart-stopping sequence that
has you running through Jerec's damaged
ship while it disintegrates around you, with
only seconds to find a way out before it
smashes into the planet below? These are
Star Wars moments, but you get to do ‘em
yourselfl That's brilliant level design, folks.

Jedi Knight's single-player game is also bolstered by a coherent story
that unfolds in some pretty impressive video cut-scenes. In this game,
you're not just running through mazes that all look alike, in search of an exit
— you always know exactly what you're trying to do and how it relates to
the story. And each level has its own distinctive design, indoors and out. If
you're in a fueling station, it by-god looks and sounds like a fueling station,
and not a bit like the Imperial Palace you shot up earlier in the game.

The inability to set up dedicated multi-player servers that gamers
can join and leave at will has kept Jedi Knight from being the kind of ele-
mental force on the Internet that Quake and Quake Il have become, but
this game has some very strong multi-player support. The lightsaber and
Force powers make a Jedi Knight deathmatch very different from other 3D
shooters — and Jedi Knight also shipped with a very well-designed game
of Capture the Flag:

More than any other game in recent memory, Jedi Knight is the one that
never fails to impress even our non-gaming friends and family, That's probably
because it's such a class act from start to finish that even people who know
nothing about PC games can tell they're looking at greatness. It's a fantastic
game, and one we never hesitate to recommend to any kind of gamer.
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The future of games is online.
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AS MIANY OF THE ESTABLISHED “BIG-
NAME” DEVELOPERS BECOME TOO LARGE
AND UNWIELDY FOR THEIR OWN GOOD,
SOME OF THEIR BIGGEST TALENTS ARE
BECOMING DISENCHANTED AND LEAVING
TO FORM THEIR OWN INTREPID NEW
TEAMS. WILLIAM R. TROTTER MET WITH
FOUR AMBITIOUS YOUNG START-UPS WHO
HOPE TO CARRY THE PC GAMING TORCH
INTO THE NEXT MILLENNIUM.

MONOLITH
T

PLANET MOON
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CAN A PLUCKY HANDFUL OF FINNS ™ REALLY TURN THE WORLD

GANME IS MAX PAYNE, DON'T BET AGAINST THEM...

Fnte

U's a long, long way, pardner, from Garland,

Texas, to Helsinki, Finland (where the

weather, to put it mildly, is far more con-

ducive to human existence this time of

year], but the partnership between 30
Realms and Remedy Entertainment bridges the
distance quite nicely.

30 Realms is, of course, the creator of one
of gaming’s most popular and outlandish char-
acters, Duke Nukem. Remedy Entertainment, a
brash but highly ambitious young Finnish com-
pany, is dedicated to producing high-octane
action games that will aim for the same die-hard

wn proprietary engine bullt specially for the game, Max Payne may just have

action/shooter audience that gobbled up the
Duke with such bloodthirsty relish. Both compa-
nies are now affiliated with G.0.D., the Gather-
ing of Developers, a revolutionary cooperative
of some of the best-known virtuoso program-
mers in the industry. No development has
shaken the PC gaming industry so violently
since the introduction of the Pentium chip.

But the story of 6.0.D.'s formation has
been told elsewhere, And American gamers
are, by now, quite familiar with 30 Realms and
its amazing success story. If American gamers
know Remedy at all, it's probably because of
the legal thunderbolts hurled at the small
Finnish company by LucasArts’ stable of
pit-bull lawyers, who recently threatened
dire legal action if Remedy did not change
its corporate logo — a stylized eyeball
that bore a passing resemblance to that
of LucasArts’

Well, so does the DWANGO logo,
not to mention Melbourne House in Aus-
tralia, and God knows how many other
small companies. Coincidence or rip-off?

il chops to out-wow Quake If, SiN, Unraal and all the other 3D shooters
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Remedy's first effort, Death Rally, was
released as shareware. It was good
enough to catch the attention of many
industry folks, including Apogee

Doesn’t matter, really, according to Remedy's
president, Samuli Syvahuoko. “We made a
decision to change our logo long before
LucasArts’ claims,” he says. “We've never
really thought that our logo properly reflects
our corporate image of being a die-hard action
game developer. Our original plan was to
launch our new logo at ECTS in September.
Now, we're simply accelerating the process a
bit.” Visit Remedy's website www.remeady.fi
and you'll see a big “Logo Censored” notice.
But by the time this feature sees print, the new
logo should be in place and it won't look a bit
like the Big Brother eyeball Lucas is so keen
to protect

So who is Remedy Entertainment and
what can we expect from them in the future of
an industry whose paradigm is currently verg-
ing on sheer anarchy?

Syvahuoko started out as a demo-fanatic.
He loved to watch them, and design them, and
he had a small circle of friends who were
exceptionally good programmers and graphic
artists. When Syvahuoko graduated from busi-
ness school in 1995, he discussed with his
cronies the commercial viability of starting a
game development company (Finland was not
exactly brimming over with them). Syvahuoko
and friends decided that it was high time Fin-
land found its place in the sun in the worldwide
community of PC games. Remedy was founded
on August 18, 1935, and now employs 19 people

The little company struck paydirt with its
very first product: a top-down racing game
called Death Rally that took 13 months to
develop from start to finish. The demo made
the rounds; some 20 publishers looked at it
before Apogee signed it up. Apogee released
a shareware version that was a huge success




Boasting realistic weapon affects right down to the flying shell casings, Max Payne promises to be more brutal than most 3D games

-

(it was number one on the Happy Puppy Topi0
list for 13 straight weeks. Scott Miller, head of
30 Realms, describes it as, “a perfect warm-
up game for a new company; a small, tightly
focused project for a new team of develop-
ars,” he says. “In my opinion, it's still the best
top-down mini-car race game, much more fun
to play than Micro Machines.”

Retail marketing of the game was han-
dled through GT Interactive, and was a
respectable success, selling approximately
80,000 copies. Syvahuoko thinks it could have
sold a lot more, but admits, "we gave away
too much in the shareware version. But all in
all, Death Rally was a great start for us,” he
says, "It proved to us, to Apogee, and to the
outside world that Remedy can finish what it
starts, and can be counted on to create games
that are both high in quality and loaded with
action-packed fun.”

While Remedy was gearing up for its
next game, Max Payne, in the summer of 1997,
it was approached by VNU Business Publica-
tions, the largest European publisher of busi-
ness-oriented computer magazines. VNU
asked Remedy if they could produce a 3D
benchmark for their Labs Division, a measure-
ment tool for their reviews of 3D accelerators
The application, if successful, would also be
included on the CD that's bundled with VNU's

is told via
at are d

The Max Payne storyline

comic-book interlude

s grtty, t

: .
magazines — with a Europe-wide circulation
of 670,000 copies per month. It was, as the
saying goes, “an offer not to be refused.”

So Max Payne was set aside for three
months, while Remedy stormed into this new
venture. Code-named "Final Reality,” the bench-
mark was astoundingly successful; it quickly
became the de facto 30 benchmark app. and
was one of the most bundled pieces of software
in history: five million copies to date

Syvahuoko explains this phenomenal coup
thus: "It succeeded because we made the inter-
face very easy to use, and the benchmark
results easy to understand,” he says. "And it

just plain looked good in the way it presented
the actual tests on-screen (a sort of combina-
tion of fast-paced music and a 30 computer
game sequence). Basically, it filled an empty
niche and appeared on the market at exactly
the right time, when the whole 3D accelerator
phenomenon was taking off like a rocket”

“Final Reality” was, in fact, so success-
ful that Remedy (still a tiny company, mind
you), established a subsidiary in November
1997, called “Futuremark,” devoted exclusivaly
to demo creation and 30 benchmark technal-
ogy. “To date, Futuremark has created two 3D
demos for well known 30 card manufacturers
to use as showcases for the new hardware.
However, as its main project, Futuremark is
developing 3D Mark,” which is the first true
‘Gamer's Benchmark," Syvahuoko says. The
product will debut this fall; interested readers
can check it out at www.3dmark.com,

“| would also like to mention,” says
Syvahuoko, * that we have put extra effort into
the creation of our game development tools.
We have a separate team working full time on
developing our own 3D engine and everything
closely linked to it. This way we can make
sure we always stay on top of the technology
curve. All our proprietary technology is collec-
tively called "Max3D', and it's the basis for
what you'll see in Max Payne — including



‘MaxEd’, which is a level editor that, we think,
is vary special. There are also many other
components, like the radiosity rendering and
the particle system.”

Max Payne promises to give the action-
shooter crowd something to cheer about. Max
is a hard-boiled detective, much more on the
order of Mickey Spillane’s tough-as-nails Mike
Hammer than Access’s soft-hearted Tex Mur-
phy. He's quick with his fists, his gun, and his
language would make Duke Nukem blush
Max has a lot of attitude, and with good rea-
son: some thugs slaughtered his entire family,
and Max intends to pay them back with inter-
est. Just to make things more interesting, Max
has just been framed for killing his own boss,
so he, too, is on the wrong side of the law.

To judge from the graphics we've seen,
Remedy's done a knock-out job of depicting
the seamy underbelly of New York City. Cut-
scenes are rendered in a distinctive graphic
novel style (you know: what used to be called
“comic books”), that reeks of gritty atmos-
phere — this is the Bad OI' New York that
used to scare tourists away in droves.

Plot twists abound — giving Max Payne
a depth and resonance found in few, if any,
existing shooters. As you try to out-gun the bad
guys, you'll uncover a government conspiracy,
stone-cold Mob gunsels, corrupt cops, profes-
sional assassins, and politicians who might as
well be wearing a “For Sale” sign

The level editor looks to be something
special, too. All levels will be 3D accelerated,
and radiosity lighting, along with particle sys-
tems, should give level-designers a degree of
fulfillment found in few, if any, competing titles.

Scott Miller of 3D Realms, says, “Max
Payne represents a new direction for 3D
action shooters not only by showcasing next-
generation technology, but more importantly,
by featuring meaningful characters, unpre-
dictable plot twists, and ultra-realistic environ-
ments. These features are unique in a genre
full of sci-fi and fantasy scenarios. We think
Max will be an extremely interesting charac-

Forget boring dungeons and crashed spaceships — Max Payne lets you dish out the hurt

on the actual streets and back alley

prn-day New York City. Do you feel lucky?

ter, one who may well kick off a new franchise
that will equal or surpass Duke Nukem.”

Syvahuoko echoes those sentiments. "We
are trying to fill a neglected niche,” he says.
“Manx is a third-person game, it's got a powerful
storyline, it's got all the violence anyone could
want in a shooter, but the biggest factor setting
it apart from other games in the 30 action genre
is the utter grubby realism of its setting. We
strongly feel that gamers have been playing in
dungeons and sci-fi castles long enough —
they're ready to take a bite of the real thing.”

In keeping with G.0.D.'s philosophy, Max
Payne will be released “when it's ready, and not
before,” Syvahuoko says. “It's more than a one-
shot game; it's the introduc-
tion of a set of characters
who'll be seen in future
games. Our goal is to develop
an interasting world of char-
acters and settings that will
branch into other merchan-
dising and media, the way
Duke Nukem is now doing.”

Interested in getting
the Finnish perspective on
things, we asked Syvahuoko
for his opinion of the near-
anarchic state of the indus-
try, and if he thought there
was a nascent revolution
underway in the way games
are created and marketed.
| “Yesl” he says. “The forma-
tion of the Gathering of
Developers marks a new
— era, and I'm extremely

_PC GAMER R 1

excited that Remedy can be part of it. From the
very start, we've been treated like rock stars,
just as Mike Wilson predicted. Everything is
going according to plan, maybe even better

“Being with 30 Realms and the Gather-
ing is a unique experiance,” Syvahuoko says.
“It gives us the opportunity to focus fully on
the development of our games, without worry-
ing about some Marketing Department Suits
telling us some crap about their "vision of the
game design".”

Having lived in Finland for an entire year
(six months of winter can turn the most dedi-
cated teetotaler into an alcoholic), | was curi-
ous as to the state of the computer gaming
industry in that remote (but exquisitely beauti-
ful and cuitured) nation.

“Well, at the moment, there are two
companies that can be taken seripusly,” says
Syvahuoko. “One is Remedy, of course, and
the other is Housemarque Games. So, really,
the ‘Finnish game industry’ is very, very small.
But we have artists and programmers as good
as any in the world, so there is great potential
for the future.”

In the meantime, thanks to the computer,
the population now has something to do during
those endless, sunless, winter nights. .. other
than drink and have lots and lots of sex. (Maybe
that's why | fell so nostalgic about the place. ..of
course, ahem, | spent my time reading Proust.)

With 3D Realms and G.0.D. on its side,
we should be hearing a lot more from Remedy
Entertainment in the future.

THE PC GAMER GENERATION NEXT

FEATURE CONTINUES ON PAGE 6
WITH A LOOK AT PLANET MOON.
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NOW FREE FROM THE SHACKLES OF THEIR FORMER
THEIR OWN RULES... AND ALSO MAKING A COOL NEW GAME...

f you visit the Planet Moon web site, you'll
quickly discover that these six guys (in
addition to having 100 years of collective
experience in game developing) have a
screwball sense of humor, Bob Stevenson,
VP and co-art director, states that his ambition
in life is “to live a Francis Ford Coppola lifestyle
along with other colleagues, adding Planet
Moon Wineries and Planet Moon Pictures to
the existing stable of exciting ventures.”
Naot such a bad set of priorities, come to
think of it
But for the moment, of course, Planet
Moon is concentrating on finishing its initial
release Giants: Kabuto, a decidedly off-beat
melange of fantasy, strategy, and butt-kicking
combat, and a deserved pick as one our predic-
tions for the Top 10 Games of 1999 (see last
month's issue). These guys have certainly
earned their chops in the world of 3D action —
many of Planet Moon’s members are former
members of Shiny Entertainment, where they
were instrumental in the creation of the hit MDK.
When we sent Planet Moon the ques-
tionnaire we designed for this feature, we got
a round-robin response from Andy Astor (vice
president], Nick Bruty (president and design
director), and Stevenson. Their replies cover
the territory so well that | see no need to para-
phrase. So hera's how the Q&A session went,
verbatim (well, almost)

PCG: WHEN AND WHY DID YOU
FORM YOUR OWN COMPANY?

ANDY ASTOR: The official starting date
was July 15, 1997. We did it for the usual rea-
s0ns, expressed so eloguently by the guys at
G.0.D. It was a chance for personal and pro-
fessional growth, an opportunity we just
couldn't pass up

NICK BRUTY: Making games for the big
houses generally means they end up owning
averything you create, while you get a small
cut off the top and are supposed to be grate-
ful. It was time to stop giving our work away
Our only regret is that we didn’t form Planet
Moon earlier and retain ownership of MDK
I've pretty much always been an inde-
pendent developer, and spent the majority of
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my freelancing at Probe Software. | think |
was the first artist they ever hired. It was
there that | met my friend Dave Perry. We con-
tinued to pump out games for Probe for sev-
eral years, then we got a chance to move to
California to work for Virgin Interactive.

At that time, development at Virgin was
still small-scale and a lot of fun. Unfortunately,
the company chose to follow an “expand,
throw lots of games onto the market, and sell,
sell, selll” Soon, the company started to feel
bloated and “corporate.” The office space
started being carved up into little Dilbertian
cubicles, and the atmosphere changed so
unpleasantly that we started referring to the
building as “The Death Star.” Things just
weren't fun any more.

The turning point came for me when the
development team created Aladdin in only three
months! A monumental effort. Shortly there-
after, it became apparent that our efforts were
not going to be rewarded. We had reached "the
ceiling” at Virgin, and it was time to move on.

| moved on to Shiny Entertainment,
which at that time was formed with just seven
people. The first year was great; MDK was
probably the most enjoyable project I'd ever
worked on, When | was put in charge of MDK,
| carefully hired people wha shared my vision
of & lean, mean, development team, But by the
time MDK was actually released, Shiny, too,
had succumbed to the bigger-is-better, crank
out more titles, make more bucks, etc. The
staff had grown from seven like-minded ideal-
ists to about 30 people, and the whole atmos-
phere had changed. The other guys had all
gone through essentially the same progression
of experiences and were suffering from the
same sense of disillusionment. That's when
we all got together and formed Planet Moon.

Our strength is focused on the creative
process of game-making; you can always hire
PR people and marketing experts when you
need them. We are determined to stay small
regardless of the financial opportunities that
might tempt us into expanding and becoming the
sort of company we rebelled against in the first
place. Of course, that might change when we all
get old and cynical or just desperate for cash...

PCG: WHAT'S PLANET MOON'S
OVERRIDING PHILOSOPHY? IF
YOU'RE SEEKING TO FILL A NICHE,
WHAT MIGHT THAT NICHE BE?

BOB STEVENSON: Planat Moon's philos-
ophy is simple: to make successful, original,
games that excite the hell out of us and, hope-
fully, lots and lots of other gamers. The types
of titles we're suited to create require 12-18
months of work. That's a big chunk out of any-
one's life. So we challenge ourselves by
designing games that are unique but will
hopefully be big hits, both commercially and
artistically. We're not trying to fill any particu-
lar niche — we just do whatever turns us on.

Even Kabuto won't mess with this little Smartie. He knows a valuable asset when he
saes it Protect and feed enough Smarties, and they'll reward you with power-ups.

New company, same unique visual
style; fans of Shiny Entertainment’s
MDK will recognize its influence in the
graphics of Giants

PCG: WHAT'S THE LATEST ON
GIANTS? IS IT NEAR COMPLETION?
WHAT'S THE RELEASE DATE?

ASTOR: Judging percentage of completion
is always a difficult task. In elapsed time,
we're probably two thirds of the way. But in
terms that are usually the yardsticks used by
the industry as a whole, we're at about 25 per-
cent completion. The discrepancy is due to the
acceleration curves and the fact that new
game development proceeds at a very uneven
pace — some days we're really cranking, and
then some days we're struggling over some
nasty little problem we didn't know we had 24
hours earlier.

Giants will stand out, | think (and the early
press response seems to confirm this) because
it's got great graphics and animation, and it
gives you three dramatically different races to
play. You want magic, we got magic. You want
weird and interesting new technologies, we got
‘am. You want to play as a savage brute, go
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right ahead and do it! Kabuto, for instance, is a
gigantic beast created by the Sea Reapers to
defend them. He's a treacherous monstrosity,
and ten times bigger than any other characters
in the game — he can, and often does, swallow
opponents whole. We're looking at an early
spring "99 release, and we won't cut any cor-
ners to make some bureaucratically-imposed
deadline. When it goes out the door, it will be
as bug-free as we can possibly make it

PCG: ARE WE SEEING A NASCENT
REVOLUTION IN THE WHOLE
PROCESS BY WHICH GAMES ARE
CREATED AND MARKETED? A
BACHLASH AGAINST THE BEAN-
COUNTERS WHO WANT THE GAME
SHOVELED OUT THE DOOR BY
THANNKSGIVING, EVEN IF IT'S STILL
BASICALLY A BETA VERSION?

STEVENSON: | think so. A lot of publishers
are realizing now, in much the same way the
music industry came to understand decades
ago, that it's far more potent to promote the
artists and the games bearing their names,
than the company logo. | mean, you don’t walk
into a bookstore and say, “Give me the latest
thing published by Random House.” And the
gamers, the ones who plunk down their hard-
earned cash for these products, are obviously
more interested in the people that create the
games than they are in the companies that
market and distribute them.

| think this industry is still too young for
the word “backlash” to be appropriate. This is
just a natural evolutionary phase. And the pub-
lishers who don't “get it” are always going to try
and shovel their crap games into the stores and
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pray to God that one or two big hits will carry
the financial weight of the mediocre stuff, It that
sense, it's analogous to the movie industry.

PCG: ANY FURTHER PERSONAL
OBSERVATIONS YOU'D CARE TO
MANKE ABOUT THE CURRENT AND
FUTURE STATE OF THE INDUSTRY?

STEVENSON: Well, judging by what we
saw at E3, this industry needs a big, fresh,
reviving shot of new ideas. Too many sequels
...too many clones

ASTOR: I'd like to feel that Planet Moon and
some of the other maverick new companies
are going to prove that you can avoid me-too,
cookie-cutter games and still create a com-
mercially successful hit. PR hype still does
work to a certain extent, although the con-
sumaers are finally getting wary. As long as Big
Money drives the industry, though, the overkill
hype will continue.

PCG: ONE LAST QUESTION: WHAT
ARE THE LONG-RANGE GOALS OF
PLANET MOON AND WHERE DO
YOU HOPE TO BE TWO OR THREE
YEARS FROM NOW?

BRUTY: This may sound strange, but we'd
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Does this Meccaryn have any idea wha
can't mean him any good, can he? Thi

s lurking behind him? That big, ugly mother

s could be a really bad day for him

like to be in about the same place we're in
now — but with more cash coming in, of
course. Creatively, we'd like to help raise the
public’s perception of what games can be.
How do we do that? Hell, we don’t know! But
part of the fun for all of us lies in the experi-
mentation. Expect to see some unusual and
groundbreaking stuff from us in the future.

THE PC GAMER GENERATION NEXT
FEATURE CONTINUES ON PAGE 152
WITH A LOOK AT RELIC.
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WITH ONE OF THE MOST ANTICIPATED GAMES OF THE YEAR
POISED TO MAKE ONE OF THE BIGGEST DEBUTS IN YEARS...

alking to Alexander Garden, presi-
dent of Relic, gives the impression
of speaking to someone much older
than his 23 years. He is articulate,
thoughtful, tightly focused on his
vision, and he doesn't use the word “cool” in
every other sentence. Evidently, the executives
at Sierra Studios got the same impression,
because Garden sold them on Relic’s initial
game, Homewarld, on the basis of two poster-
boards and an impassioned sales-pitch,
“When | was ten or eleven,” Garden
says, “| had a paper route — in Canada —
through waist-deep snow. God, | hated it. But
when | got paid, | made a magical journey
down to the local video game store. The feel-
ing | got when | walked in was incredible, like
setting forth to explore a new planet. And the
games were good — in those early Nintendo
days, they had to be because the graphics and
sound were so primitive. | still have fond mem-
ories of playing Matal Gear, Metroid, and all
the Zelda games. The untainted purity of the
game industry in those days was amazing.”

Nowadays, says Garden, when he walks
into Babbages and asks "Anything really good
come out this week?”, most of the time the
reply is “Not really.”

“Look at the statistics,” Garden says.
“Eight thousand titles released last year and
maybe five or six of them were really top-
notch! | know of one company that's issuing
sixty games next year, and | cannot believe

Every ship in Homeworld features
weapon systems and track and move
independently of the ship's main body,
adding to the realistic look

they don't realize that all but three or four of
them will be utter crap!”

Garden got his foot in the game develop-
ment door by submitting a totally bogus resume
to Distinctive Software (the Canadian arm of
Electronic Arts). Fortunately, his work on Triple
Play Baseball demonstrated to all that he had
the necessary chops to back up that rasume.
With a hit game under his belt, Garden’s career
was launched. Relic officially opened for busi-
ness, in Vancouver, on May 15, 1997 — with no
office, no staff, and a couple of borrowed com-
puters. Now the company has a 12,000-square-
foot office and 22 full-time employees.

“| started Relic because | want to make
games that give today's players the same
incredible rush | got when | was eleven,” says
Garden. “It's time to raise the bar, raise the
level of quality throughout the whole industry.
My inspiration is my good friend Peter
Molyneux; we share the same ideals, have
essentially the same vision. It's entirely possi-
ble that the salvation of this industry will come
from small companies like Relic, in partnership

I Relic hopes that the action in Homeworld will remind people of the massive interweaving space dogfights of the Star Wars trilogy
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with a publisher like Sierra Studios. The way
Sierra has restructured, forming smaller cor-
porate 'cells’ to work with groups like us, is a
paradigm whose time has come.”

Garden gets impatient when “creative
types” put all the blame on “The Suits.”
"Developers are always whining about how
‘they’ set unrealistic deadlines, micro-manage,
displayed ignorance of the games, etc.,” he
says. “The Suits are too convenient a target
for other factors that are wrong with this busi-
ness. Typically, you've got 30 people working
for two years to hit a moving target that's sup-
posed to perform flawlessly on 65,000 different
PC configurations. Frankly, not many develop-
ers can do that. But since not many develop-
ers have $5 million in their pockets, they have
to be funded by someone who has faith in
them. The Suits invest; they give you the capi-
tal to do something you'd enjoy doing anyway,
and they take the big risks. All they ask is that
you give them a decent product by a certain
date, and if it's a hit, they share the profits
with you. Personally, | don't see it as a bad
deal, and | think the whole phenomenon has
been blown way out of praportion.”

Sierra Studios has given Relic total com-
mitment; the funds, the marketing expertise,
and, yes, the time to fully realize Homeworld's
potential. And let it be understood that Home-
world was one of the few products demon-
strated at the last E3 show that towered above
the prevailing mediocrity.

Homeworld is classic space opera on a
heroic scale. "Yeah, it's real-time,” says Gar-
den,” but so what? We studied every good
RTS game out there and | think we've elimi-
nated most of the things people find annoying
about them. Even turn-based curmudgeons
are going to get sucked into this gamal”

Garden admits he's after a gosh-wow-
how'd-they-do-that? Star Wars effect, but the
real ingpiration for the game goes back to the
cult TV series Battlestar Galactica. Basic
premise; you're a8 member of a benign, peace-
laving civilization, dwelling on @ lush, utopian
planet. Over the span of a few centuries, you
notice another race starting to encroach on
your outer worlds. The aliens spurn all diplo-
matic overtures, nuke a few of your planets,
and drag you into a war you can't pessibly win

Then, they subject you to their version of
the Final Solution by packing your entire popu-
lation into giant ships and dumping everyone
on a remote world at the edge of the galaxy —
after first liguidating all your intellectuals, sci-
antists, artists, and teachers.

The survivors lose all but the dimmest
memory of their pre-holocaust civilization; all
that remains is a sentient crystal fragment,
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which assumes the form of an angel (a cross
between the Rosetta Stone and Joan of Arc)
This artifact points you toward your “"Home-
world” and gets you jump-started. After that,
you bootstrap your technology until you have
an armada powerful enough to take on the
aliens and win back your part of the galaxy.

The incredibly immersive, action-packed
30 battle scenes that PC Gamer saw at E3
were knock-outs. If this is what Relic means
by “raising the bar,” they certainly seem to be
on the right track,

Garden is reluctant to discuss other games
in the pipeline. "We won't demo anything until it

looks so good that people who see it gasp "Holy
shit’,” he says. But he did close our interview
with a very, very provocative prognostication:
“The amount of time and money it takes to
develop a good game in 1998 is four times what
it was in 1994," Garden says. “The amount of
work and financial commitment has increased
fantastically. Faster, in fact, than the industry as
a whole, and developers in particular, can keep
up with. The consumers’ expectations have
become decidedly unrealistic. Eventually, how-
ever, the technological curve is going to flatten
out; there'll come a time beyond which more
speed and processing power and graphics
acceleration simply won't make any discernible
difference, and that's when you sea the empha-
sis come back to gameplay, just as it was in the
days of Zork, when there were no technological
hassles at all.

“When we reach the point where every-
body has the same level of technological good-
ies to play with, it will be the Great Equalizer,”
he says. “Once again, the gamas will rule! We
at Relic would like to think of Homeworld as a
friendly challenge to the rest of the industry, one
that will nudge everybody in that direction.”

From what we've seen of the game,
“nudge” is an understatement.

THE PC GAMER GENERATION NEXT
FEATURE CONTINUES ON PAGE 157
WITH A LOOK AT MONOLITH
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THEY CAME FRONI NOWHERE! THEY HELPED CREATE DIRECT-X!

hen it comes to the

subject of new, ambi-

tious, independent,

start-up game com-

panies, the magic
numbers seem to be "6" and “7". That's proba-
bly the minimum number of developers neces-
sary to create a first-rate game and still take
care of the less entertaining, but all-too-neces-
sary chores of running a viable business

So Monolith, too, comprises seven peo-
ple: CEO Jason Hall, and fellow game-lovers
Bryan Bouwman, Brian Goble, Toby Gladwell,
Garrett Price, and Paul Renault. All have many
years of hard-won experience in the industry,
gained by putting in plenty of blood-sweat-toil-
and-tears hours of work for such companies
as Broderbund, Swifte, SSI, 3D Realms,
Squaresoft, Sierra, and Microsoft.

The company’s ultimate goal is not mod-
gst; as it states at the head of its web site: "We
want to raise the standards of entertainment
through multiple mediums — software, music,
soundtracks, movies — you name it, we can
do it, and do it better than anyone else.”

Tall words, but then, Monolith’s track
record (for a company only three years old), is

JUST WHO ARE THESE GUYS, ANYWAY?

ramarkable — let's not forget that this is the
company that came from nowhere to surprise
everyone with Blood, one of the better (and
certainly one of the most gory) 3D shooters of
1997. As a result of its success with that title
(a sequel is now in the works), it has managed
to lure some potent talent away from the secu-
rity and relatively high salaries of more estab-
lished companies in exchange for the risks of
do-or-die independence. The reason is simple,
and it runs like 8 Wagnerian leitmotif through-
out all the profiles of small companies found in
this issue: creative freedom. CED Jason Hall
explains it this way: “We empower our
employees, giving everyone a stake in the
product,” he says. “Sure, we have artists,
engineers, game designers, testers, webmas-
ters, the usual cast of characters, all of whom
have specific and important roles in the com-
pany. But everyone throughout the company IS
also encouraged (and believe me, they dol) to
participate in the development process. We
are all hard-core gamers, and we make games
for a hypercritical audience — ourselves!”
The working motto seems to be: If it
sucks, tell somebody! If it's lame, speak up!
Maturally, this kind of give-and-take puts an
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The top-down action adventure Gat
Maeadieval, reviewed this month on page

h's tribute to the Atari

occasional bruise on somebody’s ego, but
everyone is committed to company-wide excel-
lence to such a passionate extent that if the
whole team ends up being happy with the final
results, chances are the consumer will be, too.
Several of Monolith's founders became
friends early in their careers, when they were
working for an educational software develop-
ment/publishing company. The products they
helped to create were good enough
to win several industry awards and
accolades. But generally speak-
ing, all were in agreement
that creating childrens’
educational software
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was not challenging enough; and it sure as
hell wasn’t as much fun as doing creative
work for an adult audience. Says Hall, “Curi-
ously, though, what we all found inspiring
were the cool European 'demos”™ we down-
loaded from the 'net. Demo groups like The
Future Crew’ and Triton" were pushing the
graphics envelope as far as it was possible to
do, given the PCs and graphics cards of the
time. They were a flurry of sights and sounds,
essentially computer graffiti, that demon-
strated not only programming skill but truly
stimulating creative possibilities.”

Once a year, all these European demo
groups would hold an expo in Finland (there's
that Finnish connection again! Must be some-
thing in the water...) and compete to show
who had the most skills. Monolith decided to
enter, participate, and win. Other companies
were still mostly demonstrating DOS-based
showpieces. Monolith decided that its hook
would be Windows-based (Windows 3.1, at
that time) presentations.

“We made a bunch of cool little Win-
dows-based demos that did stuff no one
thought possible in Windows,” says Hall
“When we saw how impressed the competition
was, we ran off about 1,000 CDs and sent them
out to our friends and contacts in the industry.
As fate would have it, one of those ‘Monalith
CDs’ made the rounds at Microsoft and a lot of
people were impressed by what we could do
with Windows 3.1. They contacted us and
asked if we might be interested in working on a
‘top secret’ project they were planning to
launch right after Windows '95. That “top
secret’ little project tumed out to be called
‘Direct X' and they needed a sampler/demo
disc. So Monolith was created out of love for
creative games and technical expression, out
of friendship, and out of sheer circumstance.”

| asked Hall, as | had asked representa-
tives of four other new companies, for a suc-
cinct description of his company's basic phi-
losophy. "It's really twofold. First, and most
important, we don't work for each other, we
work with each other,” he says. "A software
company is 100 percent people, it has to be or
it won't create 100 percent games. At Monolith,
this is acknowledged as much as humanly pos-
sible. We strive to be family-oriented and we
encourage participation as much as we can.

“The other part of our philosophy —
which really compliments what | just said — is
that, whatever we make, it needs to be fun,”
Hall says. “Our products don't have to be the
Second Coming, or the latest, greatest, whiz-
bang, need-a-new-CPU-and-3D-card super-
program. They just need to be high quality and
fun to play, Crazy at is may sound, we want
people to feel they're getting their money's
waorth when they buy one of our games, that
they're getting a full measure of fun for their
dollar. So that's our marketing plan, pure and
simple: deliver high-quality, fun-to-play games.”

Manolith’s latest game, Get Medieval, is
reviewed this month, but the real excitement
right now is centered around the company’s
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Monelith’s Rage of Mages attempts to
blend roleplaying with real-time strat
egy check out the playable demo or

this month's PC Gamer C

upcoming title Shogo, a first-person, story-
driven, action saga that brings the Japanese
anime style to full bloom. Hall promises “two
modes of action — on foot and in mechs,
transformable robots, dismemberment and dis-
emboweling galore,” he says. “If you liked
Robotech or Nean Genesis: Evangelion, this
game’s going to put a smile on your face! it
will also be the first game to use the newly
completed LithTech engine (formerly known as
‘DirectEngine’), and it will truly be state of the
artin terms of graphics and animation.”

Farther down the pipeline is a game called
Rage of Mages, which Hall believes will be the
first successful merger of a real-time strategy
game and a full-fledged RPG. “It's WarCraft I
meets Diablo somewhere in Ultima. The game
will boast a huge amount of painstaking detail,
including true 3D terrain, highly original spells,
and mare than 300 weapons.”

At this point in the interview, it is time for
the crucial are-we-seeing-a-revolution in-the-
making question we'd been asking everyone
else. Hall's reply is cautious and thoughtful:
“This is an industry where high-tech advance-
ments and business models change all the

2: The Chosen

) putting to work

time,” he says. "As games get more and more
technically advanced, and gamers attempt to
play them on machines with hundreds of differ
ent configurations, and with new gee-whiz
components becoming available with each
passing month, it simply is becoming almost
impossible to put out a bug-free game on the
first try. I'm maybe giving people too much of
the benefit of a doubt, but | think the image of
MBAs in Armani suits forcing unready games
out the door at gunpoint has become far too
much of a cliché,

“One thing | do know, is that developers
are going to have to get a tighter grip on their
production schedules,” Hall says. “It's essential
for any business to be able to keep a handle on
completion dates and accurately anticipate slip-
page. That's become very hard to do because
the technology always seems to be one step
ahead of you. In time, perhaps, that will even out
and the problem may just take care of itself.”

So, finally, how does Monolith see itself in
relation to the Big Picture of the industry as a
whole? On this matter, Hall is agreeably opti-
mistic, “Despite popular belief, this industry is
still open to the newcomer,” he says. “Monolith,
through sheer hard work and a dash of good for-
tune, has managed to come out of nowhere, find
backers, develop strong titles, find some awe-
somely talented people to work with, and is now
in a position to start publishing its own games.

"What this says, is that if you're willing to
work hard enough, you at least have a fighting
chance, and a chance is all you need to make
itin this world,” says Hall, "I think, as we all
do, that Monolith has a good chance to pro-
duce games that are both great fun to play and
profitable for their creators. If we can do that,
our collective efforts will pay off in happiness
for us, black ink in the account ledgers, and
recognition from the game-playing public.”

BPCG
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Alive with a
Sheared-0ff Wing

Take damage af up to 40
break-off points per plane -
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flight dynamics.
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Pilot 10 Ultra-Realistic
Bombers and Fighters

Fly authentically modeled American, German and British
planes, including the B-17G Flying Foriress, the ME-262,
the P-38J, and the Mosquita.
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The Battle Never Ends

Take on 90 missions with advanced squadron A.l. setings,
customize campaigns with an easy-fo-use mission editor,
and face up to 16 opponents in multiplayer combat.
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HERE’S WHY.

“Fun, hypnotic, immersive; three words
that describe |I-Magic's latest release
Industry Giant in a nutshell.”

— The Wargamenr

“"WarBirds continues to be the model for
what an online game should be.”

Online Game of the Year '97/'98
— PC Games Magazine

“Seven Kingdoms stands tall as an inventive,
enjoyable product destined to be remembered.”

— GameSpot

iF/A-18E )
ATAIE FiGHTER tal : MHL

B

“WVangers is one of the most unique titles
seen in a long time."

— Games Domain

“For real-time strategy aficionados, this
one's a keeper.”

— Computer Life

“Outstanding depth of play”
— PC Games

“Uin iIF/A-18E CSF) ...you'll never have to
fly the same mission twice, and you'll
experience an unprecedented degree of
interaction between allied and ing

forces on the land, in the air, and on the seas.”
— All About Games

Visit your local retailer or call 1-800-789-15349
www.imagicgames.com

Go to www.pcgamer.com/request Product #359
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Cavedog Entertainmetit inade a serious splash with iy i b
. - . . . i i h 3 o y
its chart-topping debut Total Annihilation. Now the has been apIIQEEEAENE.

. 3 ) . into their office space is akin to
company 1s anxious to prove 1t's got more up its sleeve entering a subterranean lair. The fluo-

rescent overhead lights are permanetgiy
1 11 e shut off, leaving the programmers an
than just real-time strategy games —a lot more.  shutoff leaving the programmers and
— most of which are decked out in
anime posters and the ever-popular
MangaSpawn action figures: The atmo-
sphere may be dark and menacing; but
there are some exciting developments
going on behind the mysterious facade.
With an employee roster ranging
from industry veterans to fresh talent
hand-picked off the Internet, it's obvi-
ous that Cavedog has its sights on
becoming one of the industry’s biggest
players. After the amazing success of

By Colin Williamson
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LucasArts — and the next gene
of titles in development is being
designed to achieve just that. While the
much-vaunted Total Annihilation 2 is
still being kept under wraps (the defec-
tion of lead designer Chris Taylor to
Microsoft has inevitably delayed the
project somewhat), Cavedog was only
too happy to take the wraps off the orig-
inal titles that gamers will be enjoying
next year, and beyond....

While the first-person shooter market
has suffered from a total lack of game
play innovation, Cavedog is hoping to
change that with a new action-adven
ture thriller named Amen. Sharing more
in common with Konami's upcoming
PlayStation title Metal Gear Solid than
id’s Quake, Amen is a game where play
ing with stealth and caution yields
deadly results. “The first thing we said
when we demoed game to the
media was this is not a 3D shooter!”
says designer Greg McMartin. “The
game is far more than that — it's an
action-adventure game that tries to
meld the hard-core action genre with
the adventure RPG genre.”

On Christmas eve in the year 2032,
one third of the planet’s population goes
insane without reason. The remaining
mentally stable population — referred to
as the un-afflicted — work to create a
series of safe zones across the planet
Unfortunately, the afflicted have pla
their own, and begin a full-scale invasion
of North America. You play a cocky
British commando, sent over from the

[[] PC GAMER October 1938

sist the American resistance.
“At the beginning of the game, all you
know is that you're going across the
ocean to fight,” says McMartin. “You
don't realize the scope of what’s going
on. What causes affliction? Is this
Armageddon? Isitad 7 And as the
game progresses, you'll find out why.”
The game is spread out over a
series of seventeen acts (don’t call them
levels!), ranging from decaying urban
environments to futuristic military
bases. The pacing throughout these acts
is ordained by the storyline. “In 3D
shooters, you usually have a hub-based
system or a mission-based system,”

by,

Mc¢Martin says. “There’s no defined flow
for our acts, because the story dictates
what happens.”

Even though you can shoot at
everyone in Amen, you'll most likely
t a troop of guards to come running
if you come in with guns blazing. So it's
to your advantage to keep quiet and
play with stealth. “The focus of the game
is totally away from gore,” McMartin
says. “You can play this game without
killing a single th Combat is obvi-
ously a fun element for many people —
and we're working for that. But we had
a joke about holding a contest where
whoever kills the least number of people
wins a prize.”

Amen

still in its early stages, but
the desic 1m managed to whip up a
sample of the interactive cutscene-like
sequences that /4 n will be chock-full
of: after making your way through a
ﬁ'i_’l‘.'ll'li'I)L']'\ a ]
yvou find an operating subway car. 5tep-
ping inside the control booth, you hit
the panel in front of you, and the car
begins zipping down the tunne
breakneck speed. Suddenly, the track
goes out, and the car flips on its side,
smashing through m barriers and
rolling uncontrollably. Finally, the roof
shears off and you're able to leap out
=ach act will be full of cinematic events
ke that,” s McMartin, “where the
player says ‘Oh, crap! What am |
doing?’ It's really easy to build events
like this in our editor, and we can toss in
all kinds of awesome things for the
player to get involved in.”
Amen isn’'t a game that"
solely to indoor environments. “We're not
doing fake outdoor terrain here; we have
miles and miles of outdoor terrain,” says
McMartin. One of the most insanely
detailed ac the aircraft carrier episode
you'll get to battle through a ship built
to scale, complete with ruined aircraft lit-
tering the lower decks d after you
clean out the Afflicted infestation aboard
you'll discover that the second half of the

i
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that you can click-and-drag
objects onto your persona
and whether or not those objects
will be useful in combat is up to
its physical makeup. The team's
goal is to make the interface as
simplified as a standard first
person shooter, yet as deep as
the one in System Shock

The system specs for Amen
are admittedly pretty beefy —
with Amen’s heavy use of special
effects and the sheer number
of high-resolution textures,
McMartin reports that a
Voodoo2 will be required hard-
ware: “We're betting on the fact
that when the game’s released,

act will bring back memories of a certain
Leonardo DiCaprio flick,

In Amen, you'll explore a few loca-
tions you might have encountered in
real life. The act set at Pittsburgh Inter-
national Airport is eerily detailed, right
down to the textures on the luggage
carts. “We're trying to be as authentic
as humanly possible,” McMartin says.
“We've taken rolls and rolls of film for
reference, because realism is really
important for us. The act designers will
be nit-picking like crazy. One of the tex-
ture artists was looking at a photo of a
corridor in Pittsburgh International, and
was counting the number of tile:
they were debating if they shou
the texture down so they could fit in six
tiles, just like in real life. It's particularly
anal to some degree, but I think it's
going to show in the end.”

The interface in Amen is being
finalized, but the final product will prob
ably include readouts for different parts
of your commando’s body. If you've
been shot in the leg, your movement will
be inhibited, and a head wound may
result in the screen spinning madly. The
inventory system is similar to Diablo, in

 them:
Rt R T

that’ll be the norm, so we're
shooting to optimize it for the 12ZMB
cards,” he says

In any case, the team has plenty of
time for the consumer technology curve
to play catch-up — the game is tenta-
tively set for a 1999 release date. Amen
may serve as true comfort for those
burned out on the upcoming deluge of
Unreal and Quake-engine games — keep
your eyes on this one.

With the sequel strictly under wraps,
and a devoted fan-base screaming for
more Total Annihilation, Cavedog has
announced a “prequel” — a sword-and-
sorcery TA romp subtitled Kingdoms.
Kingdoms' chief designer is Cave-
dog co-founder Clayton Kauzlaric,
whose past projects include the original
T'otal Annihilation, and Secret of Ever-
more from SquareSoft. Kauzlaric
reports that Kingdoms will be sticking
to its roots, but expanding the content
“With Kingdoms, we're keeping all the
best components that made Total Anni-

hilation a great game,” he says, “But
we're going to be looking very carefully
at things like story, characters, and
things like that. Going with a fantasy
environment seems like a natural pro-
gression for us, because it's a warmer
and friendlier environment — and the
potential audience is also larger for a
fantasy theme. “

Kingdoms takes place in a kingdom
where four immortal siblings — repre-
senting earth, air, fire, and water — are
vying for superiority. With multiple
races available for control, your style of
play can greatly vary, but you won’t be
restricted to your areas of expertise.
“You won't be forced to stay in the
water if you're the water race,” says
Kauzlaric. “Working your way up the
ladder is different on all four sides.” And
with some troops, you may not need to
set up a base — just band them together,
and make a sweep across the landscape.

Though magic users and archers
will have their own specialized range
attacks, melee combat will come heavily
into play. “It's a big issue,” says Kau-
zlaric, “because everything shoots in TA
Nothing comes up close and
starts bashing, so it’s a chal-
lenge making it look good.”
And since the characters are
easily animated polygon figures
rather than rendered sprites,
adding multiple attacks for
each unit is a simple proposi-
tion. The end result is a realistic
display of bludgeoning, rather
than the somewhat twitchy-
looking battles of Myth. The
Kingdoms team is still working
on the aspect of the death
sequence — “Characters can't
just shatter into a bunch of
polygons anymore,” says Kau-
zlaric. “Each race is going to
expire in a different fashion,
but we can’t give away too
much about it yet.”

Most of the units in the
original Total Annihilation were
low-polygon, low-detail robots,
so creating living creatures for
Kingdoms with the same engine
was a big challenge. “The first
question was, could we do life
forms with faces in the engine?”
says Kauzlaric. “Fortunately, it
turned out that we weren't tak-
ing advantage of everything
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How did Cavedog get its start?

Kingdoms cx wummmuna-
mmmmmmmw
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for shell space?

Are you planning on releasing new add-ons via the
web for Cavedog’'s new releases?

that was under the hood in TA. We had
some great technology and a small
amount of time. Now we can take that
time, and work smarter.”

Cavedog has done a lovely job of
tying together the polygonal actors with
high-res, hi-color backgrounds. The
obvious dithering of the first TA is gone,
and the game’s maps are being created
by taking huge chunks of rendered land-
scapes and patching them together.
Among the improvements to the engine
is the usage of transparent
textures, which makes creat-
ing organic creatures an
easier task — now it's no
problem to create details
such as a skeleton’s ribcage,
or an eagle’s feathers, And
by using a custom animation
tool similar to Power Anima-
tor, the Cavedog artists can
crank out top-notch anima-
tions in record time.

So how does the fin-
ished product actually look?
Kauzlaric fires up an early
build of Kingdoms, and calls
up the flying dragon unit.
The massive winged beast
(with rider attached) takes
off, glides through the air,
banks realistically, and subtly
flaps its wings whenever it
needs a gain in altitude. The
attention to detail is surpris-
ing — and that’s just one of
Kingdoms’ dozens of units.
*In terms of elegance and
complexity, we've never
done anything like this

Continued pn page 177

before,” says Kauzlaric, beaming. “I
think we're going to outdo everyone
with the overall look and personality.”
Multiple height maps for each level
will be included, and the player’s field of
view is based upon the surrounding hills
— a feature that was originally yanked
from the original TA. “There were a lot
of things we were cautious about, that
we didn’t put into TA,” Kauzlaric says.
“But now that we've played the game
for thousands of hours, we've realized

Archers in Kingdoms let loose a barrage of flaming arrows. All
four sides have access to air, water, and ground troops — but
all have a distinct advantage in their home environment.
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Continued from page 172

Doesn’t that put a fittle drain on the development teams?
You're technically not making any money from it...
Can small development houses still cut it?

What's your current invelvement with Kingdoms? With Elysium and Amen, Cavedog is expanding out of
the RTS genre. Aire there any other
genres you'd like to tackle?

agp

Ls
p- n
AN
v p i Pla_ Are there any plans to do a RTS game

_4_\_:*__?1__.4 V that's not a Total Annihilation title?
Cavedog has grown into a team of ninety people

Gilbert says that small developers need to pair Can you tell me anything about TAZ?

with large publishers for marketplace share

Continued on page 178

rour line of sight will t‘\pﬂ]‘ld
faster dnd ter, until you can s -
hordes of enemy troops _]Ll‘i‘l
ambush you. This ]

veral conditions,
deity will
i pint there's

the ruckus,” he says.
change the face of an I.’T]I e IJdtIlu DF
course, there are people w
that aspect of randomnes
include an [;ptltm tos
The additionisah
of non-p " C ers. Some of them
will be useful, while othc s will be
worthless peons ripe for the slaughter, The design for Elysivm’s many characters ranges from the surreal m the hnmﬁc
.|ril11:1q to the expected lntall\. anni

_ Elysium
Surprisin gc 7 C Scheduled for release just before the
full support fi 8 turn of the millennium, one of Cave-
the ori;pind Vooddo ips 0 dog’s more mysterious developments is
i a hybrid RPG/adventure entitled Ely-
V. ndnnd \_.hnulrtl p Ce ey sium. Spearheading the development
|1nund along with jaw 0
g and other nifty sp
T'his doesn’t mean the software
rendering will be overlooked — if you Krondor, and producer of classic Cine-
could run 1Iu iginal TA on your ‘.\_'- maware titles like Defender of the Crown
and Rocket Ranger.
The inqpiration 1‘:)r Ely sium

ted to talk about “The }
until the re ( Ann what was going on in the series, A mysterious series of Quantum Gates are spread out over Ely-

l'hi ' % q “It occurred to me that ) i sium. What do they 't know ei
s r!u that in'a computer game — you can't - da et We dank el
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Continued from page 177
Come on, just one juicy tidbit!

What have you been playing lately?

Do you think that the of 3D leration has

Total Annihilation is one of the games in the second-

led to developers moving toward style over sub
or do you think it really has a lot to offer? ™)

What would you rather develop, a 2D game or a 3D game?

playoftfs of the Professional Gamer's League.

Do you that think
pro gaming will
tahke off?

Pro gamers in the Prolessional Gamer's League

will try their luck at T4 in the second season

e
'-* “:

This early screenshot shows ofl the conceptual imterdace that Cavedog is working on for Elysi
Most of the actual game will be played from a perspective similar to Diablo.

A variety of utterly fantastic worlds await you

in Elysium's world beyond dreams.
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just hang around a water cooler and talk
because everybody’s in
far as the storyline is
concerned. | started thinking, would it
be possible to use an episodic approach
for the storytelling aspect in Elysium?
We're hoping this can be one of the first
episodic roleplaying adventure games.”
In Elysium, you control the actions
of a team of researchers, led by Galen
the head of a dream research
covered a
world beyond the realm of dreams that
he wishes to explore, and has gathered
a top-notch team of philosophers and
scientists to aid in his investigation. The
only problem is that the majority of the
scientific community doesn't ta i
work seriously — after all, there’s no
concrete evidence of Elysium even exist-

Continued on page 181

ing. Nevertheless, the research team has
discovered ways to enter the mysterious
world by finding the “door” in their
dreams that modifies their brainwaves
to the point where Elysium is accessible,

While Betrayal at Krondor was
broken up into different chapters,
Elysium takes place over a series of
roughly five 10 to 20 hour games, which
are all connected via a main storyline.
Different episodes will put emphasis on
drama, humor, puzzle-solving, and
adventure elements.

Cutter has been given the chance
to break free with Elysium, since his
past effort had him confined to R
mond Feist's Krondor universe. “Ely
sium is a fantasy universe, but not

with the qui
Diablo, and in-
depth storytelling
“QOur scree
script that's a little atypi
Howell,” Cutter says. “Dr. Shepherd is
watching his dog
dog is sleeping, kicking it
growling. And he starts wondering if
there's a part of Elysium that animals go
to. So he hooks the dog up in the dream
lab, and goes into Elysium with him. He
winds up in a plac lled Lycanthum,
which is the birthplace of all the were-
wolf legends.” Different screenwriters
will be working on specialized episodes;
an ex-Jim Henson Studios employee is
set to pen one of the more humorous
sections of the game, which features a
race of Muppet-like robots,
The graphic design of the different
i sium has been painstakingly
developed. The art team has coated bul-
letin boards with conceptual art, and
preliminary designs for clothing, archi-
tecture, and physical makeup. “This
game is really about ys graphic
designer Gary Hanna. “The fact that this
is a world beyond dreams gives us a lot of
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Continued from page 178

Has the departure of Chris Taylor affected the morale at
the company, and the progress of Total Annihitation 2?

A lot of employers have been hiring directly off the Inter-
net. Does Cavedog routinely check the ‘net for talent?

What would you recommend to a young person who's

looking into a career in game design?

Are you planning expansion packs for your new titles?

if a fatal mistake is
made. “We want to
build something with
fun and compelling
gameplay at its base,”
says Cutter. “We want
to challenge gamers,
not frustrate them. We
don’t want to give peo-
ple a reason to say ‘I'm
tired, I'm going to stop
for the night.” We want
constant surprises to
keep them excited. |
want people to play this
game all night long, and
not be able to stop.”
Cutter was able to
show us a preliminary
version of the game
engine, which displayed
awe-inspiring architec-
ture and seamless cam-
era movement. As the
main character walked
across a rainy plateau
toward a large struc-
ture in the distance,
Cutter explained how
the player will be clued
in to the surroundings.
“We were concerned
when we started work-
ing from a Diablo-style
perspective. What hap-
pens when you walk up
to an enormous mono-
lithic quantum gate

Elysinm features characters from all walks of life, from spiritual monks from a 3/4 perspective?

to dwarves. Cavedog has spent & year just on concepls for the game.

creative license, We spent close to a year
working on the basic concept, before we
even started working on the design. Our
scriptwriter is in California, and he’ll
come up here and give us history lessons
of the world, and talk about it like he
learned it in college! It's amazing.”

But how will death be handled in a
partly subconscious world? As in Lucas-
Arts’ adventure games, the game will
backtrack to the last important decision

We've worked it so
when you walk up to
something important and click on it, the
camera would pull back and zoom to
show how big this really is.” And with a
few keystrokes, the camera glides back-
wards to reveal the structure.

Another technical hurdle the team
had to get past was the sheer number of
NPCs that were required for a storyline
this large. “There’s no way we'd be able
to pull this off in a 2D game,” says Cutter.
“So we've come up with a basic set of

Continued on page 182

skeletal animations for people talking
and moving. If we need to create new
characters, we can make them fairly
quickly based on multiple body types,
and the animations are already complete.
And that’s different geometry. We're not
going to cut corners, and change the
color of someone’s shirt to red.”

After the game’s initial release, the
team will be releasing a series of add-on
episodes. “The goal is to keep people
guessing,” says Cutter. “Get them
hooked on the characters and storyline,
the sub-plots. And we've got forty-one
episodes in paragraph form. If things
work out, we're going to be doing this
for a while.”

Good and Evil

Ron Gilbert’s Good and Evil is one of the
biggest mysteries in the industry — only
a handful of people have seen it in
action, and the plot and gameplay are
shrouded in secrecy. However, Gilbert
was courteous enough to give us a demo
of the basic Good and Evil engine, and
explain a little about the game’s design.
Gilbert describes Good and Evil as
an RTS/RPG adventure game, where
“there’s some good, there's some evil,
and some stuff happens.” To us, it looks

Gilhert has kept Good and Evil under heavy wraps until now —
PC Gamer got an exclisive sneak peek ot the demo.

PC GAMER October 1988




Continued from page 181
Do you think massively
take off in the future?

Who are your biggest influences?

muiti-player online gaming will

=

Sid Meier's Civilization and Civilization Il have
inspired many game developers through the
years, including Gilbert

The dialog system for Good and Evil will be similar to the Monkey Island games that Gilbert worked
on lor LucasArts. We can also expect a healthy dose ol Gilbert's unigue sense ol humaor.

Good and Fwil’s graphics are similar 1o those
seen in Chuck Jones” Warmner Bros. cartoons —
it's all jutting angles.

\[" PC GAMER October 1938

like a series of adventure-game
vignettes with liberal amounts of dia-
logue, combat, and more importantly,
Gilbert’s own brand of humor.
Graphically, Good and Evil shares
the |ullm(| les and g nmetricallv

" says
‘ve got all these polygon
. | sat down with the guys
eptual art, and wanted them

As the 215t !
Mdomm&wﬂh'going?

Gilbort did not have a specific color paletto in
mind for Good and Evil, but he did want graph-
ies that were coloriul and fun,

to design a world all about angles.”
Many of the textures have small swirls
on them, which create almost a hand-
textured look and feel for the game, “1
just wanted graphics that are colorful
and fun — graphics that work with the
game,” says Gilbert.

Since our first preview of Good and
Evil in the September issue, we've found
out a few new factoids — the dialog sys-
tem is identical to the multiple-choice
interface of Monkey Island, and the
majority of the responses exist solely for
humor’s sake. Also, the engine has been
tweaked so water levels can raise and
lower dynamically, adding a few new
gameplay elements (Gilbert is presently
designing a level where a dam breaks,
and the player is in a race against time).
And yes, there will be pirates. Lots of
pirates. Gilbert likes pirates.

In any case, Good and Evil is at
least sixteen months away from release,
which will give Gilbert's team more
than ample opportunity to polish the

me to perfection. We are willing to
wait — the game’s unique design and
play should be worth it.
BCG







MACHINE VS. MACHINE. 2829.

Coming this fall. A whole new universe of 3D combat sim.
What OGR.com calls “...the frontrunner in the coming industry-
wide mech war...”

Hostilities break out on Mars and
Venus, The emperor at last unleashes
the Imperial fleet to deal with the rebellions.
['he Cybrids see their opportunity and
launch a massive invasion armada, bypassing

I'itan. The Starsiege begins.
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TRUE TERRAIN LANDSCAPES. YES, VIRGINIA,
THERE'S A SINFULLY REAL WORLD OUT THERE.
EVEN WEATHER!

MULTIPLAYER FOCUS. THE FIRST
3D SHOOTER DESIGNED FROM
THE BOTTOM UP TO MAXIMIZE
FULL-SQUAD, TOTAL-IMMERSION
MULTIWARRIOR GAMING.

DEDICATED COMMANDER.
ONE LEADER PER TRIBE, SCOPING THE

NASTIES, DEPLOYING THE TROOPS,

CALLING THE SHOTS - LIKE A TRUE ==
COMMANDER AND CONQUERER v \

Z00M SCOPE. TO FAR 70 SHOOT?
ZO0OM IN FOR THE EXTREME
CLOSE-UP.

1588 Sierra Cin Lie. Nie AR rights v




MOTION CAPTURE ANIMATION.

SKELETAL ANIMATION? NO. FLUID, FULL-

MOTION BODY MOVEMENTS? YEP

MAN VS. MAN. 3940.

"rmemngy

JET PACKS? WHY TRUDGE WHEN
YOU CAN FLY OR TRANSPORT
BUDDIES IN SCOUT FLYERS AND
ARMORED PERSONNEL CARRIERS

ACTUAL UNRETOMMCHED SCREENSHOTS

Coming this fall. The ultimate in first-person squad warfare.
PC Gamer says “..Tribes seems set to conquer all.”

A revolutionary first-person shooter with just enough
single-player missions to get your boots wet — then it's
all teamwork. Because no man is an island. \J \)
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insane units! Lo-tech
mastodons and ciant
scorpions. series g seeders
and weed killers. Wi-tech
anaconda Ttanks and
enforcers.
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51 non-Linear missions.

a complete mission editor.
full-on unit editor. and up to
B maniacs can battle over
20 multiplayer maps

corgeously rendered
graphics mean that units
Look Like units,terrain
Looks Like terrain and

war Looks Like war!

true fog of war
Lets you set up ambushes
and hide from the enemy.
rAmMous facial motion capture
Brings mission briefings
to Life.
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YOUR ULTIMATE GUIDE TO NEW GAME RELEASES

Die, Terrorist Scum! PC Gamer

i
Choice
Awards

f there is one dream
job for the majority
of the PC Gamer edi-
tors (as if playing
games for a living
isn’t a dream job), it's
being a member of an elite
counter-terrorist group.
Getting trained up so you're
rock hard, being proficient
with all manner of weapons,
and then using that proficiency
with extreme prejudice against
all manner of hostage-taking
low-lifes — yeah, that'd be the
life for us. Imagine the rush of
approaching an embassy full
of hostages and terrorists filled
with the knowledge that you
are so good, so tough, that
you'll be able to drop the terrorists

Every month, we ho he S We seg
those eaming 88% with our
Editors’ Cho g
and there are a lot of exc
just short of the honor. So wh
Editors’ Choice logo on a g
software shop, you can bet it's among the best

MOTORHEAD

and the fine folks at Red Storm Enter-

without even altering them to your
presence. Ah, the hours we have spent
dreaming up scenarios, planning our
method of attack. acting out how would
we sneak up behind those scum and slit
their throats.

Unfortunately, in the real world,
becoming a member of the SAS or
Rangers would involve years of work
filled with intense training. And frankly,
we can't be bothered. And why should
we, when we have Rainbow Six?

That's right, thanks to Tom Clancy

tainment, we can sweep rooms and drop
terrorists with one precise head-shot, all
without so much as getting out of our
chairs. Already patterns of play are
emerging, as each member of the PCG
team reveals their strengths and weak-
nesses (usually weaknesses) on the field
of battle. Not checking corners, leaving
the safety on, standing too close to the
concussion grenades, etc. But we're get-
ting better, and maybe, someday, we'll be
good enough to take on real terrorists.
Pray that day never comes....

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 5o 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 earn 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 bath
content and design, and one that we'd
recommend without reservation to anyonue
interested in PC gaming.

89%-80% EXCELLENT

These are excellent games. Anything that
scores in this range is well warth 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 7th
Cavalry simulation on the market, but not all of
us want to relive Litthe Bighom,

79%-170% VERY GOOD

These are pretty good games, which we would
recommend 1o fans of the particular genre —

although it's a safe bet that there are probably
better games out there,

69%-60% GOOD

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

59%-50% FAIR

Very ordinary games. Not completely worthless,
bt not a very good way to spend your gaming
dollar, either.

49%-40% BELOW AVERAGE

Poor quality. Only a few, slightly redeeming
features keep them from falling into the abyss
of the noxt 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 wam you!

TOM CLANCY'S RAINBOW SIX

TOCA CHAMPIONSHIP RACING

PCGAMER Dctaber 1938




Urban Assault

|Category:  Action/Strategy

| Developer: TerraTools

Publisher:  Microsoft, (800) 429-9400

www.microsoft.com
Required We Recommend
Windows 95; Quad- Pentium II; 32MB RAM;
speed CD-ROM drive; 3Dfx Voodoo Graphics-
Pentium 133; 16MB based accelerator;
RAM; 100MB hard-drive Joystick, throttle,
space; Windows com- rudders

patible sound card;
Mouse

Multi-player: Serial/Null-modem; Modem: 28.8; IPX;
TCP/IP; Maximum Players: 4;
Free Internet Service: www.zone.com

[N N N N

onventional wisdom says
that combining fast-paced
action with the resource
management, unit building,
and command elements of
the real-time strategy genre
shouldn’t work — theoreti-
cally, the player’s workload
should be too high, too com-
plex. and too daunting. But
the clever design of Uprising
and Battlezone proved that
theory wrong, and resulted
in some of the best gaming
of the last year. Now Microsoft has
joined the fray with Urban Assault,
which almost succeeds as well as
Battlezone at walking this fine line, but

ally overtips the workload scale and

makes things a touch unmanageable.
Urban Assault is certainly slick and

fully realized. From the pounding, highly

mediocre artificial intelligence occasion-

The hardware-accelerated graphics are indeed impressive, with some effective
explosions and rendering effects found throughout the game.

] Microsoft’'s answer to Battlezxone is a worthy

entry in the action/strategy niche, with a nice

blend of both elements.

cinematic introduction
to the complexity of the
game world, it manages
to effectively and com-
pletely cradle you in its
grip. Set in the future
on good old Terra
Firma (Earth), the bat-
tlefield is known as
“The Big Mistake” to
the combatants: a post-
nuclear apocalypse in
which people are
crowded into domed
cities. Considering what
a wasteland the planet
is, it's a surprise so
many people want to
fight for it. The alien
Mykonians and
Sulgogars are fighting

mission ends when your
forces gain control of a
beam gate and beam to
the next mission.
Beyond the con-
fines of the individual
campaign missions
Urban Assault’s larger
strategy unfolds much
like the multi-path mis-
sions of Command &
Conquer, which
involves selecting
which territory to
invade next, although
it's given more impor-
tance here than in
C&C. Some territories
cannot be conquered

Protecting the host station, while destroy- \ithout technology
ing the enemy, is the crux of the game.

gained from other ter-

the humans and each
other for control of the planet. And even
the humans, divided into the Ghorkovs
and the Taerkastens, are pissed off at you
for ruining the world.

All this strife places five combatant
forces into some very tight quarters to
slug it out, sometimes one on one, some-
times all at once, However, since there
aren’t too many humans left, warfare has
been handed over to drone tanks, chop-
pers, and planes, As a surgically modified
cyborg general, you have mental control
and command over all these units, along
with the ability to personally control any
one in combat. A Host Station functions
as the base of opera-
tions, management
stations, and con-
struction unit all
rolled into one. This
is the mission-critical
unit: a large. floating
base that must be
protected at all costs
or the game ends.

The base col-
lects energy from
energy plants and
spends it to stay
alive, build new
units, and warp from
place to place. Only a
few of these energy
plants are on each
map, and they usu-
ally must be fought
for. Without a base,
you'll have no energy
and no ability to
make new units or

repair damage. A

ritories. Thankfully,
the briefing mentions this.

Once a mission has been accepted,
you'll enter the combat zone where
maps are divided into squares each
with friendly, enemy, or neulral owner-
ship. Some squares are mission critical,
and contain tech upgrades or enemy
bases. The more squares you own
around a power station, the more
power you draw. Since you can warp
from power station to power station on
the map, your base can move deep into
enemy territory to launch strikes.
Unfortunately, the enemies don’t always
seem smart enough to use this tactic,
and they rarely move bases even when
they are under attack.

The primary hub of gameplay is
your station, but unit controls can be
accessed from overlays in either station
mode or while driving one of the many
vehicles, These overlays are simple and
efficient, and include an innovation that
Battlezone could have used. The squad
menu allows you to easily group units
with Windows-esque drag and drop
commands that allow you to then give
them group orders. Reserve units can be
added to these groups and will instantly
pick up their orders and join the fight. A
five level artificial intelligence tree
allows you to set aggressiveness from
retreat to full assault, with such orders
as “go straight to objective” and “con-
quer all territories along the way” in
between. The degree to which units
obey these settings is inconsistent, and
too many times units they’ll go off chas-
ing enemies when they're just supposed
to go to a fixed point.

Construction-wise, units are built
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almost instantly, and include a variety of
land and aircraft with armor and weapon
upgrades. Of course, you can hop into
any vehicle at any point, and luckily, the
action mode is largely satisfactory,
though one can't help feeling dropped
into Hellbender at times. That's because
controls are a little sluggish, the sense of
motion isn't quite believable, and inertia
doesn'’t feel right either. The physics
model seems just a bit off, but it is easily
adapted to. The damage model is more
curious, since choppers can fly into the
ground or into buildings and suffer only
minimal damage, yet be blown from the
sky with just a few shots. Again, it has
that Hellbender feeling.

The larger problem with taking
command of a unit is the massive boost
in armor and effectiveness it receives.
Simply put, you cannot play this game
without taking control at key points.
Units may well beat back an attack or
penetrate an area, but not very effectively
and with much heavier losses. Six heli-
copters facing twelve will be decimated,
but if you're in one of them, you'll defy
those odds easily. This speaks to two
problems. One, the artificial intelligence
is only average: Units simply aren’t smart
enough on their own and must be under
human control. Two, human controlled
units are simply too powerful, wiping out
enemies right and left with impunity.

There also seems to have been lit-
tle effort made to stop the base rush
tactic. In fact, it's even worse here than
in many games. If you build a big force
fast and hit the enemy base, all enemy
units vanish and all territory is immedi-
ately turned over to you. In one tricky
game I tried (stupidly) using tactics that
involved gradually penetrating enemy

The urban landscape is full

of wonderfully destructible

buildings, but it can also be
a bit drab and gray.

territory and building my
forces. I lost repeatedly.
When | simply rushed the
base, however, | won in

The Stoudon bomb is one of the mega-weapons in the game, wiping out
everything on the map if triggered.

less than five minutes. The
Al is not smart enough to counter this
tactic simply by warping its base to
another power station

Visually, the world of Urban
Assault is full and interesting. Unlike
Battlezone, there are plenty of buildings
nd structures. It is called Urban Assault
after all and most missions take place in
or surrounding large cities with tower-
ing buildings, all of which can be
destroyed. The palette, however, is
unremittingly gray and dingy, unlike the
colorful alien landscapes of Battlezone
Unit modeling is strong, and the diffe
ent races generally feel like true alien
races. They also have enough variation
in strength, weakness, and unit design
to require shifting strategies and keep
missions diverse. When more than one
combatant is on a map, there’s also a
chance 1o lure them into fights where
they destroy each other: a nice touch.

THE SECOND BIG MISTAKE

The T.

T Ghorkovs don't like you. They're not sure why, they

just think they'd be better rulers of the ruined planet.

Urban Assault doesn't have all the
subtleties of Battlezone. Missions tend to
require brute force and overwhelming
numbers, and unfortunately don’t stray
too far from this tried-and-true formula.
The adventurous and inventive missions
of Battlezone (such as the one where you
leave your vehicle to pick off drivers
with a sniper rifle and commandeer their
vehicle) simply aren’t here. It makes up
for this with a faster pace, placing the
gameplay closer to action than strategy
but this doesn’t always work, and some
missions are simply too much. Pro-
tecting your base and leading a strike
into enemy territory can be quite frus-
trating, as you jump back and forth and
between the two. Stronger Al would
have alleviated this.

Aside from these issues, Urban
Assault is still an engrossing and vastly
entertaining game. It does become a
handful at times, but that seems to have
been the intent — the manual explicitly
states that personal control of units is
required for victory. If you've pounded
your way through all of Battlezone, then
Urban Assault is definitely worth a try.

—T. Liam McDonald

Some faulty “b
penalty for not controlling units

A good balance between
strategy elements
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\angers

Action/Strategy
K-D Labs

Interactive Magic, (919) 461-0722
www.imagicgames.com

| Category:

| Developer:

Publisher:

We Recommend
Eight-speed CD-ROM

drive; Pentium |1; 32MB

RAM; Game pad

Required

Win95; Quad-speed CD-
ROM drive; P166; 16MB
RAM; 195MB hard-drive
space; DirectX-compati-
ble PCI video card;
DirectX-compatible
sound card; Mouse

Multi-player: IPX: Yes; TCP/IP: Yes

el

seseee

t its core, Vangers is a com-
bat-driving game with the
usual resource-management
components: carry out tasks
to earn funds to purchase bet-
ter vehicles, weapons, and
other equipment. But
Russian-based developer K-D
Labs chose to set the game in
a bizarre alien universe. It is
actually a cool idea — pro-
vided you're willing to invest
the first few hours after your
purchase figuring out what in
hell it's supposed to be about.

The premise starts out with
mankind discovering how to create pas-
sages that made interstellar travel as
easy as a trip to the local convenience
store. And like human explorers are
wont to do, they quickly annihilated any
life forms they couldn’t comprehend or
forge alliances with

At least, that's what happened until
the humans met the Cryspo, an insect-
like species that had the wherewithal to
put us in our place. So the Softies (us)
used a technique called "genetic intru-
sion” in a last desperate gamble to defeat
the Cryspo, closing the passage leading
back to the Cryspo’s home world. Stuck
together, the Cryspo and Softies merged
into something called the Bouillon of

“Tabutasks™ are little errands a Vanger can run to
earn beebs (which are also critters running on the
surface of the planet) to upgrade his mechos.

| There’'s nothing wrong with a solid combat-

driving game — unless it happens to have a

bizarre backstory and baffling control.

Each of the game’s 10 worlds has its own unique appearance and
challenges, but most players will probably reach their frustration
limit before even making it off the first world of Forstral.

The bulk of play is
spent driving mechos
across the undulating
terrain, performing mis-
sions, fighting enemies,
and racing for your life.
You can even burrow
underground, hover
above ground, and travel
underwater — clever
touches that add nice
depth to the whole affair.
However, & large portion
of the landscape is hilly
terrain; and once you get
stuck in these badlands,
you'll spend more time
trying to get back on
track as you do actually
driving to a destination.
Vangers offers multi-

Spawn, and the result was a
new race called Losties that
combined elements of both

Cryspos and Softies.

You play as a newly
hatched Vanger, the only
Losties who are able to travel
on the surface of a planet by
driving mechos (armed vehi-
cles) between escaves
(underground cities) to
deliver goods and perform
various tasks to earn funds

" player action over a LAN
ar the Internet, but
nowhere in the manual
or READ.ME file does it
explain how many can
play — and in my
attempts to join or host
an Internet game 1 never
found an opponent.
Another sore spot is the
joystick support —
there’s no menu to
assign button functions;
there aren’t even default

button assignments
listed in the manual.
There's no getting

for upgrading their mechos.
Your immediate goal is to
win two races called

You'll spend as much time on
the surface trying to bounce
your way over hilly terrain as

Eleerections in order to use
one of the passages to reach
a new world called Glorx; your ultimate
aim is to travel through the “Chain of
Worlds™ and discover.... well, | guess
the secret behind all this stuff,

It’s a lot of confusion to saddle on a
simple top-down driving shooter, yet
the surprising thing is that after deci-
phering this word-salad back story in
the manual, I turned to the "How to
Play” section — only to find that things
are almost as confusing there.

Everything has an eccentric name
— “eleepods,” "kuzowocks,” "raffa,” and
“gulp-down,” — and even the titles of
weapons and equipment are so unintel-
ligible that'll you constantly check the
manual and online help to decipher just
what it is you're about to purchase. Yes,
you'll sort it all out if you're very
patient, but the psychotic nomenclature
will most likely alienate players before
they even get a chance to experience
the meat of the game.

you will driving or fighting.

around it; this is a

e damn weird game, If
you're able to put your rational thinking
processes on the back burner and sim-
ply wing it. Vangers might eventually
turn into a satisfving (if not stellar)
gaming experience. But that's a mighty
big if — so big, in fact, that it could very
well doom Vangers to a premature trip
to the bargain bin.

-Stephen Poole

2 loo-funny-for-its-own
15 confusing

decent game buried
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From acclaimed game designer D.W. Bradley, creator of Wizardry V, VI and V11, comes an adventure as infinite
as your imagination. Swords and Sorcery - Come Devils, Come Darkness is about to change gaming forever.

WOros & aoreer

P COME DEVILS COME DARKNESS

©1998 Virgin Interactive Entertainment Inc. All rights reserved. Swords and Sorcery is a trademark of Virgin Interactive Entertainment Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd
Virgin Interactive Entertainment, Inc., 18061 Fitch Avenue, Irvine, CA 92614 US.A. For infarmation on this product’s rating. please call 1-800-771-3772
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"90%=-beautiful graphics, huge @GﬂMfe
compelling story, unique gameplay"

: s.‘ (f
PC Gamer * g*g{! {

a

"a unique and fascinating experience
you can't get from any other PC game"

Computer Games Strateqgy Plus

""amazing, bizarre, huge"

GameCenter

"no game collection would be
complete without FFVII"

GameBuyer

Now for the PC.



Tom I:Iam:u S RainboL

|—€alegnn; Action/Strategy
[Dmmiupac Red Storm Entertainment

Publisher:  Red Storm Ent, (919) 460-1776
www.redstorm.com PC in this fantastic new game.

Tom Clancy’'s latest best-seller

makes an explosive leap to the

Required We Recommend [
Windows 95; Double- P233 w/MMX; 3Dfx with the rising threat of global terrorism. you've been
speed CD-ROM drive; | Voodoo Graphics-based Comprised of members of the best spe- thoroughly
Pentium 166 w/MMX accelerator; 400MB HD cial forces units in the world, this ultra- briefed on the current cri-
space for full install; Full- elite force — code-named “Rainbow”™ — sis and read the latest intel reports,
duplex sound card; is the first on the scene you'll outfit your teams with
Microphone headset (for whenever and wherever weaponry, armor, and equip-
voice communication) a crisis emerges. But ment, then head to the planning
where most first-person screen where you're presented
Multi-player: |PX; TCP/IP; Maximum Players: 8 shooters would over- wit]) a blueprint of the mission
{cooperatively) 16 (head-to-head); exaggerate and simplify environment. Here you'll see
Free Internet Service: the anul‘lcrrnrisl back- ev&;r},‘t]nng from the insertion
www.mplayer.com; Spawnable drop with a cache of point, the layout of all the build-
over-the-top weapons ings in the target area, right
PP and expect you to blast down to the latest intelligence
your way through on on where the terrorists,
n a year in which heavily hyped your own. Rainbow Six hostages. and mission-critical
shooters like Half-Life, Daikatana, takes an infinitely more elements were last seen. With
Prey, and SiN are basking in the sophisticated and realis- an easy-to-use waypointing sys-
press spotlight long before they hit tic approach. Using the tem color coded to each of the
store shelves, Red Storm Enter- same military hardware, four available fire teams (Blue,
tainment’s little-publicized first- equipment. and tactics Red, Green, Gold), you plot the
person thriller Rainbow Six may of real-life counter- While it's all too easy to fall ~ course you want each team to
ultimately have the last laugh over terror forces, you'll plan into Ouake-style run-and-gun take, assign different rules of
all of them. From top to bottom, and perform precision tactics, one wrong move will engagement (clear, advance,
Rainbow Six is one of the best and assaults, hostage res- spell your doom. Check out blitz, escort), and even define
most coherent 3D games we've ever cues, and eliminations at the exit wound on that gquy!  what actions they should take at
seen — and the best part is that it is hot-spots all around the serasies key locations — breach door,
nothing like Quake or Unreal. waorld. The result is a game that’s just use grenade, flash-bang room, etc. You
Based on Clancy’s new novel about as close as any of us will ever get can also control the timing of your team'’s
of the same name, Rainbow Six puts you to the real thing movements by using “go codes” to signal
in command of a fictional counter-terror- Rainbow Six features two main when to make their next move. When
ist unit that has been established to deal phases — planning and execution. Once you're satisfied with the plan, you select

the team you wish to control directly and
head into the mission itself.

Once in the execution phase, you
assume control of one member of your
team while the computer-controlled
teams follow their pre-plotted course with
the precise moves of real-life profession-
als. The only problem is, no matter how
good a plan looks on paper, everything
can (and often will) go horribly wrong if
you fail to react to the unexpected with
swift and lethal action. The terrorists
aren’t polite enough to stand still and let

ive is lly playabl I'm sorry sir, we're not allowed to take pris-

L ¥ Sy

thanks to the built in auto-targeting system that tracks targets once they're in range. oners. It's nothing personal, honest!

| EIEIFC GAMER October 1998

1 Though it is best played from a first-person point of view, the third-person p




themselves be shot by you or your troops
theyll react to gunfire, patrol hallways

trigger alarms, and even shoot the
hostages or trigger bombs if things aren’t
going their way, and this simple fact
weighs heavily in how you play the game.,
Care and caution must be taken in order
to counter any unforeseen hazards, It's
imperative that you clear rooms properly,
check every corner, maximize your accu-
racy by moving slow and steady, and
never, ever let your guard down. Do so
for even a second, and you'll most likely
be punished with the sickening crunch of
a 9mm bullet in the head, delivered by
some eagle-eyed terrorist who stepped
out from a darkened doorway or a corner
you forgot to check

T'o build the skills you need in these
unpredictable mission environments,
there are a number of tutorial scenarios
that give you the chance to learn the
ropes without suffering any real losses.
Just like the techniques used to train
real-life anti-terrorist organizations,
these assault courses and “kill-houses”
are designed to reinforce proper room
clearing procedures when making an
assault. It only takes a few runs through
these strict scenarios to find out that
there’s a lot to learn for even the most
dedicated player.

Even after completing most of the
game’s challenging campaign missions,
the kill-houses can be a humbling experi-
ence as artificial intelligence instructors
calmly put a cap in your head if you so
much as breathe in the wrong direction.
Each of the 17 levels in the single-
player campaign is a unique challenge,
requiring wildly different tactics to com-
plete. From a knife-edge hostage rescue
operation in the tight confines of a
London Embassy to a nail-biting bomb
hunt deep inside the labyrinthine corri-
dors of a massive hydroelectric dam,
you'll have to remain on your toes and
your wits if you hope to survive.
Fortunately, the play style is easy to get
into; the mouse/keyboard controls will
be familiar to anyone who has played
Quake, and only a few features need to
be learned. Crouching, for example, can
only be done while stationary, a jump
feature is non-existent, and climbing
recquires the use of the "use” key.
Features like the sniper view can be acti-
vated at the touch of a button, allowing
you to zoom in and take out a terrorist
before he knows what hit him.

As you'd expect, the stealthy tactics
of the single-player game translate into
some tense and exciting multi-player

This Rainbow squad member enjoys a quiet
of reflection before ing a ter-
rorist-held oil rig that's rigged to explode.

bouts, and the game features several vari-
ations that bring terrifying new meaning
to the term DeathMatch. There are
assault-style scenarios where one team
defends while the other tries to sneak a
player into a designated zone, and there
are even variations that use hostages in a
twisted version of Capture the
Traditional every-man-for-himself multi
play is also great fun, but can be a bit bor-
ing when played one-on-one because of
the game’s one-shot, one-kill nature.
However, add in a few more players, and
you'll have the time of your life as players
form competitive teams and engage in
squad-level combat. And with the single-
player game’s team-based formula already
in place, cooperative play with up to eight
human players against Al terrorists
proves to be a challenge all its own.
Though the gameplay and the tech
nology behind Rainbow Six is solid and
polished, with attractive graphics, acceler
ator support, and acceptable performance
on even modest systems, a few problem
areas still need to be worked out. Clipping
problems sometimes allow enemies to be
spotted behind doors or walls: Al units
can get stuck in narrow doorways or pas-

sages; the frag grenade radius is too
small to be effective in most cases; and
characters often disappear in multi-player
games. These problems don’t ruin the
game, but they do take a bit of the shine
offl an otherwise stellar product.
Minor problems aside, Tom
Clancy s Rainbow Six is an enthralling
package loaded to the brim with tense,
nail-biting gameplay, slick technology,
and excellent replayability. It turns every-
thing you thought you knew about first
person action gaming on its head with
exhilarating, often quite profound results
—Todd Vaughn
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A Classic RPG’

*Minus the faeries, spells, and other crap.
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Sequel to the 1997 Role Playing Game of the Year.
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For more information call 1-800-INTERPLAY
or visit our website at www.interplay.com.

Go to www.pcgamer.com/request Product #333
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From every one of

us at PC Gamer,
thanks for once .
again making us
the world’s best-
selling PC games
magazine!




Mororhead

[Caugnr\r: Arcade

]

[Developer: Digital lllusions, Gremlin Interactive

Publisher:  Fox Interactive, (888) 369-0031
www.foxinteractive.com

Required We Recommend

100MB hard-drive
space; DirectX 5.0-
compatible Supar VGA

video card gamepad

Windows 95; Quad- Eight-speed CD-ROM | pjetely unique environment,
speed CD-ROM drive; | drive; P200; 32MB RAM; | from the hazy skies of Red
P30; 16MB RAM; 3DFX Voodoo Graphics | Rock and the urban thor-

or Voodoo Rush based
accelerator; Supported
sound card; Joystick/

oughfares of Neo City to
the scenic shoreline of
Olympos. Adding even
more to the experience are
trackside objects like wind-

with patch version 1.4); Spawnable

Multi-player: Serial/null modem; Modem: 28.8; IPX;
TCP/IP; Maximum players: 8 (up to 12

mills, office buildings, street
lights, and advertisements
— and you'll probably jump
out of your seat when you

ven if you're deadly serious
about realism in your PC rac-
ing simulations, you've gotta
admit that sometimes there's
nothing quite as satisfying as
just hopping in a high-per-
formance car and reveling in
the exhilaration of sheer,
unadulterated speed. We're
talking arcade-style racing,
folks, where all you need to
know is how to steer, brake,
and keep the pedal on the
floor as long as possible.

If that's the kind of action you crave,
you're in for a treat with Motorhead.
There's nothing remotely realistic about
this racing sim set in the futuristic
TransAtlantic Speed League, except for
one thing: it does a bang-up job of creat-
ing a true sensation of speed. There’s no
way to fine-tune your car in Motorhead:
all you do is pick a ride and choose a
track. Each of the game's ten cars is rated
in only three categories — speed, acceler-
ation, and grip — so you don’t need a
background in physics to decide which
car is best suited to your driving style or
the track on which you'll be racing.

The TransAtlantic Speed League
circuit consists of eight fictional tracks
(though only six are mentioned in the
manual), and each one is set in a com-

Until you've placed high enough in League
races, only two tracks are available — a
design decision sure to irritate some gamers.

see a jet hovercraft zip by over-
head as you scream toward the
finish line at Goldbridge.

You can play Motorhead
without a 3D card, but while
the software-rendered graph-
ics are adequate, they don’t
hold a candle to what you'll

Looking for some intense

high-speed action? This is

just what the doctor ordered.

A still screen shot just doesn’t do Motorhead justice: you really
have to see these cars burning down the track to truly appreciate
the graphics and gameplay of this racer.

see if you've got a 3D card that
supports all of Motorhead's visual
effects. Translucent lighting, fog, lens
flares, shadows, and other fancy flour-
ishes combine to give Motorhead an
incredible level of visual realism — and
that goes a long way toward convinc-
ing you that you really are in an incred-
ibly fast racer.

The computer opponents are sur-
prisingly strong. and they'll put up a good
fight even on the Easy setting. There's a
whole lot of bumping and banging going
on, and learning how to push someone
while staying on course yourself is vital to
success: there’s no faster way to pass
someone than to nudge him into an abut-
ment. Take a crest in the road at high
speed, and you'll actually catch air —in
Neo City you can stay airborne for almost
a city block! Crashes often result in spec-
tacular flips and rolls, but unfortunately
you don'’t see cars take any damage: you
can head back into the fray even if you've
smashed into a wall at top speed.

Of course, there's nothing like rac-
ing against human opponents, and
Motorhead is outfitted with a full suite
of multi-player options. Modem, serial,
LAN, and Internet play are all sup-
ported, and as more gamers find out
about Motorhead, you can expect to see
more and more dedicated Motorhead
servers up and running (there were
only a handful online when this issue
went to press). Best of all. you can
spawn as many multi-player versions of
the game as you like, a feature sure to
be appreciated by gamers everywhere.

I do have one major gripe with
Motorhead: you can only race in three
cars on two tracks when you first play
the game. The only way to gain access

Each of the many tracks in Moforhead has a distinct
look and feel. The peaceful skies of Atlantika stand
in stark contrast to the high-powered mayhem taking
place on the streets below.

to the other cars and tracks is to place
high enough in actual League races —
and that can add up to frustration if,
like me, you have some trouble with one
of the first two tracks.

That complaint aside, about the
only thing missing in Motorhead is...
well, a song by Motorhead. Oh well, |
guess you can’t have everything....

—Stephen Poole
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Warbames

I Catsgory:  Strategy

[Developer: Interactive Studios

Publishor:

MGM Interactive, (800) 586-2021
www.mgm.conm

just some decent real

Required We Recommend

Windows 95; Quad- Pantium 200;
speed CD-ROM drive; 32MB RAM,
Pentium 133; 16MB 3Dfx Voodoo Graphics-
RAM; 35MB hard-drive based accelerator,
space; Windows 100MB hard-
compatible sound card; drive space

Mouse

eoses0OORORRS

l Don’t worry, there’'s no video of Dabney

Coleman or Matthew Broderick in this one:

-time strategy gaming.

attraction was the 3D graphics
engine, which added the innovation
of full rotation and zooming to the
tried-and-trite formula of build
base/build guys/whack enemy/
repeat. Of course, Bungie beat them
to the shelf with its 3D tactical game

Myth (and a more attractive one at

Multi-player: Serial/Null Modem; Modem: 28.8; IPX;
TCP/IP; Maximum Players: 8; Free
Internet Service: www.mplayer.com

that), but WarGames still looks and

plays well. It has no great surprises,
but is solid and enjoyable in a genre
that is too often neither.

GM Interactive’s War-
Games adds to a curious
but growing sub-genre of
movie tie-in computer
games: the “Movie So
Old That Young Gamers
Don’t Remember It."

With WarGames,
however, we actually
have a semi-relevant his-
torical artifact, as it was
one of the first movies to
really deal with video
games and computer
hackers. This would be more pertinent
if the movie and the game were tied
together by something more than a few
character names and the license, but |
guess you can’t have everything. While
the connection with the film is slim at
best, WarGames is a surprisingly solid
real-time strategy that doesn’t rely on
fifteen-year-old plot devices. Thankfully,
no video footage has been used, and
characters like Professor Falken and
David Lightman only appear as passing
references in briefings.

Among the tsunami of real-time
strategy games at the 1997 E3, WarGames
was one of the few to catch my eye. The

Gamers firing up WarGames
with the expectation of playing
“Global Thermonuclear War”
against WOPR will be disappointed.
The game essentially takes the
premise of a large military computer
protecting itself and jettisons the rest

'1

Like most RTS games, naval action is just supplemen-
tal to land combat, but it does provide an interesting
element both visually and tactically.

of the movie's plot. The Cold War and

nuclear elements are gone, to be replaced

by a stand-off between the mechanical

forces made, deployed, and controlled by
WOPR in an attemnpt to start a global war

and the human forces out to stop it.
From there, gameplay settles into a
comfy pattern of building units and con-
quering map objectives.

The campaign can be played from

either side (human or WOPR) in a series

of large-scale missions, but there are
no single missions or mission editor,
which greatly reduces replay value.
Multi-player support for two to eight
gamers, with free hosting by MPlayer
and IP addressing for TCP/IP games, is
stable and flexible. The thirty campaign
missions that drive the game are quite
strong, with very large maps and multi-
ple objectives.

The game unfolds in a semi-narra-
tive, fluid fashion, as you receive E-mail
messages from headquarters, Professor
Falken, WOPR, and others. Resource

Infantry units are the weak The view perspective can be These neat little lines of oppos-
ingredient in the visual stew: d and d, making it ing forces aren’t really possib/
they look almost ready-made for possible to get the perfect view- in general gameplay, but they
the PlayStation crowd. ing angle on the action. sure do look nice, don't they?

One of WOPR's Mark 1 Walkers comes up
the road toward your Dragoon tank.

management is largely out of the loop.
reduced to gaining funds through
“hacker” units that can hack into comput-
ers to transfer cash. This cash is then
used to build structures and units.

The backdrop for these missions is a
series of effectively rendered, hardware-
accelerated 3D terrains that can range
from mountains to towns to cities in a
single map. Real-world locations like New
York and Saudi Arabia are sprinkled
among the desert. country, mountain,
lowland, tropical, and urban terrains,
adding to a sense of realism and narrative
cohesion. Visually, they all look mar-
velous, Rolling hills give way to rivers and
oceans, Large buildings loom over battles
and terrain-hogging units such as ships
create and impressive sense of scale.
Lighting, explosions, unit motion, and
other visual effects far surpass those in
Total Annihilation. Variable weather con-
ditions such as snow and rain not only
look good, but they also affect movement
and performance.

The fully rendered mechanized units
look decent, but infantry units look pretty

le
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"Charts new territory in the breathtaking beauty of the graphics.” - Adrenaline Vault




ONLY, IT'S NOT

Murpheus employs ground-breaking QuickTime VR technology in creating an adventure that will have

you quickly confusing the real with the surreal.

Four years in the making, it employs a graphical environment of truly titanic proportions. Its addictive

gameplay and gripping mystery will soon have you sacrificing your own dream time for Morpheus time.

* 3 CDs packed with high quality sound and video
* Full 360 degrees of movement in 6 unique worlds
* Live action video intensifies drama, suspense and realism

(Docphes

Expand your mind.
@ Go to www.morpheusgame.com

Go to www.pcgamer.com/request Product #606
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[Cntagur‘r Arcade

[Devalnpar. Nameco |

Publisher.  Microsoft, (800) 429-3400
www.microsoft.com

Required We Recommend

Windows 95; Pentium;
Double-speed Gamepad
CD-ROM drive;

486DX2 66;

8MB RAM

Multi-player: Two-player (one player at a time —
Just like the arcades)

ince its premiere in 1994,
Microsoft’s Arcade series has
faithfully translated titles from the
golden age of videogaming for
play on modern day PCs. The
series has so far focused on the
big arcade classics we know and
love — the original pack included
a stellar collection featuring
Asteroids, Battlezone, Tempest, Centipede,
and Missile Command and subsequent
packs have included Galaxian, Dig-Dug,
and PacMan — but Microsoft’s latest col-
lection of arcade games shows that not

fevenae of Hrcntle

everything from the golden
age is worth revisiting.
Revenge of Arcade
brings five Namco titles
back to life, like it or not;
Ms. Pac Man, Xevious,
Mappy, MotoS, and Rally
X. However, with the
exception of Ms. PacMan
and Xevious, this collection
seems to be dredging the
bottom of the nostalgia
barrel. Mappy, MotoS, and
Rally X are as forgettable
now as they were back
then and it doesn't take
more than a couple of

quarters worth of play time to get your fill

out of all of them. On the bright side,
however, Ms. PacMan proves to be the
same bubbly vixen we remember from
the pizza parlor; it's the most re-playable
arcade title of the bunch. The science-
fiction shooter Xevious has aged fairly
well, with challenging gameplay and nice
control, but you may find that the color
palette isn’t as clean and crisp as you
remember from the arcades. Yet as good
as these two titles are, it’s hard to con-
sider either of them in the same top-tier
as some of the previous Arcade show-
pieces (okay, maybe Ms. PacMan),

While each title has been painstak-
ingly recreated and features full sound
and joystick support, one small side note

The excellent reproduction of
Ms. PacMan is an arcade
fiend’s dream come h'ue

is the so-so screen size of
these conversions. Since
each title remains true to its
arcade roots where they had
long vertical screens, you'll
either play in a narrow win-
8 dow or in a full screen with a
lot of empty real estate on
| either side. On a typical 177
computer monitor, this
means that the gameplay
area is small — about a third
of the coin-op screen.
Though the smaller
screen size is overlooked if
you're an arcade buff inter-
ested in a trip down memory
lane, unfortunately, Revenge of Arcade is
a letdown over previous offerings. Maybe
this well has run dry, Microsoft.
—Todd Vaughn

IE GAMER FINAL VERDICT

o 60"

an still holds

Huba

[Category:  Strategy |

|Developer: Perpetual Motion Enterprises, Inc. |

Publisher:  Patch Products, (800) 524-4263
www.patchproducts.com

We Recommend
Pentium: 16MB RAM

Required
Windows 3.x or later;
CD-ROM drive;
486DX2/66; BMB RAM;
20MB hard drive space;

Super VGA

Multi-player: Hot seat; Modem; Serial; IPX; TCP/IP;
Maximum players: 2; Free Internet
Service: www.zone.com

LR NN

f the thousands of board games,
only a select few are considered
true classics: Chess, Checkers,
Othello, Scrabble, and 50 on
While most don’t even try to join
the exalted ranks (Battlestar
Galactica: The Game, for exam-
ple) others, like Chinese
Checkers and UpWords, and
now Kuba, strive for that intangible
greatness but don't quite grab the ring.
Charming in its simplicity, this

How about a game of Kuba, right next to this gaping
service duct? Though some of the backgrounds are

bizarre, the game is surprisingly fun.

marble-pushing game is subtly layered
with enough strategy to keep it chal-
lenging and addictive — for a while. The
digital version is faithful to its real-life
cousin, so if you're already a diehard fan
of the real thing here's what you need to
know: the computer game is intuitive,
bug-free and visually competent.

For the uninitiated. the basics will
be easy to get into; the board consists of
a 7x7 grid populated by three groups of
marbles: eight each belong to you and
your opponent, and thirteen are neutral.
You move by choosing one of your mar-
bles and pushing it horizontally or verti

cally. Any adjacent marbles in its
path get pushed along, and the goal
is to actually shove all of your
opponent’s marbles, or a majority
of the neutral ones, right off the
edge of the board.

The major problem with Kuba
comes at the end of a long game.
When all but a few of the marbles
has been forced off the board, the
S strategy evaporates into a drawn-

§ out stalemate. The PC is an excel-
lent adversary with five skill levels
to choase from, but of course
humin opponents are more fun to
play against, and this is one of the
few games that offers an entertain-
ing diversion for two people sitting
at the same PC.

—Joel Durham

This little
game is faithiul to
the board game

ver

only a
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to be; fans of this type ol gan

Eli PC GAMER October 1938







[Cntagur‘r Arcade

[Devalnpar. Nameco |

Publisher.  Microsoft, (800) 429-3400
www.microsoft.com

Required We Recommend

Windows 95; Pentium;
Double-speed Gamepad
CD-ROM drive;

486DX2 66;

8MB RAM

Multi-player: Two-player (one player at a time —
Just like the arcades)

ince its premiere in 1994,
Microsoft’s Arcade series has
faithfully translated titles from the
golden age of videogaming for
play on modern day PCs. The
series has so far focused on the
big arcade classics we know and
love — the original pack included
a stellar collection featuring
Asteroids, Battlezone, Tempest, Centipede,
and Missile Command and subsequent
packs have included Galaxian, Dig-Dug,
and PacMan — but Microsoft’s latest col-
lection of arcade games shows that not

fevenae of Hrcntle

everything from the golden
age is worth revisiting.
Revenge of Arcade
brings five Namco titles
back to life, like it or not;
Ms. Pac Man, Xevious,
Mappy, MotoS, and Rally
X. However, with the
exception of Ms. PacMan
and Xevious, this collection
seems to be dredging the
bottom of the nostalgia
barrel. Mappy, MotoS, and
Rally X are as forgettable
now as they were back
then and it doesn't take
more than a couple of

quarters worth of play time to get your fill

out of all of them. On the bright side,
however, Ms. PacMan proves to be the
same bubbly vixen we remember from
the pizza parlor; it's the most re-playable
arcade title of the bunch. The science-
fiction shooter Xevious has aged fairly
well, with challenging gameplay and nice
control, but you may find that the color
palette isn’t as clean and crisp as you
remember from the arcades. Yet as good
as these two titles are, it’s hard to con-
sider either of them in the same top-tier
as some of the previous Arcade show-
pieces (okay, maybe Ms. PacMan),

While each title has been painstak-
ingly recreated and features full sound
and joystick support, one small side note

The excellent reproduction of
Ms. PacMan is an arcade
fiend’s dream come h'ue

is the so-so screen size of
these conversions. Since
each title remains true to its
arcade roots where they had
long vertical screens, you'll
either play in a narrow win-
8 dow or in a full screen with a
lot of empty real estate on
| either side. On a typical 177
computer monitor, this
means that the gameplay
area is small — about a third
of the coin-op screen.
Though the smaller
screen size is overlooked if
you're an arcade buff inter-
ested in a trip down memory
lane, unfortunately, Revenge of Arcade is
a letdown over previous offerings. Maybe
this well has run dry, Microsoft.
—Todd Vaughn

IE GAMER FINAL VERDICT

o 60"

an still holds

Huba

[Category:  Strategy |

|Developer: Perpetual Motion Enterprises, Inc. |

Publisher:  Patch Products, (800) 524-4263
www.patchproducts.com

We Recommend
Pentium: 16MB RAM

Required
Windows 3.x or later;
CD-ROM drive;
486DX2/66; BMB RAM;
20MB hard drive space;

Super VGA

Multi-player: Hot seat; Modem; Serial; IPX; TCP/IP;
Maximum players: 2; Free Internet
Service: www.zone.com

LR NN

f the thousands of board games,
only a select few are considered
true classics: Chess, Checkers,
Othello, Scrabble, and 50 on
While most don’t even try to join
the exalted ranks (Battlestar
Galactica: The Game, for exam-
ple) others, like Chinese
Checkers and UpWords, and
now Kuba, strive for that intangible
greatness but don't quite grab the ring.
Charming in its simplicity, this

How about a game of Kuba, right next to this gaping
service duct? Though some of the backgrounds are

bizarre, the game is surprisingly fun.

marble-pushing game is subtly layered
with enough strategy to keep it chal-
lenging and addictive — for a while. The
digital version is faithful to its real-life
cousin, so if you're already a diehard fan
of the real thing here's what you need to
know: the computer game is intuitive,
bug-free and visually competent.

For the uninitiated. the basics will
be easy to get into; the board consists of
a 7x7 grid populated by three groups of
marbles: eight each belong to you and
your opponent, and thirteen are neutral.
You move by choosing one of your mar-
bles and pushing it horizontally or verti

cally. Any adjacent marbles in its
path get pushed along, and the goal
is to actually shove all of your
opponent’s marbles, or a majority
of the neutral ones, right off the
edge of the board.

The major problem with Kuba
comes at the end of a long game.
When all but a few of the marbles
has been forced off the board, the
S strategy evaporates into a drawn-

§ out stalemate. The PC is an excel-
lent adversary with five skill levels
to choase from, but of course
humin opponents are more fun to
play against, and this is one of the
few games that offers an entertain-
ing diversion for two people sitting
at the same PC.

—Joel Durham

This little
game is faithiul to
the board game

ver

only a

Kuba s
to be; fans of this type ol gan
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Bl0 Freahs

|Calegur\r: Arcade |
|steluper: Saffire
Publisher:  Midway

www.midway.com

We Recommend

Required

Windows 95; Pentium 200;

Pentium 133, 3Dfx Voodoo Graphics-

24MB RAM; * based accelerator;
SuperVGA video Supported sound card;

Gamepad

[Mu i-player. 2 players

L NN

n a PC market full of unbelievably
crappy one-on-one fighting games,
it's always a treat when something
as different as Bio Freaks hits the
stands. This title was originally slated
for an arcade release, but the success
of Mortal Kombat 4 made product
positioning tricky, and the coin-op
version was scrapped. It's a good
thing the PC version survived —
instead of a half-baked fighter along

Death, Bio Freaks is actually a

twisted little game that's loads of fun

Like most fighters, Bio Freaks is
buoyed by an over-the-top science fic-
tion send-up. where the society of the
future has found itself obsessed with
mutated beasts, biological implants, and
copious amounts of raw mayhem. Enter
| the Bio-F.R.E. AK.S. (a clever acronym
for something or other), the American
Gladiators of the 21st century. And what
a nutty batch they are! The cast of char-
acters range from busty bounty hunters
to giant reptiles right out of the cantina
scene in Star Wars, resulting in a varied
menagerie of demented warriors. In
fact. the character modelling and anima-
tion is the best I've seen, and whoever's

the lines of Time Warriors or Pray for

“Hulle, I'm Zipperhead, and I'm friendly.” Even though he's got blades
lodged in what's left of his arm, we assure you that he's a little kitty-cat.

sesePOROERRS

Hack off your friends” arms in this gory new

fighter from Midway, but be warned — you

won't want to let your kids play this.

The pyromaniacal Purge rains burning hell-
fire upon Bullzeye. “| am damn unsatisfied to
be killed in this fashion!”

responsible should get a big fat raise.

While the characters are outrageous
and the animation excellent, it’s the little
things that make the difference here, like
the completely surprising and shocking
opening taunts. Before each match, the
fighters go through a little pre-bout taunt-
ing — Zipperhead, a biomechanical freak,
pounds the ground, beats his chest with
bladed implants that are almost the size of
his body, and starts drooling. The reptil-
ian Saabo does a Gamera-style victory
dance, then poignantly vomits. You've
really got to see this one in motion to
appreciate it — or not.

Of course, the best character ani-
mation can’t make up for shoddy control
— but fortunately, Bio Freaks plays rela-
tively well. The control scheme is loosely
based on Tekken, with a button for each
limb. You've also got a long-range mis-
sile attack, plus jet boosters that give you
full run of the arena (these can be turned
off if you're a fighting purist). Stringing
together different key presses to pull
off combos isn't possible,
making the gameplay a
little stiff — you need to learn
the special moves (not a
problem, with online docu-
mentation available when you
pause the game).

But what makes Bio
Freaks so twisted is the
almighty “Mutilation Move”
system. If you pull off one of
these in the midst of battle,
you can actually lop off
arms... and the match keeps
going! Even though your
opponent may have two
spewing bloody stumps on the
sides of their torso, that can’t
stop ‘em from kicking you to
death. The particle blood
effects are delightfully realis-

After tossing eight javelins into Zipperhead's
chest, busty bounty hunter Sabotage evalu-
ates another means of attack.

tic, and the arterial spray flies every-
where and actually splatters on the
screen. Take that, Senator Leiberman!

The hazardous 3D arenas do a good
deal for gameplay. In most fighters, you're
limited to walking forward and backward,
but Bio Freaks lets vou go wherever you
please. You can devise some pretty nasty
setups where you body-slam your oppo-
nent from two stories up, or chuck ‘em
into bladed metal rollers (ooh!). There's a
little disorientation, though — if both
characters are using their jet boosters to
fly around, the camera system will occa-
sionally get confused.

To get the most out of Bio Freaks,
you'll probably need at least a P200 with a
3Dfx card. Bio Freaks has a native Glide
mode, and — surprise, surprise! —
OpenGL support, which should appease
the non-3Dfx crowd out there.

All in all, Bio Freaks is a goofy little
game that's a hit at parties — just
remember that it's been rated “M” for a
reason, and the blood may be too much
for some people to stomach (my local
newspaper has already run one angry
editorial about this one). It’s not going to
replace Virtua Fighter 2 as the top PC
fighting game, but you've just gotta love
those heads-a-poppin’.

~Colin Williamson

of gore may offend
Bio Fi

sn't the best fighter
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Internet Access

DON'T JUST TAKE OUR WORD FOR IT.
PC MAGAZINE AGREES EARTHLINK 15

THE BEST INTERNET SERVICE PROVIDER.

Internet Service Provider
September 9, 1997

CALL NOW! 1-888-EARTHLINK, EXT 3177

= e

For just $19.95% per month, EarthLink Sprint TotalAccess” gives you award-
winning access, great technical support, free member benefits, and more.
It's the easy way to understand, get on, and experience the Internet. F

EARTHLINK SPRINT TOTALACCESS " INCLUDES:

* Easy-to-use software = Personal Start Page™
for Windows or Mac * Free 6MB Waeb site -

* Over |500 local dial-up * Toll-Free 24-hour help line E a r'. h Lln k
numbers nationwide * New users gulde

* Choice of browsers * Bi-monthly member newslettor

« Emall * Inter Ir ing capabiliy . Spfl.ﬂt

101998 EarchLink Neework. Inc. and Sprimt Commmications Company L Trademarka are property of their respective
awners. Sprint and the Sprint logo are trademarks of Sprint Communications Compary LE Earthlink snd the EarthLink e o e ; - . o
fogo ars tratermarks of Earthlink Necwark. Inc. All Rights Rearved Go to www.pcgamer.com/request Product #179
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Flesh Feast

essenscscnosee
[Category:  Action

—I Despite a creepy story, Flesh Feast proves

[ Developer: SegaSott

Publisher:  SegaSoft, (888) 734-2763
www.segasoft.com you try hard enough.

that you can make a boring zombie game if

Required We Recommend [
Windows 95; Eight-speed CD-ROM

discover the cause of

Quad-speed drive; Pentium 200; this madness.
CD-ROM drive; 32MB RAM; There are two
Pentium 133; 3Dfx Voodoo Graphics- ways to play Flesh Feast
16MB RAM; based accelerator — Strategic mode,
D3D Accelerator which seems to be based
with 4MB RAM on the real-time strategy
model of control (select a
Multi-player: Modem: 28.8 (w/Java enabled browser character, tell them
for Internet play on Heat.net); IPX; where to go/what to do
Maximum players: 8; Free Internet and off they go); and
Service: www.heat.nat Direct mode, where you
. have complete control
PP OVET one person at a
time. The strategy mode
n the surface, Flesh Feast is an interesting idea,
seems to have all the mark- allowing you to control . L 2 e .._!- —y g
ings of a great horror game, multiple characters at a = - . A = _
TI?ere a‘r‘eqlt)ads of zombies; a |im-.-.!b|.11 it's one that D O G, - k o
story that would make George fails horribly. The inter- The view kills all suspense in this game, How are those zombies
Romero proud and all the face is so clunky that it's suppesed to scare you if you can see them a mile away?
blood and severed limbs you nearly impossible to
can handle. Unfortunately, switch between the Perhaps the greatest
the game never really pro- characters fast enough travesty is the fact that Flesh
gresses beyond the superficial to keep them alive — Feast has a great story in
and in the end reveals itself especially if you need to which you have zero partici-
to be a very tedious action switch from a long pation. The vast majority of
game that just happens to range weapon to a the levels are simple key-find-
have zombies in it. melee attack. ing exercises, and the pro-
Flesh Feast is set on NASAT Island, Unfortunately, the direct gression of the story actually
an exclusive resort owned by Nutrition mode proves no better occurs in cut-scenes and text
Applied Science and Technologies. The at handling multiple introductions/conclusions
island has always been a kind of Eden characters and after try- that frame each level. Even
for its inhabitants, and it’s said that once ing the game in both the ending {where the secret
you experience the good life there you'll Strategic and Direct of NASAT is revealed) merely
never want to leave. That all changes, mode, 1 simply gave up consists of you finding your
however, when rumors get out about and took direct control Up close, everything looks like way out before the place
people being manhandled and ejected over my main character, crap. There are no defining fea- blows. There is no big con-
from the island for engaging in some leaving everyone else as tures; the colors blend into a mess. frontation with the forces of
harmless fun. Then there's an explosion zombie appetizers. et darkness, no final stand
at the island’s main factory — shortly Beyond the poor controls and inter- against the zombie hordes as your ammo
thereafler people begin to die, only to face, Flesh Feast fails in many other runs low, no ultimate sacrifice to save
rise from the grave with an insatiable regards as well. The graphics are very humanity. Just lots and lots of running,
hunger for tangy human flesh. You play poor (even when using hardware acceler- Going into this game, [ was looking
as one of three people: tabloid reporter ation), which makes it difficult to identify forward to some good, old-fashioned

Carol Chang; Steve the items that you need to pick up. The zombie-killing fun. What | got instead
McLaine, friend of character models are no bargain either, was a boring game of mazes and keys

the scientist killed in as they are fuzzy and unrefined, with very that I had to force myself to finish.

the factory explo- limited movement schemes — the charac- —William Harms
sion; or Special ter model of Carol Chang is so bad it

Agent Williams, sent doesn’t even look like a woman! Even the IIH GAMER FINAL VERDICT
to the island to spraying blood looks bad.

uncover the truth. There is also no sense of atmos- It's got =
Each character is phere. For a game that hyped itself as zomhbies in it! l
: 2 . r -
joined by a few oth- being gory and true to the zombie Poor

ers and given a set mythos, there is no effort to scare the graphics; no

of missions. To suc- player. Unlike Resident Evil, which built gam :

cessfully complete tension and provided genuine thrills, aets tedious: not crappy interface

the game, you must Flesh Feast telegraphs its frights due to -

There is gore-o-plenty, but guide each of them its default top-down view, which allows

it's not enough to save this lhmugl? this hellish you to see the zombies coming a mile

game from oblivion. night of munci:ung awa_v.'ln terms of horror, Flesh Feast is
.............. dead while trying to as tepid as tap water. —

that there are romb
just another boring "find the k
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Experience the most powerful sound card ever! Sound Blaster Live! introduces a new
dimension of audio by including features and performance surpassing professional Hollywood-
quality audio equipment. Sound Blaster Live! incorporates the superior surround-sound
rendering of Environmental Audio” to create sound so real it has to be Live! With an amazing
256 voices of music synthesis and real-time audio enhancement, enjoy live concert-like
music productions so dynamic, you'll feel like you're right in the middle of an orchestra.
The Sound Blaster Live! hardware-accelerated
@ Environmental Environmental Audio Extensions” (EAX™), supporting
; . new titles, offers an experience that goes way beyond
Audio 3D audio. Add the ability to enhance all your existing
by CREATIVE® games and legacy audio with true digital processing.

It will blow your home theater away!



dio — So Real It Has To Be Live!

Benefits of Sound Blaster Live!

Hollywood-Quality Audio Re-Creation
Professiomal-quality synthesizers and digical 1O provide audio fideflity that rivals movie
theaters with digital sound

Powerful Audio Processing Engine
With the EMUIDK | audio processor. every signal is processed at 32-bit. 192dB. 48kH o
B-point interpolation to smoath the sound - instantly impreving any audic source

Environmental Audio Enhances Existing Content
Experience depth and realism beyond existing 3D audio. Apply pre
|I.'|” cave oF underwater 1o your CJ’\\I’III% F-’ﬂ{\ ang i\pp:ll’.:!'.-fi"‘ far f'(-'!}f!\r,:;r true

L enviIrGnme

Multiple Speaker Output

Produce surround-sound audio on your PC with built-in support for two or four
analog speakers

Digital /O Card

This hardware feature provides digital SPDIF 1O and a breakout of the MIDH 1O ¢
MIDI DIN connectors. A Digital DIN connector i prowded for further conness

ta eight digital speakers

256-Voice Music Synthesis

ty goes bepond atity and perfarma

Sound Blaster PCI Standard

Be

Environmental Aud
A

open standard that allows the broadest ¢

nd Blaster co

red of near-porfect S rngatibility whilg

Extensions/ Broad Driver Support

sppart from safiwice developer

Sound Blaster Live! Website - www.sblive.com

Visit the Website for instant access to the lar

ns and drivirs

applicatinng. anhancen

Rich Software Bundle

Any

amazing array of software ta enrich your experence with Sound Blaster Live!

CREATIVE

WWW.SOUNDBLASTER.COM

nee weailablo in s

ng thi benofits of the PEI bus



Sound Blaster” Live! Card

What is Environmental Audio? 4 ‘

Environmental Audio — the ) 7 \
next audio platform by Creative. (G . Enqurnmental 1}.?\ .
Its revolutionary technology recreates * "~&" = Audio Vi BB
real-world multi-dimensional audio by CREATIVE®
on your PC, It immerses you in sound so vivid, you experience games, \

music, and other existing audio applications rather than just hear them.

By nature, the human ear is intolerant of audio imperfections. The
Environmental Audio Platform addresses this problem by introducing
a system comprised of the following components:

Digital I/O Card

*» Environmental Audio Hardware powered by the powerful
1,000+MIPS, 2 million transistor EMU10K ™ audio processor chip,
Sound Blaster Live! provides the highest possible audio fidelity with
multiple digital audio input/output (I/O) capabilities.

Technical Specifications

Wave-Table Synthesis
Environmental Audio Software Technologies created by
E-mu Systems®, Inc., a subsidiary of Creative, that provides high-end .
audio equipment to Hollywood studios, will change the way you
perceive audio forever. They include: .
E-mu Environmental Modeling™,

which accurately positions audio objects in a
3D space by rendering audio reflections and;

Creative Multi Speaker Surround”, / o =
which allows real-time panning and mixing ® Suppor
of multiple sound sources using two or more speakers. These ;
technologies will greatly enhance audio content from the past,
the present, and the future.

® Capab
Bireams using |

® Customizable effects architecture
channel control

Environmental Audio Extensions (EAX) enable game and
application developers to easily enhance their software with high-
quality Environmental Audio effects. EAX is designed to be a natural
extension to Microsoft® DirectSound” 3D APl and has received
overwhelming support from hundreds of software developers.

&  Full digital mixer me
, elirminating

i in the digital
il

r, and offects controls avaitable for all

Environmental Audio Speaker Systems work well with
two-speakers, but Environmental Audio will deliver its full
potential with Creative’s new line of multi-channel systems.

The PCWorks™ FourPointSurround™ speaker system is the
best companion for your Sound Blaster Live!, It offers four compact
satellite speakers and a powered subwoofer.

M 3y Sound sourco

Hollywood-Quality, 32-Bit Digital Audio Engine
* Usarselectable bit rates from 8- 1o 16-bit

The Desktop Theater™ 5.1,a

great companion for your PC-DVD™
system, is a five-satellite plus
powered subwoofer speaker
system with an amplifier and a
built-in Dolby® Digital decoder.

Look for the Environmental Audio logo on selected Creative and
Cambridge SoundsWorks® products, and new supported game titles
to ensure you are getting the Live! experience.

SOUNDWORKS

* Userselectable sample rotes from 8kHz to 48kHz

& All sound sources am handled with 32-bit precision for
Highest quality output

*  Analog and Digltal VO modes supponed

* Hardwore full-duplex suppon enables simultaneous record
and playback at 8 standard sample rates

*  Lhilizes ACST audio codec

MIDI Interface/Joystick Port

* Supports MPL-401 LART mode

* [BM" compatible 15-pin joystick port with analog support
* Support for digital and Directinput™ game devices

j / i Works with
BLASTER .
98
The PCI Audio Standar WWW.SOUNDBLASTER.COM !
"1 1y Lrd A ot trand dr procuct nomiss SIS S Pmtamaris: o rgistame tradomarkd and e proigeity of e neepectiviha'

Go to www.pcgamer.com/request Product #117



ber Medieval

Il:atagmy: Arcade 5 === : o.-oo..o.l.ot

Developer. Monolith Productions, Inc. and This will invoke feelings of nostalgia for long-
Tokarsjimasha, Inc. time gamers, but even they'll discover that

T mmgucﬁnmlm]mm the old WaYS aren’t always the best ways.

We Recommend

Windows 85; Eight-
speed CD-ROM drive;
Pentium 133MHz; 3ZMB
RAM; 100MB hard-drive
space; 28.8kbps modem;
Gamepad

Required

Windows 95; Quad-
speed CO-ROM drive;
Pentium 90MHz; 16MB
RAM; 20-40MB hard-

drive space

the seams with monsters of all
shapes and sizes — everything
from puny bats and spiders to
orcs, wraiths, ogres, trolls,

and more. Just as in Gauntlet,
you play as one of four char-
acters — in this case, Eryc the
Archer, Kellina the Avenger,
Levina the Sorceress, and
Zared the Barbarian — that
have varying strengths in
three categories: weapon
speed, weapon strength. and
foot speed. Zared, for
instance, has the strongest
weapons but moves the slowest;
Eryc is as fast as lightning, but his
arrows do

the least damage.

Multi-player: Four-players via hot seat play;
Serial/null modem; Modem: 14.4; IPX;
TCP/IP; Maximum players: 4; Free
Internet service: www.mplayear.com

t's one of the oldest marketing
strategies in the book: once your
target audience reaches a certain

Portals can transport you to rooms full of great treasure, but
don't grab every single thing in sight — you might need those
power-ups later when your life meter is running low.

age, start selling them the same

stuff that was popular when they

were in their late teens and twen-
ties. Take pop music, for example.

Have you noticed how many ads

are running for “Best of the

Eighties,” “AM Classics,” and other

compilations? The concept is based

on two principles: that people in

their mid- to late-thirties have

plenty of disposable income, and
that most people’s tastes in entertain-
ment change little after they turn 30.

And we're seeing the same thing in
the game industry now that it's been
around for the requisite 15 or 20 years
necessary for the ploy to work. This year
alone, we've seen the release of updated
versions of Frogger and Battlezone; GT
Interactive is planning to ship
Loderunner 2 in the early fall; Microsoft
has released yet another collection of
arcade hits; and Activision’s busy at
work on remakes of Atari classics like
Asteroids and River Raid.

Now Monolith Productions is hop-
ping on the retro bandwagon with Get
Medieval, but there's a catch: there wasn't
a hit game called Get Medieval. Get
Medieval is actually a slick
update of Atari's
supremely addictive four-
player coin-op Gauntlet.
But while the name has
been changed and the
graphics updated, Get
Medieval is still pretty
much Gauntlet, with the
same charms and limita-
tions of that golden oldie.

Get Medieval lets
you and up to three other
players explore a dun-
geon that’s bursting at

Naturally, monsters aren’t all

you'll find in the dungeons. Besides the
countless piles of gold left lying around,
there are all sorts of power-ups to boost
your health, give you the power to cast
magical spells, and increase your offen-
sive and defensive strength; unfortu-
nately, the power-ups are vulnerable to
your weapons, so if you're not careful
you can wipe out a much-needed
goody. As you move deeper into the
game, new dangers appear — lava pud-
dies that will set you alight if you touch
them, tar puddles that slow your move-
ment to a crawl, thieves who'll grab
your weapons and money, stun plates
that shock and paralyze you, and curses
that reverse the game controls or dou-
ble the effects of gravity.

So what does Get Medieval do that
Gauntlet didn't? Aside from much better
graphics, the answer is not very much.

The most noticeable change is that the

characters chatter as they run around
the dungeons, and each has a distinct
personality: Eryc is a wisecracker,
Kellina’s a classy grrrl-warrior obsessed
with proving she’s the equal of any man.
Zared is a Schwarzenegger clone, and
Levina's a sultry temptress
with a double-entendre
always on the tip of her
tongue. The other big
improvement is a com-
plete array of multi-player
modes, including support
for play over a modem,
serial link, a LAN, or the
Internet (there's an option

Each character you can play has 8 to pIa}-r on Mplayer, but it
rating in each of three categories. wasn’t on the service at

Eryc the Archer is nimble, but his
arrows deliver the least damage.

press time),
But all the multi-
player options in the

world don't mean a
thing if the game
itself isn't fun —
and it only takes a
few hours for Get
Medieval to wear
out its welcome.
Sure, new mon-
sters and power-
ups appear as you
progress, but it's
just not enough to
overcome the
mind-numbing,
repetitive game-
play. Get Medieval
might be a nice
diversion for
young Kids (except
for Levina's slightly
saucy language
and the animated
gore), or for Gauntlet freaks who never
got over their coin-op experience and
simply must have a new fix, but aside
from that about all it truly excels at is
showing how far game design has
advanced in the last 10 or 15 years.
—Stephen Poole

[fHGAMER ‘Enar versicr

Simple
gamepl n opt
to turn off th

The Fire Shield power-up
will allow you to cut a fiery
swath through monsters.
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Rampage: World Tour

S0P RRERORReS
| Turn your favorite international hot-spots

|—I:uteguw: Arcade
fﬂaulupan Point of View

Publisher.  Midway

into flaming wreckage in this revamped

www.midway.com

We Recommend

Pentium 200;
Gamepad

Required

Windows 85;
Quad-speed
CD-ROM drive;
Pentium 133;
16MB RAM;
Mouse

Multi-player: 3 players on one machine; IPX;
Maximum players: 3

henever a company
announces that it's pro-
ducing a “retro” version
of one of its aging hits,
my Pavlovian response is
to grit my teeth in terror
and expect the worst.
After the regrettable
Frogger, I'm wary of any
game that promises to
wring new fun from a
ten-year old arcade hit.
Fortunately, Midway’s
new Rampage: World
Tour avoids the pitfalls of most retro-
games: it remains in two dimensions,
adds a few new features that don’t ham-
per the gameplay, and maintains the
wackiness — and more importantly, the
spot-on control — of its predecessor.
Far you young'uns who haven't
experienced the destructive goodness of
the arcade classic Rampage, this is a
game where you play one of three classic
movie monsters, mutated to super-size
and ready to total anything in their paths.
The main goal is to destroy all the build-
ings in the current city by smashing them
to the ground, while avoiding (or eating)
pesky, dynamite-tossing humans.
Rampage: World Tour manages to
expand upon the classic with a few new

provide short diversions from the destruc-

World Tour includes a few mini-games that
tion. Nothing you'll miss, though.

wversion of an arcade classic.

Eating things like chicken and humans increases your health, but munching
on couches and TV sets gives you a monster-sized case of indigestion.

dow size is only
400x255, so run-
ning the game
full-screen
results in a
chunky pixel-fest
)l [ also experi-
enced mediocre
performance in
the full-screen
mode, and the
game ran far bet-
ter in a window.
It's probably
more & matter of
bad program-
ming than hard-
ware limitations
— games like
Claw and Jazz
Jackrabbit 2 were
. able to crank out

features. For starters, the playfield scrolls
to the left and right, so you're no longer
limited to a single screen. Since there are
more buildings to destroy, the gameplay
has been sped up, and the monsters have
some new moves — an added kick button
lets you pound on the sides of buildings
with your feet and a flying kick lets you
take out helicopters Van Damme-style. As
you smash windows, you can reach into
buildings and grab a variety of power-
ups. Some let you breathe fire, while oth-
ers will transform you into a purple ver-
sion of Mothra. And as the game’s title
indicates, picking up different country
flags lets you travel to exotic (and tasty)
hot-spots like Tokyo and Kathmandu.
And, as expected, two of your buddies
can join you in the fun via daisy-chained
joypads, or over a local area network.
Though the animation and overall
visual design is fine, | have a little prob-
lem with the graphics — the basic win-
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it was in the arcades ten years ago. Buddy

The three-player mayhem is just as sweel as
up and eat some tourists!

full-screen, high-res scrolling without a
hitch. The keyboard and joystick setup
screens are also really bad — if you're
gonna do a PC port, do it right.

In terms of gameplay, Rampage's
ane blemish is the number of lives you
get. Rampage has always had an insane
number of levels, and beating all of
themn required a sock full of quarters
and several hours. The PC version gives
you infinite lives from the get-go, mean
ing that you don’t really have to worry
about death. It’s like playing through
Quake with God maode stuck in the “on”
position — meaning that instead of
playing until you run out of credits,
you'll simply stomp until you get bored,
and that’s no fun at all.

But if you're disciplined enough not
to play the game the whole way through
in the first sitting, you'll probably get a
great deal of enjoyment out of Rampage:
World Tour. Midway knows something
that other developers would be a lot bet-
ter off realizing — if it ain't broke, you
don't have to fix it.

—Colin Williamson
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FtFighrer: Full Burn

l ses eSO OOBORS
In spite of its quirks, flying the user-friendly

Iﬂatagur\r: Simulation

| Dovelopar: Mission Studios

skies of the latest JetFighter installment

Publisher.  Interplay, (800) 969-GAME
www.interplay.com offers quite a bit of fun for the casual sim fan.

Required We Recommend

DOS 5.0; Pentium 133; Pentium 200; 32MB
16MB RAM; 50MB hard- RAM; 3Dfx-based 3D
drive space; IMB SVGA accelerator; 240MB

video card hard-drive space,
SoundBlaster
compatible sound card

Multi-player: Spawnable: CD required, any of the four
CDs included is sufficient; IPX Play and
Internet (via Kali), Maximum players: 8

a0 eee

ans of the alternative group
Pavement will be familiar
with the term lo-fi. The group
became synonymous with
that expression by making
records — good ones
without using state-of-the-art
technology. The resulting
sound is rough and gritty,
and absolutely perfect for
Pavement’s style

It's perhaps apt that 1
grabbed a Pavement CD to

listen to as | reviewed This bandit is going down! The visuals in Full Burn are the best in the JetFighter series, but they
JetFighter: Full Burn. This game is the pale in comparison to other, modern flight sims from folks like Jane's.
digital embodiment of lo-fi. For example,
Full Burn is a DOS-based title; it's opti- Full Burn uses the same game blocky and the horizon is cut short by a
mized for Windows 95, but it will run in engine as JetFighter I1I, and it's not once-forgivable, now-annoying haze,
pure DOS mode just fine. The downside aging gracefully. The terrain still looks Furthermore, Full Burn offers the
of that is, if you've gotten used to the pretty, and systems with a 3Dfx-based same planes as JFIII, the F/A-18 Hornet
ease of setting up games that pick up accelerator will see smooth frame rates and the F-22 Lightning II, with the addi-
your system specs through DirectX, con- and decent texture quality. Unfort- tion of the Russian MiG-42. It would
figuring Full Burn will cause flashbacks: unately, no other cards are supported. have been nice to see a few new U.S.
you'll have to set up your sound card Accelerated or not, though, the dated fighters; perhaps an F-15 or, considering
right down to specifying IRQs and look of Full Burn doesn’t stand up next that the campaign is set several years in
DMAs; Full Burn will autodetect, but it to current tities like EA's Jane's F-15 the future, an F-117 stealth fighter.
missed the mark with my Guillemot and Mindscape’s Team Apache. You I happen to be a member of the
Game Theater 64. Such is (or was) life won't find glowing effects around the group of casual sim fans that made JFIII

with DOS missiles, detail in the virtual cockpit is a hit. Having been looking forward to

- Full Burn, 1 was, to put it mildly, disap-
pointed with the poor first impression |
experienced after I first loaded it up.
Thankfully, first impressions aren’t
always accurate.

Full Burn has quite a bit to offer
fans of JFIII, as well as gamers who
would like to load up a good sim but
have been turned off by the realistic
complexity of other titles. It's incredibly
accessible, with a well written, friendly
manual and a battery of comprehensive
tutorials that take you from the basics
of flight to advanced air combat in
gradual steps.

Adding to the ease is a very simple
flight model. If you've ever flown any-

Bety issions, you'll be i to an ongoing storyline reminiscent of the Wing Commander games; thing on a} P(ﬁ l_){'fuft‘..‘s‘u;:;pp:(‘! iJ:m_):I
the CO in the briefing room is one of the few capable actors. Bghen 10l Bm:‘n wilbe 8 ineetn, Yo
of the planes you'll fly are much harder
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You don't have to master the art of carrier
landings with the “auto land” feature, but
the challenge is fun if you want to try.

to control than a Wing Commander
spacefighter. Of course, that takes away
heavily from the realism; there’s not a
noticeable difference in controlling any of
the three jets offered, it's almost impossi-
ble to go into a spin, and you don’t have
to worry about any nagging little details
such as, well, aerodynamics. To test the
realism of Full Burn’s physics, | hopped
into an F-22, flew up to 40,000 feet and
then rocketed straight down with full
afterburners. At more than 1,000 knots, 1
was able to pull up at under 600 feet and
fly away unscathed, without the momen-
tum carrying my plane into the ground
or causing it to break up.

In spite of that — or because of it,
depending on your tastes — flying the
missions in Full Burn is pure fun.
Included on the four CDs are dozens of
missions, ranging from the mundane
fighter patrol sweeps and single target
elimination to a few very creative and
fun scenarios. There's a particularly
cool one in which you have to intercept
a cruise missile that's been launched at
your fleet, all the while dodging SAMs
and flak.

There are two campaigns to play,
representing US and Russian sides of a
conflict between Russia and Norway. In
each, you work your way through a
Wing Commander style movie narrative,

Taking out this enemy ship was & snap with the unrealistic but
newbie-friendly weapons interface.

1 This F-22 is one of three planes you'll fly in Full Burn; some other more modern jets would have been welcome.

complete with mediocre actors. Though
you can go ahead and navigate through
your base through a Myst-like interface,
a convenient menu lets you jump to
pertinent locations such as the briefing
room, your quarters, and the hangar.
While there’s no need to follow the
story lines; the FMV is amusing in a
campy sort of way.

Though the action is easy to get
into and thoroughly enjoyable, there
are a few gameplay issues that could
have been better. When it's time to fly,
you'll be thoroughly briefed by your CO
(the best actor of the bunch) and it's off
to the hangar. But while you can
choose between several ready made-
loadouts appropriate for various types
of missions, you can’t
maodify them or create
your own.

Once in the cock-
pit, you'll find yourself
frequently referring to
an included quick refer-
ence chart. The default
keyboard control layout
is about as intuitive as
UNIX. I couldn’t get Full
Burn to recognize my
Microsoft SideWinder
Force Feedback's hat
switch, nor support its
force feedback capabili-
ties; Full Burn only talks
to CH Force FX sticks
for that. In fact, Full
Burn's native joystick
support doesn’t refer to
a lot of joysticks to

come out in the past yvear or two.
Another feature that Full Burn only
partially supports is multi-player.
JetFighter IIl fans have been crying out
for it and Full Burn delivers... up to a
point. Unfortunately, the only modes
supported are IPX and Kali. There's no
sign of TCP/IP or direct modem-to-
modem, which is popular among flight
sim fans. Apparently, rebust multi-
player support was on the same list as
Direct3D, Directinput, RedBook audio
and the rest of the modern features
we've come to take for granted in cur-
rent games, but which are absent here.
Despite all of the game’s numerous
faults, 1 can’t deny that it’s eating up a
lot of my time and, when 1 finish this
review, I'll jump right back in the cock-
pit. If you want a sim that's super-easy
to fly and don't care too much about
options or tech performance, find a
copy of The Velvet Underground’s
White Light/White Heat, load up
JetFighter: Full Burn and go to town.
—Joel Durham
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shill a good pick
but it's past

for the casua

time lor an

I s s sssesesnan

FL GAMER October 1938 W




RESERVED, The radjn

= aryd 1010605 Peygnasis Lid A

Gkl Domination, Poygrasis and I Psygnasss logo are TH or

W™

S ——— \

LOBAL DOMINATION ATTACK YIEW ]

« ATTACK THOSE WHO DESERVE IT MOST FROM YOUR LETHAL ROTATING 3-D
GLOBE INTERFACE.

« DIVE INTO GLOBAL CONFLICT AND FIGHT YOUR WAY TO THE TOP OF THE
WORLD AS A MILITARY OPERATIVE FOR HIRE.

« LAUNCH STRATEGIC ASSAULTS AND DEFENSIVE MEASURES VIA LAND, AIR,
SPRACE AND SEA USING A BLISTERING ARSENAL OF WERPONRY.

« ACCESS INTELLIGENCE FROM 56 COUNTRIES AND THEN TARGET VITAL ENEMY
INSTALLATIONS.

* STAY ABREAST OF MISSION GOALS AND BREAKING DEVELOPMENTS VIA LIVE
ACTION BRIEFINGS. VIEW RESOURCE DATA THROUGH YOUR HUD pIsPLAY.

» CHALLENGE UP TO 16 OPPONENTS IN MULTIPLAYER WARFARE OVER LAN,
SERIAL LINK OR MODEM.

Pocs|  ROM  csns

Go to www.pcgamer.com/request Product #607




Download the demo al www.psygnosis.com/globaldomination



Mortal Hombar 4

Arcade

LR B B B N

Category: &
r | The carnage-crazed Mortal Kombat series

[Developer: Eurocom Developments

goes 3D. Kan you kompete against the

Publisher:  Midway
www.midway.com krazed kabal of kombatants?
Required We Recommend

Windows 95; Quad-
spead CO-ROM drive;
Pentium 133; 24MB
RAM; 25MB hard-drive
space; Direct3D com-

Pentium 200; 30fx
Voodoo Graphics based
accelerator; Gamepad

else. In fighters like Virtua
Fighter 2 and Last Bronx, each
character had a totally different
feel due to individual movesets;
in MK4, each character’s play is

‘ patible video card

Multi-player: 2 players on one computer

idway’s Mortal Kombat
series has gone through a
series of ups and downs.
While Mortal Kombat 2
managed to improve upon
the fast-paced, gore-
galore formula of the orig-
inal, the third incarnation
didn’t fare nearly as well.
MK3 suffered from mon-
keywrenched gameplay,
needlessly stupid finishing
moves like “Animalities,”
and unbearably campy
character designs (remember the mall-
cop with the enormous ass?). And after
the cataclysmic War Gods, Midway's
first entry into the 3D fighting field,
everyone assumed that the next Kombat
would be, well, krap. Surprisingly, MK+
has turned out a little better then
expected, re-injecting some of the
atmosphere and humor of the first two
games — but it's still no world-beater,

q I prefer my ninjas well-done. The mystical Scorpion unleashes his breath of fire.

nearly identical.

This is the first time Mortal
Kombat has gone 3D, and it
shows. The polygon models
don’t seem quite as refined as
the arcade version, and suffer
from flickery joints syndrome —
but at least the game can run at
60fps on a modest system.
Some things are harder to for-
give; a few of the animations

Cage's win pose looks like it

T Raiden serves up a little Sonya Blade shish-ke-bab. With a @€ appallingly bad — Johnny

cool hat and a big hammer, Raiden always wins!

The story is the usual incoherent
nonsense about an Elder God getting
loose and causing havoc, so it’s up to
the Mortal Kombatants to bludgeon
each other until natural order is
restored to the universe. Luckily, the
story does have some saving graces
the sorry characters of MK3 have gotten
the axe. and favorites from the original
cast are back, including Johnny Cage,
Raiden, and a new fella who looks like
“Lurch” from The Addams Family.

There’s barely any difference in
gameplay from the other MK games —just
beat the stuffing out of your opponent
before the timer runs out. To make things
more interesting, each character carries a
weapon that can
be whipped out at
opportune times.
Rocks and skulls
are scattered
around the play-
ing field, so it's
possible to toss
something big
and heavy at
your opponent.

If the eight-
button control
scheme seems
baffling, keep in
mind that three of
them can be over-
looked — the
plane-shift buttons
don’t do much in
the 3D arenas,
and the run but-
ton is utterly
worthless
However, if you're
looking for depth,
look somewhere

e Was motion-captured from one
of the mechanical Christmas elves you
see at the mall — and even the blood
effects are disappointing. You'd think
Midway would have made the gore
more realistic than flying red lego bricks.
Still, the volces sound like they were
sampled from Rudy Ray Moore’s classic
Dolemite, and that's okay by me.

And then we've got the fatalities.
Good lord! While the finishing moves of
the first three games could be classified
as “cartoon violence,” MK4's border on
the disturbing. This is not a game for the
kiddies — unless you're comfortable with
the wee ones watching someone’s face
get gnawed off, or an immolated victim
running in circles and screaming bloody
murder. (My personal favorite is the fatal-
ity where your character sends your foe
flying into an enormous cooling fan.)

However, when you strip away the
shock value, MK4 hasn't changed much
since its original debut four years ago. If
you're a fan of the series, or you've got an
itch to play a merely competent fighting
game, knock yourself out — but more dis-
cerning fighting fans should stick with
VF2 or maybe try out Midway’s other
offering this month, Bio Freaks.

—Colin Willlamson

[{8GAMER Finarveroicr
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www.midway.com krazed kabal of kombatants?
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Fighter 2 and Last Bronx, each
character had a totally different
feel due to individual movesets;
in MK4, each character’s play is

‘ patible video card

Multi-player: 2 players on one computer

idway’s Mortal Kombat
series has gone through a
series of ups and downs.
While Mortal Kombat 2
managed to improve upon
the fast-paced, gore-
galore formula of the orig-
inal, the third incarnation
didn’t fare nearly as well.
MK3 suffered from mon-
keywrenched gameplay,
needlessly stupid finishing
moves like “Animalities,”
and unbearably campy
character designs (remember the mall-
cop with the enormous ass?). And after
the cataclysmic War Gods, Midway's
first entry into the 3D fighting field,
everyone assumed that the next Kombat
would be, well, krap. Surprisingly, MK+
has turned out a little better then
expected, re-injecting some of the
atmosphere and humor of the first two
games — but it's still no world-beater,

q I prefer my ninjas well-done. The mystical Scorpion unleashes his breath of fire.

nearly identical.

This is the first time Mortal
Kombat has gone 3D, and it
shows. The polygon models
don’t seem quite as refined as
the arcade version, and suffer
from flickery joints syndrome —
but at least the game can run at
60fps on a modest system.
Some things are harder to for-
give; a few of the animations

Cage's win pose looks like it

T Raiden serves up a little Sonya Blade shish-ke-bab. With a @€ appallingly bad — Johnny

cool hat and a big hammer, Raiden always wins!

The story is the usual incoherent
nonsense about an Elder God getting
loose and causing havoc, so it’s up to
the Mortal Kombatants to bludgeon
each other until natural order is
restored to the universe. Luckily, the
story does have some saving graces
the sorry characters of MK3 have gotten
the axe. and favorites from the original
cast are back, including Johnny Cage,
Raiden, and a new fella who looks like
“Lurch” from The Addams Family.

There’s barely any difference in
gameplay from the other MK games —just
beat the stuffing out of your opponent
before the timer runs out. To make things
more interesting, each character carries a
weapon that can
be whipped out at
opportune times.
Rocks and skulls
are scattered
around the play-
ing field, so it's
possible to toss
something big
and heavy at
your opponent.

If the eight-
button control
scheme seems
baffling, keep in
mind that three of
them can be over-
looked — the
plane-shift buttons
don’t do much in
the 3D arenas,
and the run but-
ton is utterly
worthless
However, if you're
looking for depth,
look somewhere

e Was motion-captured from one
of the mechanical Christmas elves you
see at the mall — and even the blood
effects are disappointing. You'd think
Midway would have made the gore
more realistic than flying red lego bricks.
Still, the volces sound like they were
sampled from Rudy Ray Moore’s classic
Dolemite, and that's okay by me.

And then we've got the fatalities.
Good lord! While the finishing moves of
the first three games could be classified
as “cartoon violence,” MK4's border on
the disturbing. This is not a game for the
kiddies — unless you're comfortable with
the wee ones watching someone’s face
get gnawed off, or an immolated victim
running in circles and screaming bloody
murder. (My personal favorite is the fatal-
ity where your character sends your foe
flying into an enormous cooling fan.)

However, when you strip away the
shock value, MK4 hasn't changed much
since its original debut four years ago. If
you're a fan of the series, or you've got an
itch to play a merely competent fighting
game, knock yourself out — but more dis-
cerning fighting fans should stick with
VF2 or maybe try out Midway’s other
offering this month, Bio Freaks.

—Colin Willlamson
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NAM

[Category:  First-person shooter |

[Developer; GT Interactive

Publisher:  GT Interactive, (800) 305-3390
www.gtinteractive.com

We Recommend

Pentium 133MHz; Video

card capable of running

at 640x580x256; 28.8kbps

modem; Sound Blaster

16 or compatible sound
card

Required
486 DX4 100MHz;

Double-speed CD-ROM

drive; 16MB RAM; 6OMB
hard-drive space

Multi-player: Serial/null modem; Modem: 14.4; IPX;
TCP/IP; Maximum players: 8

rowing up watching footage
from the Vietnam War on the
news every night, | thought [
knew as much about it as
anyone could who didn’t fight
there — until [ played NAM,
which claims to “realistically
bring the experiences of the
Vietnam War to life.”

Until I played NAM, 1
always assumed that a grunt
who stepped on a land mine
was either dead meat or
would only be traveling via

stretcher. But NAM taught me that as
long as a soldier was reasonably
healthy — say, at about 60 percent of
his full strength — he could stomp on a
land mine and still keep slugging
through the jungle. And that’s not all: if
he was lucky enough to have a medkit
on him, he could get back to full
strength in just a couple of seconds.

I always thought it took a while for
an air strike to arrive, but NAM taught
me that our flyboys were always just
overhead and would drop their bombs
about two seconds after your request.
Hell, I never knew
that the NVA or
Viet Cong left
grenades and
ammo for M-16
and M-60 machine
guns lying around.
And silly, silly me
— [ didn’t know
that the way you
prepped for a mis
sion was to run
around your start
point looking for
WEapons, ammao,
mines, medical kits
night-vision gog-
gles. and other
goodies lying all
over the place.

I'm kidding, of
course, but you get

Don't worry if you get
injured: In this version of the
Vietnam War, all you need to
find is a big box with a Red
Cross insignia on it and
you're as good as new.

NAM makes bold claims to realism, but this

last waltz for the Build engine plays more like

Duke Does Da Nang than real jungle combat.

1 Rule number one: Your CO will expect you to pick up all your supplies before you head out on a

mission. Hmmm... that's quite a load for anyone to carry, even if they are nicknamed “Bear.”

my point: to say that NAM offers the
“true experience” of the Vietnam War is
not only a joke, it might well be consid-
ered offensive by someone who lived
through one of the most hellish wars this
country’s ever waged. The manual
explains your character’s ability to take
multiple hits and rejuvenate himself
instantaneously because he’s been given
an “experimental serum,” but that flies in
the face of claims to realism, doesn’t it?

That's not to say there aren’t some
aspects of NAM that more or less accu-
rately reflect the dangers and hazards of
combat in Vietnam, Enemies blend almost
seamlessly into the dense jungle foliage,
and players who charge ahead like
they're playing Shadow Warrior or Duke
Nukem 3D will learn just how vital stealth
was to survival. Punji sticks and other
booby traps are a constant threat, and
just as in real life, there's always the
chance of taking damage from bombs
meant for the enemy.

In several of the game’'s 14 single
player missions you're accompanied by
Al marines (demolitions, infantry, medic,
and radioman), and these computer con-
trolled troops can be a big help — pro
vided you can keep them alive, that is,
something I was never able to do for very
long given the hordes of nearly invisible
enemies laying down fire from a distance.

But make no mistake: this is Duke
Nukem set in Vietnam, with the main
exception being that it doesn’t look as
good as Duke Nukem or, for that matter,
play as well. The graphics here are the
blockiest I've seen in a game using the
ancient Build engine, and surprisingly it
runs even slower than Redneck Rampage
Rides Again (which features the slickest
Build-based graphics ever).

NAM would be a total waste of time
if it weren't for one thing: its multi-player
action. Multi-player modes include the
usual Gruntmatch (deathmatch) and

NAM does portray one aspect of the Vietnam
War accurately: you won't know where
enemy fire is coming from most of the time.

Capture the Flag, but it’s the Fireteam
mode that really saves the day. One or
two hits and you're history in Fireteam
mode, and knowing that you're out of the
game once you're dead means you must
maove slowly and cautiously as you
advance and always be ready to find
cover when all hell breaks loose.

NAM will be roundly criticized (and
rightfully so) for its false claims to realism
and its sub-par graphics. But if you can
look past those faults, you might find your
money’s worth in the multi-player mode
— especially at the $19.99 price tag.

—Stephen Poole
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tically bringing the Vietnam War
and-out farce.

You might get your money's
waorth out of the multi-player ga
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Tedm Apache

‘_ Simulato LR B B NN B
gory:  Simulation This new entry from Mindscape lies

| Developer: Simis

Publisher:  Mindscape, (415) 885-2000
www.mindscape.com and the action-oriented style of Comanche.

halfway between the rigors of Longbow I

Required We Recommend

Windows 95; Quad-speed Pentium 200, 32MB ferent, with a hard focus on proper
CD-ROM drive; Pentium RAM; 3Dfx Voodoo use of sensors to read the battlefield.
133; 16MB RAM; 2MB Graphics-based accel- Team Apache takes a wholly dif-
RAM Super VGA video erator card; Joystick; ferent approach. The flight model
card; 250MB hard-drive Throttle; Rudders falls at the high mid-range of the real-
space; Windows compat- ism scale, while the avionics model-
ible sound card; Mouse ing is in the lower mid-range, how-

ever neither is the real focal point of
Multi-player: Modam: 28.8; Serial/Null Modem: 2 players; this military simulation. As the name
IPX: 26 mmﬂﬁ 2-6 players; suggests, the focus falls on the tactics

Maximum Players: 6; Free Internet Service: and command element of an attack
www.mplayer. cm?'.l helicopter squadron. The burden has

been shifted from keeping the
AR N NN]

Apache airborne and the sensors on

An external drop camera lets you get a good view on

: 3 - the right settings to assessing, plan- the action, but the controls are a little cumbersome.
Il simulation modeling has an ning for. and dealing with a combat
agenda. Sometimes the goal is situation. At this level, it succeeds welcome the smaller learning curve.
to demonstrate the physical admirably, though not without a few The “soft” modeling continues with
rigors an aircraft endures, stumbles along the way. avionics, which can best be described
sometimes the emphasis falls Though the box makes some half- as curious. You have no true control
to the avionics and instrumen- hearted claims of hardcore realism. that over emissions, and if there is a way to
tation, and many times it's realism is not to be found in the cockpit. turn radar and jammers on or off, |
somewhere in between. When Flight effects are good and approximate couldn’t find it. This lack of detail in the
it comes to helicopter simula- the feel and dynamics of helicopter flight, sensors department is a good thing
tions, we've seen it but they are a bit too forgiving. Hovering since the cockpit choices are somewhat
approached from a couple of is absurd. It's as though a magical hidden lacking. There are three modes, each
different perspectives. Apache, pedestal rises out of the ground to sup- with their own quirks. The clear cockpit
for instance, doesn’t replicate port your helicopter each time you go view doesn’t have any sensor overlays.
avionics with the highest into hover mode. The interrelationships of The rendered cockpit lacks a full range
degree of fidelity, but it does give a sense cyclic, collective, and rudder are simply of views. The virtual cockpit is too fuzzy
of the “worklpad” a line pilot has to deal too forgiving. On the positive side, to read the instruments well and the
with in flying, reading the situation, and gamers who spent a week learning how canopy reflections, while realistic,
delivering weapons. Longbow is very dif- to finesse the controls of Longbow will obscure the view sometimes. To cap it

- three degrees of obfuscation ——-

COCKPITS ARE NOT TEAM APACHE'S STRONG SUIT. EACH HAS A DIFFERENT QUIRK THAT RENDERS IT LESS THAN USEFUL FOR COMBAT.

— rendered |—_L

Fdobelnfrifl
S

1d>000

I=F

~+
HvEaS b——7 NAYSJ - YEAS b——1——NAYS 4 YEAS b—T— NAYSJ

Provides the least No sensor Good wide view. Lacks full range Quick, smooth Instruments are
obscure view of overlays. Clear instruments of side views. scrolling emu- too fuzzy to really
those impressive all displayed lates head's full use. Shimmering

graphics. in view. range of motion. effect of light is

——1 tough on the eyes
Obscured view.
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1 A wide array of crash types and effects

make hitting the sod a little more bearahble.

all off, there is no padlock view.,

Aside from the iffy cockpits, the
visuals of Team Apache are its strong
point. Both hardware and software ren-
dering modes are available, but the soft-
ware-only graphics are fairly average.
With a 3D card, however, Team Apache
provides some superb frame rates and
effective visuals, even on a mid-range
system like a Pentium 200. Object model-
ing and textures are generally strong.
though terrain, while nice looking, tends
to be rather repetitive. Both locations,
Latvia and Columbia, look pretty similar.
This rolling verdure is spiced up consid-
erably by trees, which can actually be
semi-useful for concealment.

Where Team Apache really excels in
its quasi-roleplaying command element.
Don'’t mistake this for theater-wide com-
mand, like Longbow [T: the missions are
disappointingly hard-wired and the cam-
paign scripted. The focus is on your role
as team leader. This means you choose
and manage pilot/gunner crews based
upon their dossiers. These crews need to
have complimentary skills, which improve
with experience and success. Unfortu-
nately, there are no number-based ratings
for crew, so reading each dossier is
essential to personnel management. If a
crew member is scared, belligerent, slack-
ing off, or not performing, you can
choose to “have a talk” with him in the
crew quarters, selecting between a “soft”
or “hard” approach to improve his
morale and performance.

Light resource management is also
a part of Team Apache. Replacement
supplies for damaged equipment and
new munitions must be managed, and
even maintenance crews can be manu-
ally assigned to specific tasks or given a
break to improve performance. This
relationship of rest to performance is
also important in helicopter crews to an
unnerving degree. Half your team must
always be resting, and over-worked
teams are hopeless. Inexperienced teams
are also fairly useless. Until they earn
their chops, they’ll be lucky to hit air if

The terrain graphics and textures are nice-
looking, but the ground is flat in many regions.

A little helicopter dogfight. The Russian Mi28 is one of the few foes who can take on an Apache. It'll most

likely lose the fight, but at least it has a chance.

-

Teamwork is the key to success; too bad your
1 pilots are utter idiots when they start out.

they fire, Even then, crew Al can be a bit
iffy, with gunners failing to properly tar-
get and wingmen disobeying or ignoring
orders, This does lessen with crew expe-
rience, but it makes for some frustrating
early missions. The same weak routines
were also apparently used in the single
mission mode (where crew experience
issues have no place), making some
quick missions a little tough.

To create a true command experi-
ence, Team Apache adapts some conven-
tions that take a little getting used to.
Target acquisition is given to the gunner,
leaving you to merely point the helicopter
in the proper direction and pull the trig-
ger. A special “sighting” routine has also
been included to increase the sense of
realism. This places a strong emphasis on
eveballing the situation, to the degree that
if you're not pointed at a bogey, you might
not spot him initially. Similarly. if you
blow into an area at top speed, enemy
units simply may not appear until it's too
late, while if you come in slowly, you stand
a better chance of spotting them.

As expected with this emphasis on
leadership, a wide range of wingman
commands is provided. Sometimes they
obey, sometimes they don’t. Overall, Al
varies, with enemies tending to charge
right in rather than work together.
Mission structure is always interesting,
with a good mix of rescue, escort, search
and destroy, SEAD, and other duties.

Though the lack of dynamically generated
missions is a disappointment, it does
allow the developers to craft very inter-
esting and often complex missions with
multiple levels and variable tactical
approaches. The result is a trade-off
between limited replayability and diver-
sity of missions from scenario to scenario.
A decent mission editor and quick cus-
tom-defined missions also help, as does
stable co-op and combative multi-player
support. Tutorials walk you through all
the basics with a really annoying narra-
tor, but you must complete one to
progress to the next: a rather silly feature.

Teamn Apache is a different kind of
sim. It’s always interesting. and its unique
approach provides a subtly different per-
spective on the increasingly crowded
helicopter combat sim genre. In terms of
realism of modeling, it falls at the halfway
point between sims like U.S. Navy
Fighters and Longbow II, offering a real-
istic general feel but some unrealistic par-
ticulars. What it captures specifically,
however, are the dynamics and chal-
lenges of creating and commanding and
team of attack helicopters in a battlezone.
The learning curve isn’t too steep,
enabling relatively inexperienced sim-
mers to pick it up and start rocking
quickly, while the management element
gives the more experienced virtual pilot a
lot to sink his teeth into.

—T. Liam McDonald

m GAMER FINAL VERDICT
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Because

wheelies rock.

The Magic: The Gathering®
trading card game is like that.
It's a game that gets better
everytime 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.

Get up and go:

Experience the game online at
www.wizards.com/magic.html

Or call (800) 324-6496 for a
free demo game.

Magic: The Gathering
Welcome to the fast lane. e

WIZARDS OF THE COAST and Maglc: The Gathering are registered trademarks of Go to www.pcgamer.com/request Product #848
Wizards of the Coast, Inc. ©1998 Wizards of the Coast, inc,



Cubersorm ¢: Corporale W

| L B N N NN NN NN
Iit's been a long time since a game came this

| Catogory:  Strategy
| Developer; Dynamix
Publisher:  Sierra, (800) 757-7707
www.sigrra.com

We Recommend
Eight-speed CD-ROM
drive; 32MB RAM; 55MB
hard-drive space for
typical installation

Required

Windows 95; Quad-
speed CD-ROM drive;
Pentium 133; 24MB
RAM; Video card with
IMB local bus; $0MB
hard-drive space

Multi-player: Serial/Null Modem; Modem (14.4); IPX;
TCP/IP; Maximum Players: 8;
Free Internet Service: www.won.net

LR N BN N

installed this game with no precon-

ceptions — | hadn't played Mission-

Force: Cyberstorm and furthermore

didn’t have an inkling what to expect

from the sequel. On the one hand,
this freed me from any prejudices
based on experience with the origi-
nal game, but on the other, it left me
unable to answer a question that's
very critical to a lot of readers: How
does it stack up?

So | decided to play Cyberstorm

2 for a couple of weeks and then test

the waters with a copy of the first
game, allowing me to get a feel for the
new, before savoring the old. While | have
to say | found both enjoyable, the differ
ence between the two is staggering.

Some games, you slip into as easily
as a pair of favorite old shoes; others
present you with an impenetrable wall
of fortifications (read: poor manual and
little or nothing in the way of a tutorial)
1 struggled with this game as one would
with the mythological Hydra: just as |
thought I understood one element, [ ran
into utter mystification with regard to
another. I kid you not, friends, it took
three days of mucking about before it
all suddenly crystallized. But after that

close to greatness, yet still managed to

shoot itself in the foot.

breakthrough, 1
began to enjoy
the game more
and more

The premise
starts where Mission-
Force; Cyberstorm
left off. Humankind
has conquered the
Cybrids (and one
corporation has
actually started to

ol’ “jumpgate”
covered, opening up
the resource-rich
Typhoeus system for
economic and mili-

With twenty-seven types of chassis and 600
types of equipment building any kind of unit
your heart desires is a balancing act.

facility where you
grow the genetically
engineered pilots
who'll control your
units. Each bioderm
is rated as to stability
command potential,
discipline, life-span,
and potential exper
tise with the game’s
nuUmMerous weapons’
systems. Right away,
you can engineer
your ‘derms to their
maximum value, but
that's a quick route to
early bankruptcy

tary exploitation. Eight powerful corpo-
rations (each, of course, with its
strengths and weaknesses) immediately
rush in, each hoping to become sole
master of this valuable system.

At the beginning of the game, the
player enlists in the company of his
choice. Some offer better wages; some
have advanced resear s0me promise
quick promotion. Your career plays out
differently — sometimes dramatically so

depending on which corporation you
sign up with

Next, you select the planet where
you want to locate your Herc base
Some are resource-rich but have nasty
environments; some are more Earth-
like; one is rumored to contain potent
artifacts from a long-dead alien civiliza
tion. No matter which planet you select
as your home base, you can execute
ons on all of them

You start off with a limited budget
(augmented by the discovery of resource
depaosits and useful artifacts), a couple of
run-of-the-mill Hercs, and a Bioderm

Dion w

You must also,
of course, budget for research, so you
can develop bigger weapons, better
armor, improved power plants — the
usual. You can set a global budget (i.e.,
the same amount of money evenly
spread in all categories), or you can set
priorities manually (but don’t forget to
re-set them every few turns or research
s when the initial sum runs out)
‘Derms increase in value as they
successfully complete missions; if you
prefer, however, you can simply recycle
them and buy new, improved ones as
your treasury increases. Their qualities
really do have pronounced eff L
game: ‘derms with low stability ratings,
for instance, may suddenly run amok on
the battlefield and refuse to follow
orders. ‘Der showing signs
of fatigue and diminished fighting abil
ity can be temporarily boosted with
injections that give themn a quick
amphetamine-like rush, but repeated
doses can turn them psychotic, Use this
drug sparingly, or not at all.
Micro-management junkies will have
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their hands full. Available weapons
include 27 Herc, tank, and anti-grav
chassis, which can be fitted-out with
approximately 600 guns, missiles, sen
sors, shields, power plants, and salvage
bins. A great part of the game’s strat-
eqgy, in fact, revolves around finding just
the right combination of speed, range,
penetrating power, and protection to
complete a given mission

You must also match the best avail
able bioderm with a suitable unit. If
you're going on a mission that seems to
require units equipped with Electronic
Flux Weapons, there’s nothing to be
gained by assigning ‘derms who have
high ratings in ba and missile
weapons, Matching the right pilot with
the right unit is challenging (and dread
fully dull, if you're not in the mood for it),
so the ne thoughtfully includes an
“auto-link” command — the computer
weighs all the variables and makes a “best
guess” assignment.

Progress is made by successfully
completing missions. If you only want
to consolidate your base defenses and
build up your funds, just opt for
“Garrison” (the equivalent of “pass” in
other games). Other options: patrols,
exploration, mining expeditions, and
hostile operations against the mines or
bases of rival corporations.

{And don’t neglect to upgrade your
base defenses as rapidly as money per-
mits; it's also a good idea to leave a unit
or two in reserve, just in case of an
enemy attack.)

“Special Missions” usually involve
great ri jreat reward; fortunately, these
are optic You can win the campaign
without taking on any of them, but they
do add a lot of extra drama, and success
can bring you new technology, new
mines, and valuable salvage

Combat takes place in a variety of
environments (some of which have inter-
esting effects on certain types of
weapons), and looks pretty much like
combat in any other game of this genre,
although the terrain is tile-based, rather
than hexagonal as it was in the original

The immense number of possible
variations — weaponry, chassis, sensors,
derm abilities, etc. — makes for some
interesting tactical possibilities. If you're
low on funds, for instance, and you're
about to attack a stronger enemy, you
can sell your heavy stuff, buy light
cheap, extremely fast scout units, and
equip them with “Jihad” bombs. Since
these have a range of only one tile,
you're essentially creating kamikaze
units, for pocket-change, which can rush
up next to a mighty Herc and blow up a
unit that might be worth a quarter-mil
ion credits to your enemy

After ks of immersion in

two wes

Cyberstorm 2, | loaded the first game, and
quickly saw why this seque
off so many fans of that ©

MissionFor

q The HERC base is where you make all of your

turned-based, and
featured sharp, hex-
grid terrain; the bio
derms had personali-
ties (they're just dis
posable entities in
the sequel), the ani-
mation was lively
and the interface
was a paradigm of
logic and sleek effi-
ciency. It also had,
for lack of a better
term, an engaging
quality of elan

My time with
the original furthered
my belief that the
decision to make a
real-time option in
Cyberstorm 2 was a
mistake; the game is
simply too complex

and unwieldy for that q Units deployed to defend a mine — the graphics were better in the first game, alas.

format. The graphics
are grainier and more boring, there is no
interaction with rival corporations, and
the manual is an utter disgrace. Too often
written in a smug, aren’t-we-cool-dudes,
tone, it is printed on dark gray mottled
paper, using a twitchy, itty-bitty typeface
Whoever is responsible for this design
should be blinded with red-hot pokers
and turned loose in the Gobi Desert

To be sure, Cyberstorm 2 has
plenty of depth and detail, and once |
got the hang of it, | enjoyed the cam
paign and discovered a number of
clever features. Had it been a strictly
turn-based enhancement of the original
{more units, a diplomacy mode, neat
new technology, etc.), it would stand
tall. But Dynamix obviously wanted to
sell more copies of this than of the
original and threw in manner of
complications and real-time-dictated
compromises. Too often, these bleed
T ed mode, so that
we have is neither fish, nor fow
nor good red herring.

There's a lot of good, solid, game
play here; unfortunately, there’'s also
a lot of frustration and pointless diffi-
culty (not to mention that lousy man-
ual.) This has all the signs of a game
designed by a committee. If the creative
people had been left alone to do their
thing, this could have been one hell
of a strategy game. Too bad Dynamix
didn’t do just that

—William R. Trotter
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This had the potential for great
but the real-time virus brings it to its knees.
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| HAVE AN ENORMOUS TANK BATTALION. -
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| HAVE AN ARSENAL OF WEAPONS AT MY FINGERTIPS.
>
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=Y - Hey hot shot, you're dead because you didn't think. To save the Earth in Urban Assaull
TERG®AT ooLs you must manage your resources, upgrade your technologies, control your squadrons. and deploy your troops
Cormputer Graphics Sojutions using an interactive map. All this at the same time you're shooting everything in sight.

11998 Micsnaaft Corporanion. Al nghts rexerved, Micrayett and Urtan Axsault ave ecthes registered trademarks of Trademarks of Wicrasoft Corparation in the U 5. and or ather countries



T,

I'VE TELEPORTED INTO MY SATELLITE.

I'VE DRIVEN MY VEHICLES LIKE A MANIAC.
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| HAVE THE FIERCE AIR FORCE.

It's the perfect blend of action and strategy that you can make even more (Y .- -
challenging with multiplayer capabilities. So use that gray matter Or you'll lose it ')“) A A r
Ihink yourselt over o www.microsoft.com/games/urbanassault L} i ~ h o~ A~



Extreme

lacrics

Required

Windows 95; Quad-
Speed CD-ROM drive;
Pentium 90 (Pentium 120
for multi-player);
16MB RAM; 30MB
hard-drive space;
Supported sound card |

drive; Pentium 133;
32MB RAM

We Recommend
Eight-speed CD-ROM

gle between “pro-
duction” and ‘battle’
versions to perform
all the necessary
management tasks.
There are a few
factors which set
Extreme Tactics

apart from other

IMuHiApla\ren TCP/IP; Maximum players: 4

| C&C clones. You

f you've been a gamer for more than
a few weeks, you're painfully aware
of the real-time strategy genre. You
may also feel, like most gamers, that
it's in desperate need of a major dose
of originality. Let's face it: the current
RTS model has been done to death.
While the designers of Extreme
Tactics attempt to wring a few new
tricks out of the genre, unfortunately,
it is a mere a baby-step up from the
vast, hapless flock of sub-standard
Command & Conquer clones.

The background story, plucked
directly from the Mechwarrior games,
involves two rival clans (named after
animais of prey) each bent on eradicat-
ing the other. You can play as either the
Hammerhawk clan or the Bloodfox clan.
Whatever. Each of the two linear, sin-
gle-player campaigns is exactly eleven
missions long and dotted with silly, pre
rendered cut scenes in which bad voice
actors bark briefings at you

The interface is standard RTS fare.
You manipulate units on the battlefield,
while unit building and management of
the game’s two token resources takes
place through a schizophrenic version of
C&C’s side panel that forces you to tog-

lead them effectively into battle.

A zoom-in viewing mode shows your units in greater
detail, but you can't see enough of the battlefield to

don’t have an estab-
lished base; your unit
production takes place
from a mobile produc-
tion center. The only
other semi-stationary
units are relays, which
are required for some of
the advanced gadgetry
you add to your vehicles.
Which brings us to

[Category:  Real-time Strategy | 3 -
- = Don't get reeled in by this game’'s attempt to
[Dwalnpan Media Station |
Publisher,  Piranha Interactive Publishing, stand out from the herd — it's just another
(602) 491-0500 = )
 piraniinsr a6 tve,00m real-time game, and a mediocre one at that.

B ! INGEEY 1 .

twist: you design your

Extreme Tactics” major 1
own war machines.

Here, in the unit design interface, is where you'll experience the most fun
you'll have in this game. Unfortunately, that still isn't much.

Units consist of a basic chassis, a drive
mechanism that determines the unit's
speed and terrain crossing capability,
and various attachments such as arma-
ments, shielding, and detection equip-
ment. For a while, this seems to add to
the strategy in the game; each clan has
a handful of unique gear to choose
from. Unfortunately, the options are
quite limited: there are only five chassis
and drives per side, three shields and
three each of detection and stealth gad-
gets. To make matters wo after a
few minutes of experimentation, you'll
come to realize that the clans’ unique
equipment isn’t really that unique; in
fact it's so closely paralleled that the dif-
ferences are merely in name and graph-
ical effects. The “strategy” suddenly
starts to resemble a complex ver
sion of rock-paper-scissors: Your
enemy uses one type of shielding,
you build units with weapons that
thwart it. Your enemy adjusts, you
adjust. After the dust settles, the
only benefit of the design interface
is that it effectively eliminates the
need for ‘unit trees.’

While you can assign artificial
intelligence to your vehicles, it pales
in comparison to Dark Reign; you
decide factors like how units react
to attacks and how much damage to
put up with before going to get
repaired, but there’s no option to set
paths and waypoints or patrol routs.

Once the novelty of unit
design wears off — trust me, it
happens quickly — Extreme Tactics

It's hard to tell that | custom built those little
tank guys, but | can assure you that they are
100 percent original creations.

can be filtered down to little more than
a “tank rush” RTS game — whoever
builds the most powerful units fastest
wins, There’s just not enough here to
set Extreme Tactics apart in a genre
overpopulated by uninspired clones.
~Joel Durham

Once the
ovelty wears off, this gam
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With so many RTS game

there, this does little to distinguish itsell
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Hey mastermind, you're dead because you didn't get your hands dirty.
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Jeathirap Dungeor

|Catagor\f Action

[Developer: Asylum Studios

Publisher:  Eidos Interactive, (800) 617-8737
www.gidosinteractive.com

We Recommend
Eight-speed CD-ROM
drive; Pentium II;
32MB RAM; Direct3D-
compatible accelerator
card; Gamepad/joystick
optional

Required

Windows 95;
Quad-speed CO-ROM
drive; Pentium 90;
16MB RAM; DirectX-
compatible sound card;

Mouse

Multi-ptayer: IPX; Maximum Players: 4

ombine the look and game-
play of Tomb Raider with Die
by the Sword, and dump them
into the eerie world of lan
Livingstone’s Fighting Fantasy
books and, voila! Deathtrap
Dungeon. Overseen by
Livingstone himself, this hack
n’ slash action/adventure
hybrid from Eidos is based on
the successful roleplaying
gamebook series of the same
name. If you haven't indulged
in any of these “choose your
own adventures” from the mid-1980s, the
premise behind the game Is as follows:
Fang was once a peaceful town until it
was enslaved by a powerful and malevo-
lent beast, Melkor the Dragon. He tor-
mented the residents, stole their riches,
and forced them to build a trap-filled lair

If you can get past a few annoying short-

comings, Eidos” latest is a fun dungeon romp

writh chills, spills, and thrills.

The best way to rid these massive rats is
with the venomous sword. .. if you can find
it. Also, use the pillars in the center of the
room to sneak up on the rodents.

in the hillside as his new home. For addi-

tional protection, Melkor summoned a
motley collection of creatures to inhabit
the dungeon. Baron Sukumvit, a tyrant
who once ruled these lands, challenged
the townsfolk of Fang to enter the deadly
labyrinth and slay Melkor. Whoever
dared to accept and succeed in “The
Walk” will free the town from Melkor’'s
reign and walk away with a purse of
10,000 gold pieces. After a number of
failed and fatal attempts, it's now your
turn to navigate through the treacherous
bowels of this dungeon, slaughter the

Don't stop to chat for too long... these hissing snake babes will whack you across the room if you don't
keep on your toes. You'll encounter several odd characters on your travels.

Okay, so she doesn’t look like she's pro-
tected enough for battle, but neither did Lara.

dragon, and get out alive to relish in the
riches. And so the adventure begins...

Gamers choose either a male or
female character, each with their own
strengths and weaknesses. The female —
Red Lotus — is a big-busted Lara Croft-
inspired heroine, who is fast, dexterous,
and can jump far with those long legs of
hers. The male character — Chaindog —
on the other hand, is slower but substan-
tially tougher male warrior, who can take
more of a wallop before kissing the pave-
ment. Be forewarned — Red Lotus is only
the tip of the iceberg when it comes to
the various types of curvy, scantily clad
females in this game, so don't even think
about playing Deathtrap Dungeon if this
sort of thing offends you.

As with Tomb Raider, Deathtrap
Dungeon uses a third-person perspective
that follows the character with an intelli-
gent camera. This works for the most
part, since you need to analyze a room
or hallway carefully to avoid traps and
keep an eye on the slew of creatures
charging at you from all sides. The
downfall to this view, however, is when
the auto-camera (used for cinematic
effect, no doubt) chooses an uncompro-
mising angle for the situation. For
instance, it's often necessary to run and
jump over a bottomless chasm, but the
camera will shift just before the edge
and throw off your timing. And just as in
Alone in the Dark or Tomb Raider, there
are problems in combat as well, as your
character becomes obscured behind
other objects or characters.

The keyboard proves to be a fairly
intuitive control method and uses a simi-
lar layout as most action/adventure
games. It feels comfortable but it can be
hard to move and fight at the same time
— a technique that takes some time to
master. Fortunately all of the keys can be
re-mapped if so desired. Personally, 1
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F4 brings up the spell menu in the lower por-
tion of the screen. | wouldn't recommend
using a melee weapon with ‘ol T-Rex.

chose to change the spell key since it's
very easy to accidentally hit the run key
beside it, thus wasting a valuable spell
One clever addition to the spell menu
includes small white arrows the gamer
can lay out on the floor of the dungeon to
mark where they've been.

Of course, Deathtrap Dungeon fea
tures some cunning environmental puz-
zles laced with fake floors, hidden arrow-
throwing contraptions, and other danger
ous abstacles — but the real danger is the
armed combat against these ridiculously
imaginative monsters. To keep things
fresh, each of the ten levels serves up a
unique theme, Examples include a circus
level housing an assortment of deadly
clowns, jesters and imps (often hopping
around in giant boots that crush you), the
quarry level features huge Rockmen that
can only be destroyed by using a Magic
Warhammer, while another level consists
of a variety of butchering babes. In total,
there are more than 55 kinds of creatures:
Minotaurs, a T-Rex. giant rats and spi-
ders, scorpions, skeletons, and orcs, to
name a few, Fans of gratuitous violence
will be pleased to know there’s plenty of
decapitation, with limbs flying around
and excessive blood that literally drips
from the ceiling.

To aid in the carnage, there’s a med-
ley of melee weapons such as swords and
Warhammers, but keep in mind most will
break after a dozen encounters or so.
There're also projectile toys such as
bombs, grenades, missile launchers, flame
throwers and a neat gun called a
“Blunderbuss” — a shotgun-like firearm
manufactured to spit out nails and lead.
But use them sparingly — ammo is as dif-
ficult to find as the weapons themselves.

A standard array of spells is avail-
able (fire, lightning and energy), with a
few unusual and gratifying nasties:
“Razorspell” will spatter razor blades,

1 It's a Battle of the Breasts — Red Lotus sizes

up one of her many enemies.

There are 55 unique enemies to slice through. These undead circus fools will taunt and tease, but they're

1mrtntak|dm. pecially if your

ielding this kind of sword.

“Jetspell” fires an avalanche of rocks, and
an exploding “War Pig of Doom” can be

tossed to chase down an enemy. Power-

ups can serve as health points, antidotes

to poison, temporary invisibility or invul-
nerability, speed. shields. and so forth.

Deathtrap Dungeon deserves top
marks for its visuals. The architecture is
clean and nicely textured, and despite
the fact you're supposed to be in a dark
and dingy castle, the rooms and corri-
dors are brightly lit and detailed without
sacrificing the macabre effect. Especially
when hardware accelerated (both Direct
3D and Glide support), the colored light-
ing and explosions are gorgeous.
Annoyingly, though, the settings menu
says the resolution can be cranked up to
800x600, but it's only capable of reach-
ing 640x480. Just before the game went
to press, the higher resolution was taken
out due to incompatibilities with some
video cards during last-minute testing.
However, with an accelerator card on a
slightly better than specified system, the
animation is fast and fluid, regardless
of the number of baddies on screen at
the same time.

With the exception of the auto-cam-
era disturbance, it sounds like Deathtrap
Dungeon may be a grand-slam home run,
right? Well, unfortunately there are other
problems that are harder to forgive. As
with its half-sister Tomb Raider,
Deathtrap Dungeon suffers from frequent
clipping problems, and at times, on a
much greater scale. It's not unusual to
walk right through a crate or barrel
you're supposed to jump onto. Even
worse, often I'd start to enter a room and
get hacked from the other side without
even opening the door yet! Secondly, and
more importantly, is the lack of a logical
save-game scheme. Due to the acursed
“save point” system found in many con-
sole games, players cannot save the game
unless there’s a floating white skull
around, while floating red skulls will cost
five gold coins to use! Developers are
going to have to learn that PC gamers
will get frustrated when forced to repeat

The most annoying handicap in Deathtrap Dungeon is
the save-point system. Players can only save the
game at these illuminated skulls.

the same area time and time again and
will simply give up and play something
else instead. Third, the enemy artificial
intelligence isn’t anything to write home
about and the only current multi-player
support for Deathtrap Dungeon is on a
LAN with up to three other players. Since
the majority of players don't have access
to a local area network for gaming, the
five bonus DeathMatch maps are pretty
much useless for most of us. Eidos claims,
however, that it is working on providing
Internet support via Mplayer.

Sure, there are several flaws with
Deathtrap Dungeon, but in the final analy-
sis the positives outweigh the negatives. If
you're itching for a gory action game
with stellar graphics and smart level
design. you could do worse.

— Marc Saltzman
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[Caiager\r: Simulation

[ Developer: Codemasters

Publisher  The 300 Company, (415) 261-3454

www.3do.com

We Recommend

Required

Windows 95; Quad-
speed CD-ROM drive;
Pentium 133 (with Direct

30 accelerator),

Pentium 166 software

rendering only; 16MB

RAM; 30MB HD space

drive; Pentium 200;

accelerator; Gamepa
or steering wheel

Eight-speed CD-ROM

32MB RAM; Direct3D

d

Multi-player: IPX; TCP/IP Internet (28.8K+);
Maximum players: 8 via LAN or
Internet, 4 player split-screen;
Spawnable: Yes

Use your rear-view mirror to see if any
competitors are having trouble with

lot of racing games feature
cars that most people will
never get the chance to drive
in real life — it's probably a
good thing too, judging by
the driving “skills” displayed
by some of the morons on our
nation’s highways. TOCA
Championship Racing. how-
ever, puts you behind the
wheel of more familiar vehi-
cles, such as Hondas, Volvos,
Nissans, and Fords. Naturally,
they're quite a bit beefier
under the hood than the average family
sedan, but as per the rules of the league,
they must look just like the production
models out on the roads, and therein lies
some of the appeal of the game.

TOCA has some of the most enjoy-
able, fender-bending road battles you're
likely to encounter in PC racing. This has
a lot to do with the cars; the rules require
certain restrictions and requirements
such as engine size and power, a lack of
turbo or super chargers, and each vehicle
must use the body shell used in the road
car model, These rules allow driver skills
to play a larger part in the outcomes,
rather than who is better at fiddling

Your car will deform and your windshields will smash
when you get involved in a collision.

the slick roads.

Four players on the same computer,..more
racing games should give you this option.

around with shock settings and gear
ratios, and it tends to keep things a lot
closer than in most games.

Each of the real-life teams (eight in
all) and drivers are represented, and all
the vehicles and drivers have their own
characteristics. The physics model of the
cars feels very realistic, and they react as
you would expect them to, spinning out
if you try and take a turn too fast or if
your tires catch the grass. Each of the
cars have subtle differences in their han-
dling. such as when the brakes will lock,
turning radil, and acceleration. The
drivers too, are their own men.
Some are very aggressive, not hesi
tating to send you sideways when
you clash with them in a turn.
Others will be more cautious, allow-
ing you to pass rather than risking a
race-destroying tussle. You need to
learn your fellow competitors’
habits, and after a few races, you'll
start to develop a real feeling of ani-
mosity towards a few of them.

For the most part, the graph-
ics in TOCA are excellent, especially
(everyone repeat after me) with a
3D accelerator. In software things
still look good, but you'll need more
horsepower to get the frame rate
. smooth and silky. In a cool touch,

l This British touring car
championship sim mixes

authenticity with playability.

the cars show
signs of dam-
age like wind-
shields shattering,
fenders crumbling, and hoods
flying off when you make contact with
other vehicles or roadside objects. One
of my complaints, though, is that no
matter how beat up the car gets, the
handling never seems to suffer. The
tracks are fun to race on, but the pop-in
of the background graphics made things
appear a bit sloppy. However, the
weather effects look convincing, and
you'll really feel the effects of the poor
conditions as you try and hold the road
through the turns.

Multi-player is well implemented
with support for as many as eight play-
ers via a LAN or over the Internet.
Modem and serial connections are an
option too. A feature lacking in many PC
games is a split-screen mode, and TOCA
delivers big time here, with as many as
four players able to race on the same
screen. The frame rate takes a hit obvi-
ously, but even on a P200, the game was
totally playable with four players at once.
The downside, of course, is the size of
the viewing area. Even on a 19" monitor,
some of the turns will sneak up on you
unless you know the track intimately.

TOCA is a challenging game. The
best thing to do is find a car you like
and learn its tendencies. With a bit of
practice, you'll be carving corners with
the best of them and scoring enough
points to advance through the champi-
onship. You had better get good too,
because you won’t be able to access the
full selection of tracks in the single or
multi-player games until you move on
to a new track in the championship
mode. But this annoyance is not enough
to damage what is an excellent racer
that should be experienced by anyone
looking for more than just an arcade-
like romp around the track.

—Rob Smolka
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is squad-level, turn-based
tactical action that's utterly |
out of this world! Command ]
a squad of up to 20 Space '
Marines” and pursue the !
evil Chaos Space Marines”
through the Warhammer”
40,000 universe! '

PURSUE ;he campaign immediately,

or take on randomly generated

missions to gain experience and
acquire items of power. Whichever

you choose — prepare

far the unexpected!

. . EREATE your squad by choosing

from 30 different soldiers and
a formidable arsenal of weapons.
Missile launchers, heavy flamers
and a full psyker combat, system
are all at your disposal.
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e 1IN the search for life.
Only one will survive.

Imagine the Earth. Ravaged by
famine. Unable to sustain hfe.
Relant upon plants and minerals

harvested on a distant world.

Imagine a race of vicious aliens,

Hurthng through space.
Desperately searching for nounshment. Willing to stop at nothing to get it.

Two species. Determined to survive. Two worlds. Destined to collide.

Get ready for the most intense real-ime battle in the universe. Blast your
way through 5 colonal bases and 50 bran-crunching scenarios—all in

isometric, retina-frying 3D.

Choose from 5 different types
of characters, each with its own
special function, and a random
arsendl of weapons. Go it alone

or team up with your friends

over the internet,

., fJ If you made it through Starcraft’™, it's time to meet the real enemy.
L
- =
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—

For ordenng mformation call 1-888-797-5867

Pre-order at your local retaller today'

WWW.NPCORIgAMEs.com



PROFESSIONAIL
SPORTS CAR RACING

BMW M3 _SALEEN MUSTANG



Tl REALCARS
BMW NS Panosz Lsperante GTR-1 Callaway Corvene
Saleen Musting. And more.,

Tl REAL TRAUKS
Lagung Scea Raceway. Sebing International Raceway.
Sears Point Raceway. Pas Vesas Motor Specdwiay. Road Atlanta
And e of the best all Amencan ks competed on

Low over 45 yeans,

LELES WAL, 119

Masimiize your racing esperience with perlormance upeades
and authentie modileatons, Throw o torbo i your stock cin
and leave the competition in the duste Ul fine phiysies and

handhing mtensifics the action,

Soplayer simultancous multplay and soperio
AL bascd on world-class rcers,

VHIL: REAL EXCITEMIENT
Dangcrous sprints and treacherous codoranee
cvents with extreme weather and track condions.

IAAGE SPACE
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We know the sound of alien carnage splattered around the walls of a muln
channeled surround sound mowie theater gets your adrenal glands pumping. Now you eB YAMAHA

can get that kind of intensity right out of your PC wirh the Yamaha WaveForce 192 XG

PCI Soundcard.
1] |

3D positional aucho, downloadable sounds, an advanced ).LLH_'-“
wavetable synthesizer, increchible sound ettects, 676 sounds +

21 drum kits and easy installation make destroving entire alien

civilizanons a full on blast.
For the best in sound quality, get the WaveForce 192 XG.

As for the monitor... you're on your own.
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You gotta like it. You gotta need it.
You need some freedom from the strife. You gotta have...

The Hard Stuf

h, the summer has come and gone
again. Warm weather, beaches, pool
parties, broken air conditioners..
kiss them all goodbye. Good rid-
dance, we say — as much fun as
those summartime shenanigans can
ba, by the time August rolls along
we'd gladly trade ‘em in for some
new friggin’ games!

What is it about the summer months that
makes game companies shy away from releas-
ing their products? Year after year, it's the same
thing. When we were still in school, it frustrated
us to no end that all the new games would bagin
shipping on the first day of the fall semester. Of
course, that didn't stop us from buying them —
but we'd have gotten better grades if we hadn't
been forced to play so many new games in the
first half of the term|

Maybe it's just us. Maybe we're the only
people in the entire world who would purchase
a game in the middle of summer (maybe we
would even buy two or three games) — but we
have a hard time beliaving that. All you guys out
there must feel the same way, right? You want
to be playing games all year ‘round — not just
during the months that game developers think
are good for retail sales.

Fortunately, here at The Hard Stuff we
never stop getting new gadgets. As proof of this,
we've got all sorts of goodies coming to you this
month. For starters, Matrox has finished its G200
integrated 20/3D accelerator; not only should it
be on the shelves by the time you read this, but
we've got a full review of it. In addition, Micro-
soft has just sent us a finished SideWinder Free-
style Pro gamepad — the one with the accale-
rometer (that fancypants device that turns
mation into control), and it's reviewed, too.

We're not just letting you in on all the new
hardware this month, either. Windows 98 is here;
we've been fiddling with it for a while, now, and
we figured it was high time we filled you in on
some of the new features that grace Big
Brother's {er, Mi ft's) new operating system.

So..good times are here again for us dedi-
cated gamers of the world, By the time you read
this, any number of new and exciting games
should be in trucks, on their way to your local
software store, Match up some of that new saoft-
ware with some new hardware, and you've got
the makings of a gloriously isolated, mouse-
potato existance. Just the way we like it!

Contents

Previews

Windows 98 Arrives: Microsoft's latest 05 is
nice, but it’s not the leap Win95 was 251

More Facets for Diamond: NMew motherboards
and wireless networking coming soon . . 252

Sound Blaster Live! Creative Labs banks on
new sound technology

Reviews

Pionex 640029 400MHz system

Matrox Mystique G200 card

ADS USB Hub interface.

Diamond Monster Sound MX200 PCI card
SideWinder Freestyle Pro gamepad

Best Data Arcade FXII card.

Hercules Terminator 2X/i card

Altec ADA305 USB Speakers speakers
PCWorks FourPointSurround Speaker

The Hard Stuff Sideways Page

Speakers: We've got the full dish on all the
speakers we've recently reviewed .. .. .. 207

Tech O&A

You're reaching out. We're here to help.

How We Rate The Hard Stuff

- PC Gamer Editors’
Choice Awards

Every month, we honor the best
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

You've been around long enough to know the
greatest technology doesn’t mean a thing
unless it improves the games you love to play.
Our reviews locus 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'll give you the lowdown on
which devices perform and which ones fizzle.

can be sure it's among the best.
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With ATI
XPERT@Play,98."

* ATI XPERT@Play 98 is the only
Digital Flat Panel-ready
graphics card with in-your-face
3D, 2D, video and TV-out. You
don't get that from 3Dfx Voodoo™.

* Strap-on 8MB of power, 3D to the max,
and DVD picture quality video playback from
the #| worldwide leader in graphics boards.

* All ATl XPERT graphics boards are available
in either PCI or fully enabled AGP 2X
versions. The AGP version includes a free
Software DVD offer.

* Get TV on your PC with ATI-TV.

* For more information on ATl's Digital Flat Panel
support check out www.atitech.com.
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t's been a long time in coming,

but the newest version of

Microsoft's operating system

is finally fully upon us — but
it's not destined to wreak the kind
of industry-shaking changes that
Win 95 brought.

When Windows 95 was
released, there were any number
of compelling reasons to upgrade
—and many not to. Windows 95
made the PC consid- g
erably more accessi-
ble than it had been
previously, but at the
expense of higher
system requirements.
As a result, many
hard-core gamers
were hesitant to
upgrade until it
became clear that vir-
tually every new PC
game was going to be
a Win 95-only prod-
uct. This time around,
it appears as if
Microsoft was more
content in the philoso-
phy of evolution over
ravolution, and as
such, Windows 98 is
not the giant techno-
logical leap it was in
its previous itaration;
it shouldn't scare off
gamers who fear change.

An important feature that
was originally intended to be a
defining characteristic of Windows
98 was its seamless web integra-
tion — a blurring of the lines
between the Internet and your
own computer. But with the
. release of Internet Explorer 4.0 and

Active Desktop, this feature
became commonplace in Win 95
long before Win 98 made the
scene. So what else does this new

operating system have to offer the
discriminating gamer?

A key benefit is support for
the Universal Serial Bus. Although
the latest update for Win 95
included support for this long
unused port, most manufacturers
have held off releasing USB prod-
ucts, waiting instead for the arrival
of Windows 98. While support for
a new connector on the back of

= your computer might
not sound exciting on
its face, the reality of
USB includes the abil-
ity to connect as many
as 127 peripherals ata
time — all of them hot-
swappable (meaning
YOU can connect or
disconnect a USB
peripheral while your
machine is powered
up, and it will automati-
cally recognize the
change without having
to be rebooted). The
possibilities are end-
less; speakers,
gamepads, mice, key-
boards, scanners, etc.
— they'll all be easily
hooked up via the
same connector, and
you'll no longer have to
waorry about configur-

- ing any of them, as your computer

and Win 98 will now handle all the
setup. True plug-and-play finally
may have arrived in 1998 — and
it's about time.

In addition to USB, IEEE 1394
{a.k.a. FireWire — a new high-

- speed imerface designed to

raplace SCSI and IDE interfaces at

- some point in the future) and DVD
- support has been added, as well.

A truly new feature to

¢ Windows is support for the simul-

W
[

taneous operation of multiple
graphics cards and monitors. It
might be pretty expensive to take
advantage of this feature, but the
prospect of a game using it is
pretty exciting. Imagine a racing
game that gives you a panoramic
view of the track on three moni-
tors {just like some coin-op
machines), or an air combat sim
whose multi-function display really
is a separate scraen.

When the 0SR2 update was
released for Windows 95 more
than a year ago, it came with a
feature that let users with large
hard drives save space by con-
verting their disk format from the
standard FAT16 to the
newer and more efficient
FAT32. Under the older 16-
bit file allocation table
(FAT), a 2GB hard drive
would be made up of 32K
clusters, and even if a file
didn't use a full 32K, it
would take up at least that
much space. Using FAT32, clus-
ters can now be as small as 4K;
the result is considerably less
wasted space on larger hard dri-
ves. To do this upgrade in Win 95,
however, required the user to run
the DOS partition utility, FDISK —
kind of & scary proposition for
less experienced folks. Windows
98 makes the process consider-
ably easier with a built-in utility
that handles the update. (As with
any upgrade that involves your
hard drive, it's a good idea to
back up any important informa-
tion before making this jump.)

Windows 98 also includes
several updates that, while not
readily apparent, are quite helpful
just the same. The Disk Defrag-
menter has been updated, and
now allows for considerably faster

‘whhich dirve do you want to defragment ?

T

O
V

Select Diive

Disk Defragmenter
Windows 98 — allo
more quickly than they did unde

:

B Microsoft’s
latest operating
system
incorporates
some impressive
features — but
it’s not the
quantum leap
Win 95 was.

w and improved for
ng prog 15 1o load

load times. A Windows Update
feature lets Win 98 users automat-
ically upgrade to the newest ver-
sion via the Internet (it works simi-
larly to Product Updates option
under Internet Explarer 4.0's Help
menu). Add to this numerous new
reliability features that make
recovering from crashes consider-
ably easier, and you have the mak-
ings of an impressive update to
the Windows 95 operating system.
But it's not likely that
Windaows 98 will be the must-have
for gamers that Windows 95
became — not any time soon,
anyway, If the new features sound
useful to you, go ahead and
upgrade. But if you'd rather take a
wait-and-see approach, not hav-
ing Win 98 shouldn’t hamper your
gameplaying in the least.
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More

B New products
include motherboards,
wireless networking

iamond Multimedia, long a
big name in video cards and
3D accelerators, continues to
expand its product line into
some unexpected new categories.

VIPER V550

0f course, Diamond has no plans
of abandoning graphics accelera-
tors. In fact, the company has

. announced additions to two of its

more popular 3D graphics lines.

. The first, the Viper 550, continues
* Diamond’s relationship with

NVIDIA. Based on NVIDIA's new

. Riva TNT chip, the Viper 550 is set

to sell in several flavors, including
AGP 2X and PCl-based solutions
with 8MB and 16MB of memory.

- Diamond says the first 550 to hit

the shelves will be a 16MB AGP 2X
card; it may be available as you
read this.

The Riva TNT is NVIDIA's
newest and best hope of taking
some of the wind out of 3Dfx's
sails. According to NVIDIA, the
TNT will be at least as fast as a
single Voodoo2 in most cases —
and in many instances should sur-

- pass even dual Voodoo2 perfor-

- mance. Not content to merely

- match the pawer of VoodooZ,

- NVIDIA has seen fit to give the

- TNT new features like a 32-bit

- color pipeline (compared to 3Dfx's
- 16-bit} for considerably better

- image quality, With 16 Megs of

. SDRAM, resolutions in 30 should

: go as high as 1,800x1,200.

| MONSTER FUSION

. Diamond’s very successful

- Monster line will soon include its

© firstintegrated 20/3D card.

: Diamond decided to pass on 3Dfx's

original integrated chipset, the
Voodoo Rush, but the company
has picked up 3Dfx's newest solu-
tion, the Voodoo Banshee. The
new card, the Monster Fusion, will
ship initially as a 16MB PCI card,
although an AGP 1X version should
be shipping shortly thereafter.

As we reported last month,
the Voodoo Banshee chipset is
built squarely on Voodoo2 technol-

ogy and was developed entirely in-

house at 30fx, so it should avoid
some of the pitfalls that dragged
Rush down. The Banshee's lack of
the Voodoo2's second texture
mapping unit will slow down
games that take advantage of
multitexturing. On the other hand,
Diamond says the Monster Fusion
will have the advantage of being
able to render 3D games at
1,024x768 with a Z-buffer — & fea-
ture that would ordinarily require
two Monster 3D lis set up in SLI
mode. Look out for the Monster
Fusion to ship around the time that
you're reading this.

DIAMOND &
MICRONICS

In an interesting tun, Diamond
Multimedia recently purchased
Micronics Computers, Inc.— a
company best known for both its
Orchid line of video cards and its
popular line of PC motherboards.
As far as the Orchid line is con-
cemned, there are no immediate
plans to scrub the popular brand,
especially in light of the fact that it
remains successful throughout

- Europe. Diamond is still uncertain
- about releasing future products
- under the name, however,

As far as the motherboard
end of the business is concerned,

- Diamond will continue with
- Micronics’ current line of boards

until it completes development of

- new ones. Diamond seems keen
* on entering into the two areas of
- the motherboard market that Intel

i.e., the high- and and low-end seg
ments. On the premium side,
Diamond has stated its interast in
making a true “tweaker's” board
— one that might be easily over-
clocked, for example. On the low
end, Diamond seems serious
about going into the sub-$1,000 PC
markat with integrated boards that
could conceivably include built-in
Monster 3D accelerators,

HOMEFREE

Diamond is also apparently inter-
ested in the home networking
market. The company recently
announced a wireless networking
solution it calls “HomeFree” that
will allow home and/or small
office PC users to link computers
and share data via radio waves

 (much in the same way a

cordless phone
functions) that will
send information
through
walls,
floors,
and ceil-
ingsata
range of up to 150 feet. Operating
at a frequency of 24GHz (impor-
tant only becausa nothing else in
your home emits radio waves in
that range) HomeFree should be
able to transfer information as fast
as 1 megabit per second — plenty
fast enough for smooth multi-
player gaming over a network.
One of the nicer features
that should be making its way to
HomeFree is the inclusion of rout-
ing software that Diamond says

- will allow users to share Internet

connections and services using

- only one phone line. For instance,
- you'll be able to look at the PC

Gamer home page while someone

- else in the house is using another

computer to search the web for

- naked pictures of Newt Gingrich.

You'll be sharing the bandwidth, of

2 HomeFree
3

course, but as faster Internet con-
nectivity becomas standard in
homes, that should become less
of an issue.

There should be two retail
versions of HomeFree shipping
some time this fall. The first will
be a pack that includes one PCI
and one ISA card, for use in two
computers, The second version
will include one ISA card and
one PC card (PCMCIA) for use in
connecting a desktop system
with a laptop.

CAN YOU SAY
“PALM PIRATE"?
In the biggest departure from
Diamond's otherwise computer-
centric product line, the company
is actually planning on releasing a
digital, portable MP3 audio
player. Currently
unnamed, this new
product will let users
upload as much as
two hours worth of
MP3 encoded music
into it, directly fram
their computers. (MP3 is
an MPEG format for audio

. compression; it sounds nearly as

good as CD audio, but takes up
considerably less space and so
has become a popular means of
distributing music via the
Internet.) While many people
have voiced their desire to play
MP3s away from the confines of
their computar desks, this venture

- will mark the first time that it will

actually be possible.
The unit, roughly the size of

- aWalkman or pager, will hold ane
- hour of music (32 MB), and should

be expandable by means of flash
storage media (memory that does

" notlose its information once pow-

ered down or removed from the

- unit) to either an additional 1/2

hour {16 MB) or another full hour.
Naturally, Diamond says the
new player is intended for use only
with legally acquired MP3 files, :
but it'll have an advantage over
portable CD and cassette players
since its lack of moving parts
means it won't skip or flutter when
used during strenuous activity or
exercise. Expect to see this gadget
sometime in October. :
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Sound Blaster Live!

B Creative banks on new sound technology

ith Windows 95 and its Dire nd
APl nearly eliminating the need for a
Sound Blas compatible sound
card in your gaming reative
Labs has found its virtual monopoly on audio
lutio adily eroding. More advanc
sound cards from other manulacturers have
taken a bite out of C: s pie, g the
company to ntoh in a mar

next-generation sound card dubb
Blaster Live! At the heart of this new PCI
card will be E-mu :
EMUTOKT audio proc

chip, which C

calls the most pow
integrated hardware audio

sure, and on
in the past
of 30 and po
dio. But Creative

cipalty Aur
dard) doesn’t do enobugh to create "true”
und environments, A3D, in its curren
can only emulate the sensation of distan
through the g of volume e

an example of
QECUrin i
sound that was Hly quiet but very close
to o hstener's i would be precieved to be
at the same distance away os a loud sound
that w nay, and there ilive
postulates, vo witls alone aren’t getting

the job done o Live! and

BN ERAT RRAN

Here's a shot of the EMU
10K1, the chip that will w0 1o eight - in fact,
power Sound Blaster
Live! And what a hand
some looking processor
1€ } it is, all lit up like th

nvironmental
di

JCREATIVE®

Creatr ew Environmental Audio technol

ogy, on the other hand, goes a step further
flect positional sound
this makes it much ¢

an hear both the
ariginal wi ted sound

¢ houncing off of virtus

Speaker support is another

arena i ch Creative believes it
has an advant I's A3D
andard can support more than two
LT} but to date tew, if an
Aureal-hase ide
connections for more than two. The
ter Live! card, however,
designed to drive anywhere from

Creative A jned with a
minimum ol four speakers in mind
The benefits of a pair of rear sg
£ apparent to anyone
ened to 4 home theater setup with
Surround or Dolby Digital sound; usin
rakers to create positional sounds
going to be more effective than sim
ulating surround sound with two speaker
as twrning around our chair won't
the surround ef
using the two, Time
Creatve effors to rewtalize the
i live will keep it on top, but one
thing's for sure — the rer xl competition
m the audio arena can only be a good thing
for gamers.

WRONG!

Go back to Double A
and learn some
fundamentals! Even as
your teammate crosses
the plate, the third
strike ends the game.
If you're gonna play
VR Baseball 2000 you
gotta have game, your

in the big leagues now.

FOR THE CORRECT
ANSWER,
GO TO PAGE 307

Y4 dBASEBALL
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59 programmable functions. 2 directional pads—one for smooth, joystick-like control, one for mega-

fast, mega-deadly digital action. Proportional flippers let you “feel” how hard or soft to hit, swing,
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turn or kick. The new Hterminator game controller. Be the first on your block to
make your neighbors say, “What’s that smell?” Check out www.morekills.com. GMV,
Go to www.pcgamer.com/request Product #254



Imagine 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
CHOICE. AND YOU WON’T WAIT WEEKS FOR THE STUFF YOU WANT NOW.

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 S0 COOL, AND THEN CHECK

OUT REQUEST-O-MATIC.
®
= (F)-md

www.pcgamer.com/request



Pionex 640029 400MH:z

Company: Pionex

www.pionex.com

Phone:  (800) 313-1995 (cust. SERVICE) fast graphics accelerator?

Prices:

LR NN B N

$2,249 (as reviewen, with monimor) [

ionex’s motto, “Connecting The
World Around You,” is just sbout as
ambiguous as what it's trying to do
with its 640029 model computer. On
paper, the system looks respectable
enough; a 400MHz Pentium Il

have them. We didn’t find one on the
Pionex, though. We wondered: was the
MPACT2 powerful enough by itself that it
didn't need one?

No, that can't be it; when we powered
the system up and started running 30 accel-
eration benchmarks, we found that every test
of the MPACTZ came up way below expected
— when it would even genarate a result, that

processor with 64 Megs of RAM

and a beefy 12GB hard drive. So why
are we complaining?

Well, for starters, we're a bunch
of whiners. But that's not the real
reason. No, the problem is that
Pionex made & decidedly un-gamer-
friendly choice when it came to the
system’s video card — it chose an
MPACT2 Media Processor.

Having never tested an
MPACTZ first hand, we were fairly
interested to see what it could offer,
Normally, when we set up a review
- gystem, we look for a 3Dfx-based
Voodoo Graphics or Voodoo2 card to
plug the monitor into — many new
systems

hootMarks JEEEEE

BOOTMARK Pentium |l 266

X 640x480: 45.66fps
ML T B0O0x600: 31.2Hps
1024x768: 17.191ps

640x480: 47.871ps
800x600: failed
1024x768: failed

Quake 320x200: 57.3Ips
v 640x480: 28.71ps

Forsaken

Duke Nukem 30 640x480: 60fps
e B00x600: 43fps
Norton SI 189.00

Sysmark 32 360

MODK Perftest 163

Debabilizer Pro 235

System Specs

SYSTEM

Processor: Pentium |l
400MHz

RAM: 64MB SDRAM

Cache: 512K

STORAGE

Hard Drive: 12GB EIDE

DVD-ROM: 2nd generation
DVD (Max 20x CD-ROM)

EXPANSION

Internal 35" bays. 5 (3 free)

Internal 5.25" bays: 4 (3 free)

External 35" bays: 1
(occupied)

External 525" bays: 4 (3 free)

Bus slots: 3 PCI (2 free), 2
ISA (2 free), 1 shared
loccupied)

RAM: 3 DIMM sockets
(2 free)

VIDEQ

Base Card: AGP MPACT2
DVD Decoder and
Graphics Accelerator
with 4MB

3D: None

Monitor; Pionex 17”
Monitor (15.7° viewable)

AUDIO

Sound Card: Ensonig Audio
PCI

Speaker System: Altec
Lansing ACS90

INPUT

Keyhoard: Windows com-
patible 104-key keyhoard

Mouse: Microsoft Mouse

Joystick: None

OTHER
Modem: S6kflex Modem

is. While the card should be capable of sup-

porting 30 resolutions as
high as 1024x768, we
couldn’t get Forsaken to
run properly at any resolu-
tion above B40x480.
Anything higher than that,
and the game ran without
texture maps, making it
look like some flat-shaded
game from five years

ago. We tried everything
we could think of to get
the game to function prop-
erly, but to no avail.
Interestingly, X did not
have problems at any reso-
lution — except, of course,
for the low frame rates it
generated.

As far as the sound
system in the machine was
concerned, it was nice of
Pionex to add a PCl sound
card — a welcoma addi-
tion to any gaming rig.
Unfortunately, the Ensonig
Audio PCl card that came
with the system is little
more than an ISA saund
card made to function in a
PCl slot. It has none of the
advanced features of PCI
cards from Diamond or
Turtle Beach (it has full
legacy support for DOS
gamas, but most newer PCI
sound accelerators have:
that. too),

So what does the
Pionex do right? Well, it
has a nice case. That's
important for any gamer
who intands to do his own

Pionex has chosen a nice case for their 640029, bhut
unfortunately, window dressing alone won't save it

upgrades, and the Pionex case has plenty of
internal expansion slots and open drive bays.
The monitor that comes with the system is
capable enough for the price. It has a .28mm
dot pitch and a maximum resolution of
12B0x1024 at 60Hz; there are certainly better
17" manitors on the market, but it's sufficient
The image was bright and crisp, and color
saturation was good. A second-ganeration
DVD-ROM drive is a nice feature, too.

It seems fairly evident that Pionex
intanded this system to be an entry-level
400MHz machine (if there is such a thing),
and the price reflects it. At $2,249 it's not bad,
but you'll have to add to that the price of a
decent 3D accelerator before you can con-
sider this a good gaming machine. We did a
little wab-shopping with one of the major
mail-order dealers and found a comparable
systam for less — and it included an 8MB
Intel 740 2D/3D graphics card. If you're look-
ing for a fast gaming system at a good price;
you can do better than the Pionex.

mGAMEH FINAL VERDICT

HIGHS: Big, generous case for expandability;
large hard drive.

LOWS: Not a good gaming machine; the

MPACT2 came up short during testing; overall
system misses the mark in too man\r areas.
BOTTOM LINE: This Pionex is not really

warth it — a little comparison shopping will land
you a better system at the same price or less.

L
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Pionex shoots for affordability — but can a

400MHz system get by without the aid of a
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Company: Matrox

www.matrox.com

Prices:  $149 (12mMB AGP VERSION REVIEWED)

atrox, long known in the industry
for having some of the fastest
20 accelerators around, has just
released its newest entry into
the 20/3D graphics market with
the Mystique G200. Differing
from the newest Millennium
G200 in its slightly lower RAMDAC speed
| (230MHz as opposed to 250MHz), softwara
bundle (games instead of applications),
and the addition of a TV output, the
Mystique is a powerful new contender
in the crowded world of integrated gam-
ing accelerators.

As far as 2D performance is con-
carned, every test that we ran showed the
G200 to be every bit as swift as Matrox
claimed it would be. Something to keep in
mind, however, when considering a card for
its 2D performance in computer games: there
really isn't a large difference between a good
accelerator and a great one when it comes
to frame rates, as you've probably noticed if
you've been paying attention to our unaccel-
erated Quake and Duke 30 benchmark
scores, At this point, these tests serve as
more of an indicator of a card’s failures as
opposed to its successes, since the results
generally stay the same except in cases
where a 2D card is simply out-and-out crip-

* pled. If you're running Quake I in software

mode and getting low frame
hootMarks

rates, the G200 will proba-
bly help you out, but it won't

BOOTMARK Pe 11 266 bookt frame
'entium rates hwund
BA0xAB0: IJ.?";IS a few frames
B00x600: 68.55fps [EETTRTYHTT]
1024x768: 55.381ps [EESES any
Forsaken Tl Other capable
B00x600: 64.65fps [BLCIAEITLEE
1024x768: 39.62fps WCLRILIE
Quake 320x200: 66.71ps [N mE:ll::Im
640x480: 29.3fps [
important
Nukem 30 640x480: 61ips stuff: 3D per-
: < formance.
M B00x600: 361ps
Surprisingly,
in some tests
MDK Perftest 116
..-...__I,’,,,{,..:,,,i_ = the G200 was
(vesTs minecTx e e

The latest card from Matrox

brings some serious 3D

Phone:  (800) 361-1408 (70 ORDER) horsepower to the races.

It seems like it's becoming a
trend for newer graph
chips to come with heat

taster than its clos-
est competitors — boards
based on Intel's {740 — but only
ran even with those cards in others. In

our X benchmark, which tests Direct3D per-
formance, the G200 anly managed to pull
substantially ahead (by nearly 10 frames per
sacond) at the 1024x768 resolution. It was
faster on average than the i740 at all other
resolutions, but only by a hair. In Forsaken,
the G200 pulled way ahead — by as much as
23 frames per second at BO0xB00, a resolu-
tion that will be the new standard for 3D
gaming before too long.

Image quality was beautiful in the
games that shipped with the card:
Motorhead, Incoming, and Tanic Trouble.
Each takes good advantage of the G200s 24-
bit 3D rendering capabilities; as pretty as 16-
bit is on 3Dfx-based cards, there's really no
comparison once you know what to loak for.
At & 16-bit color depths (thousands of colors),
dithering effects can make some images look
blocky — things like the explosions in
Incoming or the lens flares in Motorhead. In
24-bit color (16.7 million colors), these arti-
facts aren’t apparent. Not all games currently
take advantage of the increased color depth,
but the Mystique can render in 16-bit, too,

For the time being, Matrax is only ship-
ping the G200 as an 8MB card, but an optional
8MB upgrade is available for $50 more.

One of the Mystique G200's only draw-
backs is its lack of an OpenGL driver — this
is made worse by the fact that OpenGL sup-
port is hinted atin the box copy: *...acceler-

ates Direct3D and e

Quake Il-based games....”

With any luck, an OpenGL driver should be
available by the time you read this, but it's a
worrisome trend to see so many manufactur-
ers shipping cards these days without
OpenGL support, especially when it's claimed
in their marketing literature. Matrox says
OpenGL drivers will be available for the
Mystigue G200, but as we go to prass they
have yet to materialize.

So is the Mystique G200 the Voodoo2
killer that every 3Dfx competitor hopes to
create? Not as long as it's limited to Direct3D
support. But it is the closest thing we've seen
s0 far, If you don't have the budget to buy
both a 20/30 card and a Voodoo?, this is one
board warth looking at.

ZRGAMER S wemorer

HIGHS: Zippy 2D performance; very good
Direct3D pedormance; terrific image guality; TV
output; good game bundle

LOWS: No OpenGL driver as we go to press
BOTTOM LINE: Surpasses every other cur-
rent 2D/30 combination on the market. Whether
you're putting a new system together or just
upgrading, the Mystique G200 is a great choice.
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ADS USB Hub

Company: ADS Technologies

www.ads.com

(800) 9 {T0 ORDER)

Prices: $69 (m.s.R.P.)

ith Windows 98 now firmly upon us —
bringing with it built-in support for the
Universal Serial Bus — all sorts of
new USB peripherals are sure to be
on their way in coming months. In anticipation
of this, ADS has seen fit to release a handy
four-port USB hub, Without such a device,
connecting more than two USB peripherals
would prove difficult due to the fact that most
computers only come standard with two ports
(while the USB standard allows for devices to
be “daisy-chained” together, not all USB
devices have pass-through connectors).

The small one-pound box supports both
high-speed (12Mbps) and low-speed
(1.5Mbps]) peripherals, and it comes with a
7.5 volt power supply. Low-power devices
like mice and keyboards can pull enough
power out of the USB ports without the need

for extra, but
larger devices
like scanners and
printers will need
the hub's additional
juice. (If you're ever
uncertain as to whether
or not a given product
might need more power,
worry not — Windows 98 will notify you if the
extra power is required.)

There was very little setup involved
with the USB Hub, but that's to be expected
with any USB device. We simply plugged it
into the USB port on the back of our test sys-
tem, which recognized it as a generic USB
hub and installed the necessary drivers —
all within a matter of seconds, and without
the need to reboot. Believe us when we say
that USB is slicker than snot — we can't
wait until everything uses it. So far, unfortu-
nately, we've only received a few products
that take advantage of a USB port — a cou-
ple of prototype gamepads and the Altec
L g ADS305 speaker system reviewed in
this issue.

With so few products to try out, testing
the hub was a cinch. Afer the drivers were

It's not the sexiest
peripheral in the world, but
ADS’ hub gets the job done

installed, we simply plugged those
speakers into it; sure enough, the speaker
system's drivers loaded right up, and the sys-
tem ran without incident.

Since there are so few USB devices
available now — especially gaming devices
— it may be a little premature to start worry-
ing about having enough USB ports. Still, it
was a nice surprise to have ADS
Technologies send over this small wonder —
it for no other reason than to be reminded of
just how useful USB can and will be to our
PCs in the months and years to come.

m GAMEH FINAL VERDICT

HIGHS: Small and lightweight; hassle-free
setup; first USB hub we've received.

LOWS: Until the current shortage of game-

related USB gadgets ends, the two USB ports
built into your PC will probably be sufficient
BOTTOM LINE: If you feel the need for addi-
tional USB ports, the ADS hub is a good choice;
it's compact and works perfectly

N - ¢ ¢ s s 4 s senes

Diamond Monster Sound MX200 PC

. . @,
Company: Diamond Multimedia

www.diamendmm.com

Phone: (800) 468-5846 (T0 ORDER)

$149 (M.S.R.P.)

card in its Monster Sound line, the

M80, A3D hardware specs from Aureal

had not yet been finalized. As a result,
Diamond was forced to go with a slightly differ-
ent technology from what eventually became
Aureal’s Vortex chip. Still, the MB0 was able to
handle sound enhanced by Aureal’s A3D as
well as Microsoft's DirectSound and
DirectSound3D. The only drawback to
Diamond's solution was that it lacked legacy
support for older DOS-based games, so M80
users had to hang onto their Sound Blaster-
compatible cards.

Diamond went back to the drawing board
for the new MX200, using nearly all the same
chips it used in the M80, but increasing the
number of hardware wavetable voices for MIDI
music from 32 to 64 voices and including sup-

W hen Dismond developed the first audio

port for as many as four speakers. -

As with most Diamond prod- —
ucts, installation and setup of \
the MX200 is a breeze. The
install program even
gives you @ wam-
ing during the
install that you
should only run DOS games
out of Windows if the MX200
is your only sound card.
That's not a huge thing, but
it's something we rarely see
— a product that actually
reminds you of its shartcom-
ings so as not to create any unforeseen prob-
lems down the road.

As with most positional 3D audio sound
cards, gamas that take advantage of the
MX200's capabiltties are a truly new expari-
ence — especially with four speakers plugged
in for true surround sound. We've said it
before, and we'll say it again: no two-spaaker
simulation of surround sound can compete with
a true four- or five-speaker setup.

The MX200 comes bundled with a full
version of Incoming and the Jedi Knight
demo, Pathways to the Force. At §149 (with a

only gripe we had
with the MX200
from Diamond

l L KRR TY

Mgy Stroet price
/ ‘! L/ thatshould 24
/] ‘f be considerably
& 9 lower), it should appeal to
. any gamer looking quality sur-
round sound and A30 support.
On the other hand, if you don't
think you'll be upgrading to a four-
speaker system and don't need
the extra connections, you |
might consider looking at |
Turtle Beach's less expen-
sive Montego A3DXtreme (reviewed last
month). Like the Monster Sound MX200, it'sa |
terrific PCI audio accelerator {A3D, |
DirectSound, DirectSound3D), but it also has |
full support for DOS games .

GAMEH FINAL VERDICT

HIGHS: Audio acceleration for A3D, Direct-
Sound, and DirectSound3D; outputs for four-
speaker surround sound,

LOWS: Limited DOS support; slightly more
expensive than comparable cards.

BOTTOM LINE: An excellent sound card with
high-end features that is warthy of the Monster
Sound name.

_Wﬁlﬁl October 1958
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SideWinder Freestyle Pro

Company: Microsoft

www.microsoft.com

eSSBS OOORES
Microsoft has made a name for itself in the

controller market — does the Freestyle Pro

SMIIAIY

Phone:  (BO0) 426-9400 (to oRDER) B i o 167

Prices: $7495(ms.Ap) 0 SRS

LA

t seems like only yesterday that
Microsoft couldn’t be bothered with
the world of PC gaming. But in just a
couple of short years, the software
giant has come to design game con-
trollers that are tough to top. There's
still very little competition for
Microsoft's first gamepad, the original
SideWinder; Gravis' excellent Xterminator
|reviewed July 1998| is one of the few con-
trollers that come close to threatening its
dominance. So, with the release of the
SideWinder Freestyle Pro, can we agsume
Microsoft has once again delivered the
goods? Yes, but they're not quite the
goods we might have hoped for.

The controller itself has many of
the same features as its predecessor,
the original SideWinder. It's an 8-but-
ton pad — six buttons on top with
two additional flipper buttons at the

- top front of the unit. Microsoft has
additionally seen fit to add a handy

. little throttle wheel into the mix this

. time, as well. Our only complaint
here is that the buttons simply

- aren't as easily accessible as they

. were on the original SideWinder,

The original design for the Micro-
soft SideWinder has inspired many
rip-offs; we'll have to see if the
Freestyle Pro sulfers the same fate

The defining characteristic
of the Freestyle Pro, or Tilt, as it
was known during development, is
its ability to detect motion and
translate it into control inputs. By
default, the Freestyle's tilt sensor is setto
“on" when the gamepad is first plugged in; in
this mode, the controller detects motion
along two axes: backward-forward and left-
right All other motions inbetween are func-
tions of the two axes together. Operating in
this configuration, the Freestyle Pro allows
for smooth proportional contral, depending
on the degree and direction of tilt.

The Freestyle Pro does a good job
transiating motion into game control; unfartu-
nataly, this feature doesn't work well with
many games. It feels pretty natural with

motorcycle racing games, but using the tilt
feature in any other sort of game proved con-
siderably more difficult than when control
was switched over to the Freestyla's tradi-
tional digital direction pad. In a motorcycle
sim, leaning to the left or right is how one
turns the bike, so tilting the pad feels like a
natural extension of this action, but you don't
do a lot of leaning when you're driving a race
car or flying a jet — unless your blood-alco-
hol level is above .07% — so the same
motion suddenly seems pretty awkward. On
the upside, Microsoft includes its addictive

Motocross Madness stunt-
racing game with the Freestyle
Pro, and it makes very effective
usa of the tilt technology (in fact,
as we understand it, the two prod-
ucts were gach developed with the
other in mind). But even this game is
just as easily played with the digital
direction pad.

For other games, you can turn the tilt
sensor off by pressing the Sensor button on
the top of the gamepad. Since you may wall
and up using the Freestyle's digital pad more
often than its tilt function, it's important that
the controller feel comfortable in that config-
uration; while we found it more comfortable
to usa than many competing gamepads, it's
nowhere nesr as hand- or finger-friendly as
the original SideWinder.

The Freestyle Pro’s programming utility is
improved over previous versions, but it's still
not as robust as the Xterminator's — although
it may be easier to use. Keystrokes and
macros are painiessly programmed, but
Microsoft's utility lacks some of the functional-

iing wtility has been spiced up
wer pad was released

ity of Gravis". The Freestyle's utility program
does allow for the easy adjustment of the
tilt sensor's "dead zone" and range of
mation — useful, since it means the
gamepad's most unusual feature
can be customized to suit every-
one who uses it
But the question still

remains: Just who is this new
gamepad for? Is it meant to
complement your existing
gamepad and joystick, or is it
supposed to replace them?
Frankly, it’s not likely to do
either; its tilt feature doesn't
offer sufficient benefit over
existing gamepads; and just
doasn't work as well or feel as
natural as a traditional joystick
for flight sims, driving games,
and most other games that
make use of a proportional con-
troller. Ultimataly, the usefulness of

the tilt controller is limited, so there's no rea-

son to consider buying a Freestyle if you've
already got a gamepad you're happy with.

m GAMEH FINAL VERDICT

HIGHS: Tilt leature was a blast to use in motor-
cycle games, where it felt natural

LOWS: Tilt feature is not suited to most other

games; not nearly as comiortable to hold as the
original SideWinder pad

BOTTOM LINE: I you're looking lor a new
gamepad, and the tilt sensor appeals 1o you, give
the Freestyle a test-drive.
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HARD STUFF

Best

Company: Best Data

www.bestdata.com

Data Arcade FXII

Data's Arcade FXII has going for it. Price, babyl k

Phone: 18) 773-9600 (T0 ORDER)

Prices:

$169 (ESTIMATED STREET PRICE)

(12MB vOODO0O2 BOARD REVIEWED)

hootMarks

BOOTMARK i SU

X 640x480: 100.911ps
rests omecrao | B00x600: 77.75fps
1024x768: 55.401ps

640x480: 114.02ips
B00x600: 183.80fps
1024x768; 73.591ps

640x480: 64.01ps
800x600: 60.01ps
1024x768: 44.2fps

| Forsaken

Quake N

hat's this? A 12MB Voodoo2-based 30
accelerator with an estimated street
price of $1697 As tough as it has
become to come up with new things to
say every month about the
latest Voodoo2 board, there's
no question about what Best

SINGLE

640x480: 88.451ps
B00x600: B0.721ps

§40x480: 107.27fps

. BO0x600: 70.481ps

540x480: 56.6fps
B00x600: 41.0tps

Best Data has undercut the big boys like
Creative Labs and Diamond by more than a
hundred dollars.

So you must be thinking that there's
something wrong with this board, to be sold at
such a low price. Is it a factory second or
something? Not as far as we could tell; it's just
a plain-vanilla accelerator based on 3Dfx’s ref-
erance design for the Voodoo2, (which makes it
no different from most of the more expensive
Voodoo2 cards). We even left two Arcade FXlls
running Unreal overnight in SLI mode just to
see if they'd choke — and they didn't

The only complaint we have regarding
this board is the same one we had with the
Guillemot Maxi Gamer 302 card we
reviewed last month — its control software
doesn't provide an easy way to adjust the
card's clock speed for over- and underclock-
ing — but at this price, we'll live.

Installation and setup went smoothly,
and the Arcade FX!l turned in benchmark
numbers across the spactrum that were
right in line with what we've come to expect
from brand-name Voodoo2 hoards.

Last month, The Hard Stuff contents
page mentionad how prices would start to

al an even
better price —
we hope that
larger companies
catch on to this low-

drop as
more as
more board
manufacturers came to
market with nearly
identical products. But
wa weren't expecting a drop like this so soon.
As we go to press, we've seen very little
response from the larger companies, but it
should be interesting to see how long they hold
out before lowering their own prices.

If you're still in the market for a VoodooZ2
card and you've been waiting patiently for the
right time to buy, that time is at hand. The
Arcade FXIl is an amazing deal, and its low
price is bound to result in cheaper Voodoo2
cards from other manufacturers, too.

mGAMER FINAL VERDICT

HIGHS: Lowest price we've seen on a 12MB
VoodooZ — by a wide margin

LOWS: Control utility doesn't allow adjustment

price trend!

of the card's clock speed within Windows

BOTTOM LINE: Did Best Data mean to put
these out at 5269 instead of $1697 Probably not,
but you might want to grab one or two last, just
in case!

Company: Hercules
www.hercules.com

i Phone:  (B00) 532-0600 (0 ORDER)

Prices:

$99 (ESTIMATED STREET PRICE)
(8MB VERSION REVIEWED)

Hercules Terminator 2X/i

Installation of the 2X/i proved hassle-
frae. With its 230MHz RAMDAC, the 2)i is
capable of 2D resolutions as high as
1,600x1,200 at 256 colors and a flicker-free
refresh rate of 85Hz — so it doesn’t generate
as many colors as some of its competitors at
that resolution, but it beats the currant batch
of i740 cards — even Real 3D's own

StarFightar. In 3D mode, the
evssnese 2X/i can hypothetically handle
t's the same old song: Somebody | UUtM ﬂrks resolutions just as high as in
develops a hot new graphics chip, e 20 — in prac-
and every major video card manu- [ettbta L L tice, though,
facturer has to base a product on [ (TOPLE R ERRINTE  most games are
it. Intel's i740 integrated 20/3D chip 800x600: 65.13fps WTHHIAELIERD]

- seems on track to continue that trend; 1024x768: 46.431ps WU GRNITT
this month, wa've got a new Hercules s, Tk You erank the
card based on the i740, dubbed the PRI  resolution above

- Terminator 2X/i — and, like the two 1024x768: 25.62fps FRAUELIEES

~ other i740 cards we've reviewed, it's a Benchmark
very capable graphics board. Quiake 320:200: 61 2:"5 scores were just

The i740 was created as a joint vl ’ SR 20508 as goad, overall,

- venture between Real 3D and Intel as as any of the

~ the foundation for a quality second- Duke Nukem 3D g:g“ggi LM other i740-based

- generation-style 20/30 integrated " XG00: 40fps

- graphics solution that takes full ago, that

 advantage of the AGP bus in its cur- Rt would've put it in
rent form (AGP 2X). inkuiee At a very good

The latest Hercules card is
a good one, but it's not

the best thing on the
market right now
But

=

wa've seen Matrox's
new Mystique G200, the
new champ in the 20/30 arena is
barn {at least until next month). That's not
to say that the Hercules Terminator ZX/i
doesn't have its place; with a street price of
$99, it's likely to sell for less than the Matrox
card, and it's nearly as fast

As we go to press, OpenGL drivers are
not available for the Terminator (there's
another old song}; in the meantime, the folks
at Hercules say Intel's refarence drivers
should work with the 2X/i until Hercules
releases a driver update.

m GAMEH FINAL VERDICT

HIGHS: Very good single-siot solution for 2D
and 3D acceleration; supports AGP 2X; sports a
pretty nice price

position,

LOWS: It's no longer the fastest 2D/3D card
available; games were almost unplayable when
the resolution was cranked above 1,024x768

BOTTOM LINE: At $39, this is still a great
card for the price.

| S < ¢ st e et san
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Altec ADA305 USB Speakers

Company: Altec Lansing
www.altecmm.com

Phone:

{(800) ALTEC-88 (ro orDER)

Prices;: $199 (m.s.R.p.)

s reported last issue in our story about

true digital audio, Altec Lansing is one of

a handful of speaker companies that

created USB-equipped speakers in
anticipation of Windows 98’s built-in support
for the naw bus. But while the ADA305s do use
the USB port as one of the connectors to the
computer, they are not “True Digital Audio”
speakers as we understand them.

The ADA305 system warks more like tra-
ditional speakers; it connects to your sound
card via a standard mini stereo plug and
amplifies its standard analog signals. The USB
connection exists only to let you control the
speakers via an on-screen interface on your
PC. And while the user guide recommends
using the USB port and the on-screen inter-
face to control the Dolby Pro Logic Surround
decoder housed in the ADA305's subwoofer,

the reality is that you can just as easily switch
between Pro Logic and stereo mode via the
more traditional controls built into the right-
hand sateliite speaker

In the loosest sense of the term, the
ADA305s qualify as digital audio speakers
because the Pro Logic DSP does its decod-
ing work outside of the “noisy” PC environ-
ment. But it still uses analog sound signals
from your sound card — signals that can be
degraded by all the sources of intarference
that share the PC's case with the sound
card. As we see it, true digital audio speak-
ers are those that use the USB connector
alone, taking only digital sound signals
(impervious to interference) from the PC and
using their own build-in digital to analog

Handsome looking to be sure, |
fail to deliver in several key areas.

converter (DAC) to turn them into sound
once they're out of the PC entiraly,

As far as a standard three-piace
speaker system goes, the ADA305s could be
better. They have plenty of power; with 20
watts (RMS) of power split between the two
3" speakers residing in each of the two satel-
lites, and an additional 20 watts for the sub-
woofer, the 305s can get guite loud without
distorting. Unfortunately, their lackluster
sound reproduction may keep you from want-
ing to turn them up; as sound from the satel-
lites was overly bright and hollow. The sub-
woofer itself cranked out plenty of rich bass,
but it was as if it had been paired with a clock
radio rather than stereo speakers. At $199
|M.S.R.P.), you can do better,

[RHGAMER Finac veroicT

HIGHS: Good subwooler; first speakers we've
seen that actually use the USEB port fo
even if they're not “True Digital
LOWS: Overpriced for what it is
sound reproduction
BO'I'I'OM LINE: Unless you're a sucker for
nce, \ruu 1 find bemer

pretty poor

Company: Cambridge Soundworks, Inc.
www.hifi.com

Phone: (80

67-4434 (to ORDER)

$99.99 (ESTIMATED STREET PRICE)
$149.99 (WITH SOUND BLASTER PCI 128)

Prices:

ambridge SoundWorks has established
itself as a maker of fantastic high-end
computer speakers; the $150
: SoundWorks and $250 MicroWorks
- systems are the cream of the
- crop. Last year, a partnership
- with Creative Labs resulted in
- a bargain-priced Cambridge
- system called the PCWorks. It
- had smaller satellite speak-
- ars, a smaller subwoofer, and
- less power than the other
- Cambridge systems, but it
- sold on the street for $98 and
- sounded great Now
Cambridge and Creative have
- topped themselves with an

The PCWorks FourPointSurround
system includes two tripod stands
for elevating the rear speakers.

PCWorks FourPointSurround Speaker

even bigger bargain.

Staying at the original PCWorks' $99
price point, the PCWorks FourPointSurround
system adds two more satellite speakers to
the package, for a total of four, The extra
satallites are intended as rear speakers in a
surround setup, meking the system ideal for
use with 3D audio cards that support four
speakers, like Creative’s Sound Blaster PCI
128 and Sound Blaster Live! or Diamond's
Monster Sound MX200 (reviewed this issue).

The FourPointSurround system delivers
the same sound quality as the original
PCWorks — which means it doesn't quite
meet the quality of Cambridge's bigger, more
expensive systams, but it
generally blows away any
other speakers you'll find
for 899 or less. The four
satellite speakers are dri-
ven at 3.5 watts RMS each,
and the subwoofer gets 10
watts, so if the
FourPointSurround won't
precisely blast you out of
the room, it's got enough
power for most gamars’
tastes. With an audio card

that supports four-channel
surround sound (and a game
that supports the card), the positional audio
effects the system creates are very impres-
sive. Games like Unreal and Jedi Knight
become aven more immersive; when a sound

is supposed to come from behind you, it

raally comes from behind you.

If you're looking to get into 3D audio in
style, you'll want four speakers; the
FourPointSurround provides them and backs
it &ll up with sound quality that's nearly
impossible to match at this price, It's also
worth noting that the original, two-speaker  ©
PCWorks now carries a street price of $68.99, -
making it and the FourPointSurround possibly
the best buys in PC audio.

m GAMER FINAL VERDICT

HIGHS: Better sound than speakers costing
twice as much; tru speaker surround beats
a two-speaker solution every time.

and accurate as
Cambridge’s more expensive models.
BOTTOM LINE: A whole lot of high-guality
sound squeezed into a small package and an
even smaller price,

LOWS: Not quite as powerl
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‘S WITH ATTITUDE!

SYSTEMS \
STARTING AT

‘999

. If you're not sporting a rig by PC 4 PLAY you're not even in the
PC’'S WITH ATTITUDE! game. Our custom built systems will take you to the edge of the
universe and back. Finally, games look and play like they are designed
to, not like some jittery handheld toy. This is the real thing, true arcade
SYSTEM FEATURES quality, right in your home.

5999 LALLL Setas $3599 You don’t get this kind of killer performance with just any

i "ﬁgﬁﬂﬂﬂ'&" "}5‘;‘.}&"‘1}'&"1" lﬁﬁﬂm" "ﬂ%,;ﬁm”,"“‘x" wannabe "game system". PC 4 PLAY gives you the most bang for your
e e e hard earned buck! We're setting totally new standards for PC Gaming.
g 2 i\! 64 MB 128 MB 256 MB Every rig we build from our $999.00 entry level to our custom built jobs

WARD DRIVE| ULTRADMA3 | ULTRAOMA3 | UURADMA®3 | umapmass |  has a Voodoo 3D card, gobs of ram, and all the processing speed you'll
32GB 5.2 GB 5.4 GB 9168 need to play into the night.

3D VIDEO VO?E‘%UI Vﬂmo L '-'03033 L VUﬂ“ﬁg L So get off the sidelines and step up to the hottest game
reysmiaTe = = e platform on the market. Get yourself a PC that kicks butt. PC 4 PLAY.
otk "Nobody does Voodoo like Weedoo!"
1.877.PC4.PLAY | WWW.PC4PLAY.COM
All prices and configurations are subject to change without notice or obligation. Prices do not include shipping and handling or any applicable taxes

Go to www.pcgamer.com/request Product #609



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.

2547

19.35"

1972

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 |s.
It's complete immersion. It's intense tactile

Fig. 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

feedback. It's being able to see, hear and feel
the game you're playing like never before. Al
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.

# ITEM

1| Left 2" Mid-Range Directional

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

- Tactile Intensity

& | Electronics Unit

9 [ Heavy-Duty Single Cord Connector
10 . Optional Office Chair Base

1 | Optional Subwoofer

2 | 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.

108 dB

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.)




PART THREE

Ducking, dodging, whimpering
and other useful gaming skills
you might want to perfect

Fig. 3a.
The Dodge

Fig. 3b
The Weave

Fig. 3c.
The Duck

Be advised. With Intensor, you'll not only
hear your games like naver before, you'll

also feel them. In your back. In your legs,
You'll feel sensations in places you never
even knew you had. Which means every

engine rev, every explosion, every kick will
seem more real than you may want it to. So
it's important to note that under this type of
extreme duress, screaming in high-pitched
tones for one's mammy is quite comman.

sl et e esTiacnasai sssssssisss ssssbsssssssbasassasassassasanae ssssasesssssslaen

Fig. 4. Artist' s conception of Sensory

Gaming s effect on the human heart.

Those with heart conditions should
proceed at their own risk.

PART FOUR From movies and CDs to all your favorite

Any game. Any system.
Any medium, After this, nothing
will ever be the same.

Fig. 6. Intensor has been known to induce shock. In
such cases, place victim flar on back, elevare legs 8 to 12
inches and call for help. (If victim begins vomiting,

games, Intensor isn't just compatible with
your current system, it actually transforms
it. It may also do the same to you, Once
you take a seat, there's a new awareness.

place him or her on one side to allow fluid drainage.)

INTENGIF

Sensory

Gaming

Experience

Go to www.pcgamer.com/request Product

Fig. 5. Nate: Players attempting to
negoriate Intensor on an \'f-’:m.u
less than a good, stiff spine may be
reduced to a vegetative state

And there's no going back. It's the gaming
version of the thousand-yard stare. You'll
recognize it in others who've “been there!
Sesk them out.Talk to them.This therapeutic
approach can help preserve your sanity.

In the event of nervous
breakdown, seek help at

www.intensor.com

Assuming you've read
this carefully, proceed to your
favorite gaming retailer.

#043




"MEET YOUR GAMING SYSTEM ENGINEERS"

GAMER

"I'EIIHIIIIIAIII:[ WAS SIMPLY STUNNING"
| Appeal: Gamers looking for the fastest
m mwnﬂlu priced gaming system

wy Waorld, luly, 1998

"BOTTOM LINE: IF YOU'VE GOT THE MONEY TO
EA{ SPEND THIS IS THE GMIIHE SYSTEH TO OWN"

fevnercrryy, 1995

Go to www.pcgamer.com/request Product #008

FAST, PACKED, AND STACKED

“The AreaS1set new records in our CPU/Motherboard
and hard drive tests, completely crushing anything
we've seen lo date”

—

“The GREY"

Intel Pentium [ 300MHz MMX

Intel 430BX Motherboard 512K8
AAVID Cooling System
BAMB SDHAM (PC-100)

3.5" Floppy Drive

Hercules SAVAGE 3D Beast
w/BMB AGP 2X TV-0UT

Hercules Stingray2 Voodoo Il wi12MB
B.4GB Ultra-ATA Hard Drive

XITEL Storm VX A3D 64-Voice Sound
Altec Lansing ACS45

Subwooter & Speaker System
Toshiba 32X CO-ROM

ATX Full-Tower Case w/300 Watt
Power Supply {Dual-Fans)
KoolMaxx Video Cooling System
104-Enhanced Keyboard
Microsoft 2-Button Mouse
US Robotics 56 V.90 Fax/Modem
Windows '98 Dperating System
Latest Drivers Installed
Free installation & Configuration of
Favorite Games

PRICE: $1.899.00

ALl

P Svstemmnms

L Sount Bvest W0 Strmet Al Flonida 13006

"The HIVE-MINO"
Intel Pentium Il 400MHz MMX

Intel 330BX Motherboard 512KB
AAVID Cooling System

64MB SDRAM (PC-100)

3.5" Floppy Drive

Hercules SAVAGE 30 Beast

w/BMB AGP 2X TV-OUT

Heroules Stingray2 Voodoo Il wi2ZMB
11.5GB Ultra-ATA Hard Drive

XITEL Storm VX A3D B4-Voice Sound
Altec Lansing ACS48 Powercube
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

IJS Robaotics 56 V. 90 Fax/Modem
Windows "98 Opern!mg System
Latest Drivers Installed

Free Installation & Conliguration of
Favorite Games

PRICE: $2.799.00

Pro

Toll Free: 1-800-494-3382
WWW.ALIENWARE-PC.COM

Customize your own dream machin

IT Meg i Jurley. 1198

“The AREA-51"
Intel Pentium Il 450MHz MMX
Intel 440BX Motherboard 512KB
AAVID Cooling System

128MB SDRAM (PC-100)

3,5% Floppy Drive

Matrox Millermium G200 w16MB AGP 2X
Dual-Hercules Stingray2 Voodoo Il
24MB Scan-Line Interleave

11.5GB Ultra-ATA Hard Drive

lomega Internal Zip Drive 100M8
XITEL Storm VX A3D 64-Voice Sound
w/DOS Legacy Supporl

INTENSOR Sensory Gaming Chair
Subwooler/Speaker Sytem

Hitachi 2nd Generation DVD Player
ATX Full-Tower Case w/300 Watt
Power Supply {Dual-Fans)

KoolMaxx Video Cooling System
104-Enhanced Keyboard

Microsoft 2-Bulton Mouse

US Robotics 56 V.90 Fax/Modem
Microsoft Sidewinder Precision Pro
Microsoft Sidewinder Gampad
Windows '98 Operating System
Latest Drivers Installed

Free Installation & Configuration of
Favorite Games

PRICE: $3.699.00
\ Intensor Gaming Chair Included

Ouality Monitors

17" Viewsonic V773 260P add: 5325.00
19" Viewsonic V85 260P add: $595.00
21" Viewsonic P10 250P add: 51.050.00

Prosdoc 1 rsonviiess vl i this prolilic ations are Dradlermrbs of Dher connpenices,
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Tech U8A:

Do you know how long a
400MHz system will be

viable? Do you know what OS
you should use for gaming?

o000 0 0000

I have a year-old Packard Bell system
m which is, frankly, pretty crappy. It
was a good deal when | bought it, but
it was never top-of-the-line. The monitor is
| putting a dark tint on everything, the proces-
| sor is only a P120, and the 16MB of EDO
RAM just aren’t enough. I tried to buy more,
but couldn't find the right kind, so I'm stuck
with virtual memory. That's bad enough, but
1 only have a 1.2GB hard drive. | know | need
a new system, but my dad doesn't. To that
end, [ have a couple of questions:

1. If1 get a 400MHz PII w/64MB
SDRAM and a 6.4GB hard drive, would that
still be a viable system in a year? The ease of
upgrade would probably help, too.

2.Wearen't rich, so we really can only
afford a $2,000 system, and only if it's really
necessary, Would you say it is?

— Abraham Epton, via the Internet

We feel your pain, Abraham. There's
nathing worse than having a com-
puter that can't handle the newast
games. If you purchase a new 400MHz system
today, will it still be viable in a year?
Absolutely. Will it be the fastest kid on the
block? No. Intel has a lot of plans for the
future of Pentium |1, and as fast as 400MHz
chips are today, by this time next year we'll
likely be seeing chips as fast as 600MHz —
possibly even with 200MHz buses {up from the
current 100MHz). No system you could pur-
chase today would be able to handle a chip
with those spacs without a new motherboard.
So should you wait until next year to
upgrade? Nah — even if you wait and buy the
fastest thing going next year, there'll still be
fastar technology right on the horizon. There
always is. If you're ready to upgrade, go for it
Here's a bit of PC-buying wisdom that
sounds obvious but sometimes isn't: whan
- you're in the market for a new machine, buy as
much power as you can afford. Buying low-
and systems may seem like a great idea when
- you're looking at the price difference batwean
8 sub-81,000 desktop and a 400MHz ass-kicker,
- butif you cut corners on power you're just
- going to find yourself in the same boat naxt
year that you're in now — struggling with a PC
- that's not powerful enough to do justice to the
|atest games. It'll be time to upgrade again,
and how much will you spend then?
Uttimately, Abraham, there's no “right”
- time for every gamer to upgrade. Some peo-
* ple are still happy with their 486-based

i Ah, the mighty 400MHz system of love. As fast as it is now, we could never guarantee that it would
ramaln a high-end system for more than a year or so. PC technology, ain't it a pain?

machines (after all, Doom runs fine on a 486,
right?). But if you've got the money and you
aren’t getting the performance you crave
anymare, now's the time to take the leap.

I"'m thinking about buying a new PC
within the next six months or so. It'll
probably be a Pentium 11 300MHz
with 128MB RAM, an 8MB Creative 3D
Blaster Voodoo2, 6 4GB hard drive and a
DVD-ROM drive. I'm buying it primarily for
the purpose of playing games (mostly EA
Sports games). Do you recommend me load-
ing Windows NT or Win 95/98 on this PC?
The reason I'm asking this is that I've heard
Win NT has better security and faster
machines should use it as their 05 — but I've
also heard its compatibility with games isn't
as good as Win 95/98. Who's right?
Windows 95 or 98 on your system.

— Yaakov, via the Internet
A NT does indeed have the benefits

you mentioned — it has great security, and
many applications do run better under it The
problem is that most game developers don’t
see NT as a gaming platform; there simply
isn't a big enough installed base of gamers
using NT to make support for it worthwhile.

If you're & gamer, stick with

As if shaky game software functionality
under NT wasn't bad enough, there are
issues with hardware compatibility as well, A
given device that works under Windows 95
or 98 won't necessarily function under NT.
Every device in your system requires its own
special NT driver if it's to be recognized at
all. And while most newer PC peripherals
ship with drivars for 95/38 and NT, it's hard to
recommend NT. For most gamers, it's more |
trouble than it's worth.

1 own an AMD Ké 3D 300MHz com-
puter with a V90 56K modem from
Usrl | ety - HY 3 i i! 3, " l

play Quake IIon the Internet and was won-

dering how to bring my ping time down a bit.

1 have heard that having a ping of around

100ms or less is good, but T keep getting ping

times at around 200-250ms on a good day, Is

this my Internet provider's fault? ;
— Carl "RKBaldor” Eddleblute, -

via the Internet

: Actually, a 200-250ms ping in Ouake
: A Ilis parfectly normal for your setup

{8 common measurament of Internet
lag, “ping” refers ta the amount of time it
takes for a signal to get from your PC to the
host computer and back). In fact, many

% PLGANER ctober 199



gamers would cor
get ping times that lov

modem. Regardless of your Int

you won't bring the latency of yo

tion much lower without upgrading to faster
technology, like a cable modem or an ISDN
or ADSL line. If you're determined to be one

of the “low-ping bastards” ina d atch,
check with Internet providers {and the cable
company and phone company) in your area

to see if these technologies are available.

I recently purchased Quake IL Of
course, I'm dying to deathmatch on
the Internet, but apparently 1 need

the latest version. Anyway, | downloaded the
update from id Software’s web site, and now
I have no idea how to apply that to my game
to make the updated version. Did | down-
load it correctlyt What do [ need to do to
make it all work together? This also applies
to palches, etc. How do I do it? Please let me
know. Thanks!

—David Armstrong, via the Internet

A fair question, David. Most patches
come with “read me” files that tell

you how to install them (they’re usu-
ally named something like "readme.bd” or
“read.me”), and every one is different. As for
Quake I, though, you simply download the
upgrade to a location where it's easy to find
(your Windows 95 desktop, for example, or the
root of the C: drive). It should be an executable
file that automatically extracts itself, so once
you've downloaded it, all you have to do is run
it (double-click on its filenama in Explorer). A
WinZip Self-Extractor dialog box will open,
prompting you to give the location of your
Quake Il directory. It'll default to C\Quake?,
which is the correct location unless you speci-
fied a different directory when you originally
installed the game. When you're sure the loca-
tion is correct, you just hit Enter or click on
“Unzip,” and the updeted files will be copied to
your Quake Il directory. You'll know the
process was a success when you start Quake
Il and bring up the console screen; you'll see
the new version number ("3.15,” for instance)
in the lower right-hand comer.

: For a standard modem user, you are a low-
: ping-bastard with a 200-250ms ping time.

I'm in the market for a new PCI
sound card. I recently purchased a
Diamond Monster 3D [ card as my

3D accelerator, and now I'm ready to acceler-
ate my audio, as well. I've been looking at two
options, either the Diamond Monster MX200
or the Turtle Beach Montego A3DXstream.
Price is not an issue here; I just want the best
card. After reading the review in the
September 1998 issue, | noticed that the
Turtle Beach card accelerates DirectSound
and A3D. Does it accelerate DirectSound3D
as well? Because the Monster card accelerates
all three. And does the Turtle Beach use two
and/or four speakers? What are your
thoughts on these two cards?

— LM, via the Internet

You're in luck LM; we've reviewed
Diamond's MX200 in this very issue.

As for the A3DXstream; yes, it does
accelerate DirectSound3D as well as
DirectSound and A3D. It does not, however,
take advantage of the four-speaker option
the MX200 offers. This feature may or may
not be important to you; the A3D standard
does a pretty good job of simulating surround
sound with just two speakers, If you don't
see yourself upgrading to four speakers
any time soon, then Turtle Beach's card may
be the better choice for you. It's less expen-
sive, and you don’t need to hang onto your
existing Sound Blaster-compatible card to
play your old DOS games. Another possibility
to consider is Creative Labs’ Sound Blaster
Livel, which doesn't support A3D but does
support DirectSound3D and uses new posi-
tional audio technology Creative claims is
better. We should have a review of it in the
next issue.

I've noticed that “The Game
Machine™ that PC Gamer describes

as a “solid, affordable gaming PC” in
The Hard Stuff every month has been chang-
ing a lot recently. Why is this?
— Name Withheld

It's been a big year for upgrades. So
much new hardware has come out at

such low prices, that it's become
impossible to keep the “The Game Maching”
from changing. At the baginning of the year,
gamers could still make do with a 200MHz or
233MHz MMX machine — then Unreal was
released, and people with systems like that
have had a tough time of it. Once the technol-
ogy genie’s out of the bottle, it's impossible to
put it back in, so we expect more games to
match Unreals hefty hardware requirements in
months to come. Fortunately, Inte! has been
releasing faster and faster processors with
frightening regularity; as a result, CPU prices
have been falling, and that transiates into faster,
cheaper systems. The $2,500 ceiling we've
imposed on “The Game Machine” should buy
you & hella-fast PC today — and you'll be able

Glossary

Every month, the Glossary will define terms
that appear in The Hard Stuff and may be
new or confusing to some readers.

Dolby Pro Logic

A five-speaker surround sound standard
created by Dolby Laboratories that simu-
lates the sensation of being in a real envi-
ronment by separating out enceded informa-
tion to left-front, center, right-front ., and rear
(surraund) speakers. Dolby Pro Logic works
by delaying the time and direction by which
sound reaches a listener's ears just as it
would be perceived in a true environment

DSP

Short for Digital Signal Processing, which
refers 1o a method of manipulating analog
data, such as sounds or video, which have
been converted into digital form. When used
as a noun, DSP stands for digital signal
processor, a special type of coprocessor
chip designed for performing the mathemat-

ics involved in DSP. Most DSPs are program-
mable, which means that they can be used
for manipulating different types of informa-
tion, including sound, still images, and video.

RAMDAC

Short for Random Access Memory Digital-to-
Analog Converter, a chip found on video
cards. The RAMDAC's role is to convert digi-
tally encoded images into analog signals
that can be displayed by a monitor. A RAM-
DAC actually consists of four different com
ponents — SRAM memory to store the
image's color map, and three digital-to-ana-
log converters (DACs), one for each of the
manitor’s red, green, and blue electron guns,

RMS

Short for Root Mean Square, this is the
average amount of continuous power a set
of speakers can produce with acceptable
levels of distortion taken into account. RMS
is the what you should look for in terms of
power output when purchasing a new set
of speakers.

PMPO

Short for Peak Music Power Output, this is
the amount of power a set of speakers can
produce for only short periods of time, and
is generally measured with no considera-
tion for sound quality. Many companies use
a PMPO rating rather than the industry
standard RMS 10 make their speakers seem
mare powerful, but the number is essen-
tially meaningless.

to get a good gaming rig for a lot less, At this
point, we think a 233MHz Pentium Il is about the
slowast system you'd want to buy if you went
shopping today and wanted to be sure you got
a machine that'll be able to handle the latest
games 18-24 months from now.

I'm currently in the process of pur-
chasing a new 400MHz Pentium 11
equipped with a Voodoo2 card. My
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question is which AGP card should | be look
ing at for the best performance and hardware
compatibility, (e.g., DVD and Voodoo2)?
Should 1 be looking at a card based on the
Intel i740 chipset — and if so, which board
would be best suited for my gaming needs?

— Sean, via the Internet

If price is no object, then you'll proba-
bly want to pick up Matrox's new

Mystique G200. It’s a litthe more
expensive than the i740 cards, but is faster all
around. If price is an issue, but you still want a
good 2D/30 card, the i740 is still a great choice,
and you really can't go wrong with any of the
ones we've reviewed thus far: Real 3D
StarFighter, Diamond G460, or the Hercules 2X/i
— although the Hercules card has the fastest
RAMDAC of the bunch, and therefore supports
the highest refresh rates at the highest resolu-
tions. Check out our review of both the
Terminator and the G200 this month's issue

I have a Pentium 120MHz, and I des-
m perately need to upgrade. I really

want to be able to play Duke Nukem
Forever, ‘cause that will be my favorite game.
I've read that it will support AMD’s K6-2
chips, and [ really want to get one of those,
because I really don’t like Intel! Will I see bet-
ter results with a K62 333 or a Pentium II 333
in Duke Forever? Do you recommend the K6-
2 for gaming all around?

— Ryan Kilgore, via the internet

Just what we like to see, impartial
readers! How do you know Duke

Nukem Forever will be your favorite
game? What if Barbie Makeaver Il comes out,
and it's a better game.? What then? Huh?
Getting back to your guestion: How does
AMD's K6-2 compare to a genuine Intel
Pentium 11? It's hard to say. Unreal shipped
with what everyone thought was full support
for the K6-2's 3DNow! technology — but it
wasn't until some time |ater that we all learned
it was actually only partially optimized.

Given that the new Duke is now being
built on the Unreal engine, only time will tell if
it will take full advantage of AMD’s new tech-
nology. As a general rule of thumb, though,

there, pardner! I'm not sure how my old bones will function with that new Unreal engine.”

games that are designed to use the 3DNow!
technology run at least as fast on the KB-2 as
on a Pentium Il using the same clock speed.

1 was just recently given some addi-
m tional RAM by a friend of mine from

work. | have the strangest feeling,
however, that my system is not running quite
as fast as it was before [ installed this new
memuory — even though his gift doubled the
amount of RAM in my system. Is there any
way to check to see if there is anything wrong
with the RAM [ was given?

— Chuck R, via the Internet

Well, Chuck, if you aren’t experiencing
any random lockups, the RAM your

friend gave you is probably working
just fine. Just as a cursory test, make sure your
system recognizes all of the RAM you've
installed in your system when you first boot up
the machine. If it doesn't, then you know the
RAM is either bad, improperly installed, or not
compatible with your computer.

Need Help?

If you have a hardware question or
comment, write to us at:
The Hard Stulf, PC Gamer, 150 North
Hill Drive, Brishane, CA 94005

or send E-mail to:
gvederman@pcgamer.com

V000002

If it is recognized, then what could be
slowing your system down is the fact that
any RAM in a computer only runs as fast as
the slowest SIMM or DIMM module in it. If
you started out with, say, 16MB of 60ns EDO
RAM in your machine, and the RAM your
buddy gave you was 16MB of 80ns, non-EDO
RAM, then all of your memory would function
as if it were the slower, 80ns RAM. You'd
have 32ZMB alright, which would certainly be
an improvement in some respects, but it
wouldn't perform as well as if all of your
RAM was the same type and speed.

I'm looking for an add-on to my
m video card, which is an Intense 3D

Voodoo (6MB). I considered the
Di i M r 3D and Di d M
3D 11, but since the Monster 11 is a Voodoo2-
based card, 1 don’t know if it will work with
my card. Will a Voodoo2-based board work
with a Voodoo Rush-based board?

— Kirill Menaker, via the Internet

This is a question we get all the time,
but the answer bears repeating: No,

the two cards do not function
together. While you can run two Voodoo2-
based cards together in scan-line interleave
(SLI) mode for better performance and higher
resolutions, there is no way to link & board :
based on the Voodoo Rush or Voodoo Graphics
chips with a Voodoo2 in this configuration, See
the picture below for an explicit explanation.
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Actual gameplay screen shol

It was four years in the making. It has been the most anticipated game of all
time. And it is like nothing you've ever seen - or played - before. Unprecedented
graphics. Uncanny artificial intelligence. Unending community. Unmatched
gameplay. And with Unreal level packs on the way, the Unreal universe will only
get bigger . . . and better. So what are you waiting for? Get Unreal.

available at your local retail store

Order direct at store.gtinteractive.com or call 1-800-610-GTIS.
Visit unreal.gtgames.com for shareware. Downloading is believing.
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EXTENDED PLAY
ADD-ONS © SCENARIO DISCS  UPGRADES  BUG PATCHES

The Revenge of the Refurn of the

Bundletware

ucasArts has

packaged and

repackaged

its unques-

tionably clas-

sic Star Wars

games ad

nauseam, so

why not do

one more?

The X-Wing

Collection

offers the

complete X-

Wing and

TIE Fighter

with all mis-

sions and

campaigns,

plus a limited

; version of

i X-Wing vs. TIE Fighter in

: one box. There are some

: solid visual enhancements,

i and the low $29.95 price is

: right; still, the bundle feels a

: little unfulfilling.

: There are no new mis-

; sions or campaigns in this

- release, and the only real

' gameplay changes are bug

+ fixes. The major new feature

. is Direct3D support for X-
Wing and TIE Fighter; both

¢ games now feature the same

- hardware acceleration that

: XvT had after a couple of

: patches. Some enhanced tex-

. tures and modeling and a few

- lighting effects generally
make things look better, but
not outstanding. These are

- still old games, and even the
XvT engine isn't exactly burn-
ing down the house by
today’s standards. Space com-
bat games like Wing
Commander Prophecy and
Descent: FreeSpace look much
better, The cockpits and brief-
ings have been enhanced, but
still look pretty dated.

X-Wing vs. Tie Fighter:

Just what the

aming world we
another expansion pack for D

waiting for
r Hunter

Flight School is a limited ver-
sion of the original game,
with fourteen missions and
nine spacecraft. Eight-person
multi-play is supported, but
only against people with this
specific version, and only via
network or modem; Internet
play is not available. The
game is also incompatible
with the full version of XvT,
and | found no disc-spawn-
ing option. It's really little
more than a demo.

No one will question
that these are true computer
classics that belong on every
shelf, The X-Wing Collection
is completely Win 95-native,
and with about 250 missions,
it’s hard to really complain.
Registered owners of the

Liam

original games looking for
rebates or a downloadable
3D patch can look elsewhere:
they ain't happening. It
really isn’t aimed at the loyal
X-Wing/TIE Fighter gamer,
but more at the newbie who
missed these gems the first
time around.

More Huntin”
and Peckin”

The insanity contin-
ues unabated with
this month’s Dubious
Achievement Award,
which is bestowed
upon Deer Hunter
Companion. As if
Deer Hunter and
Deer Hunter
Extended Season
weren’t enough, we
have yet another add-
on for the most puz-
zling computer game
hit of the year. The
main selling point of

‘anm;m

the add-on seems to be five
new hunting areas, which look
just like all the other hunting
areas, but with different tree
configurations. In a game in
which you're rooted to the
spot like a redwood, this
seems rather pointless.

The box also boasts a
“woods layout editor,” as
though it were a new feature.
1 seem to remember some sort
of malfunctioning woods edi-
tor in the last add-on disc, but
| may just be dizzy from all
that deer-attractant scent.
Rounding out this fulsome
software package is a
“BONUS Video: A Season to
Remember.” This grainy
promo piece from the
National Shooting Sports

X-Wing and
TIE Fighter get
a spit-and-
polish, and
everyone’'s
favorite
hunting game
comes back

for thirds.

Foundation features more
than six minutes of talking
heads, interspersed with
poetic video of live deer —
though surprisingly little
footage of wounded animals
dragging their carcasses
under a tree to die slowly;
paunchy white men swilling
beer and shooting anything
that moves; or the ever-pleas-
ant “dressing” ritual (which
seems like a very delicate
name for gutting and butcher-
ing). A joy for all concerned.

The real hilarity begins
with the 103-page strategy
guide that’s also included. A
strategy guide! Of course!
Obviously, there is no strat-
egy, so the guide is padded
with unintentionally rip-
snorting short stories by
hunters recounting their
favorite kills. Prose like the
following is typical:

“The two does startled
me when they bounded from
their beds only 100 yards away
from me. My heart jumped,
but my permit said Buck only!
I lowered my gun and watched
them wave good-bye with
their big white tails.”

Another quote: 1
bagged a whole bunch of
squirrels and rabbits by the
time I turned 22, But, even
though I had hunted deer
many times, | never been able
to kill me a deer.”

And so on. Pretty funny
stuff, actually, though 1 think
they meant it to be noble and
moving and manly, Since the
most manly thing | do is
choose between a 9-iron and
a fairway wood, maybe I'm
not the intended audience.

The strategy guide also
ends with a lengthy quiz
including such gems as:

“Whitetails deposit
about pellet groups
per day.”

*A.7,B. 10, C. 13,

(For the ungulate
coprophiles amongst you, the
answer is 13.)

As for the strategies in
the strategy guide, there are
none, of course, except a few
pages of such banalities as
“make the first shot count”
and “track the deer.”

This concept was pretty
thin to begin with, and now
two pointless add-on discs
have stretched it to the




breaking point. If you want
some real hunting fun, go
plink squirrels with a BB gun
in your backyard, the way
decent folk do

More
Scenarios

As expected, the first scenar-
ios for Norm Koger's monu-
mental The Operational Art of
War are hitting the web
despite some perceived prob
lems with the scenario
designer. The main ues are
resupply routines for isolated
units (which are partly bro
ken) and disengagement
penalties. The high penalties
for disengagement are a con
tentious issue among hard-
core wargame: At to me
it's a non-issue. Norm mod
eled very aggressive disen-
gagement effects because he
could, and because they are
doctrinally correct. Gamers
just aren’t used to it

The 1,02 patch is out,
which deals with the supply
issue and a few others, and a
new patch should be avail-

able by the time you read
this. Despite some of the
problems, several strong sce
narios are already out there,
and can be found at Tim
McBride's essential TOAW
web page (http://www.war-
gamer.com/toaw/index.htm).
Peiping-Tientsin 37,
Bastogne, Singapore 42, Hoa
Binh 51-52, and many others
are a dy up, along with an
excellent new tutorial, new
maps, and the most recent
patch. This game is going to
be around for a long time, so
settle in and start playing
some of these interesting
user-made scenarios

If we as gamers want to
see more wargames like this
(i.e., real, smart, and hard-
core), we're going to have to
support TOAW and get the
word out. SSI, for one, will
be watching TOAW very
closely, and its success or
failure may be the watershed
moment for the future of
realistic wargaming from
major publishers.

BUG PATCHES®

Battlezonev. 1.31
|Activision): The Windows CD
audio volume is no longer maxed
on game exit. The screen no
longer goes black on a 3Dfx card
while a mission is loading. When
resolutions larger then 640x480
are selected, they are now saved
on game exit. The game no longer
crashes when run on a machine
with certain versions of Active
Movie installed. Many other
changes. BZPAT131.2IP

Jane's F-15v. 1.12F
(Jane's Combat
Simulations): On some
machines, the radar line of sight
code could cause a crash when
unexpected terrain height data
was loaded. This has been fixed
Many other fixes — see the
PATCH.TXT file included in the
ZIP. FI5VI12F.2IP

Might and Magic Viv. 1
(3DO): It is no longer necessary
to run the Cyrix helper programs
(686_p.exe or cpuiden.exe) for
Might and Magic VIto run on
Cyrix systems. A number ol issues
impacting the player's ability to
complete quests depending on
how they progress through the
game were resolved. Many other

changes. Current saved games
are fully compatible with the
updated executable. MMGVI1.ZIP

Panzer Commanderv. 1.1
(SSI): Tons of fixes and improve-
ments, including formation
pathfinding; autopilot dr ;
brake; lack of machine gun trac-
ers; lots more. PZCV1 _1.EXE

Pax Imperia: Eminent
Domainv. 1.071 (THQ):
Fixed bug where horizontal for-
mation order wasn't working.
Fixed bug where telling a fighter
base to stop auto-attacking
wiisn't working. Implemented
multi-player save feature, Added
nosound switch to the command
line to turn off sound Ix (more sta-
ble under Windows NT). Adjusted
modem detection code, which
was causing some systems to
hang. PAX IMPERIA UPDATE.EXE

Pharoh’'s Ascent Update
(Ambertec): Fixes incompati-
bility between DirectX and some
sound cards and shortens the time
before hints are offered. Read the
included READMETXT for addi-
tional information and installation
instructions. PAUPDATEZIP

"YOU'LL FIND ALL OF THESE PATCHES ON THE CD!
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ne of the more
interesting
games in
development
for the online
world is
Starsiege
Tribes, from
Sierra’s
Dynamix divi-
sion. Although
it will include
some offline
gameplay,
essentially
training mis
sions, it's
intended
mainly as a
multi-player
game, much
like X-Wing vs. TIE Fighter
was. And although it’s not a
traditional first-person
shooter, it's aimed squarely
at the multi-player action turf
currently dominated by the
Quake games, as it adds ele-
ments of such Quake variants
as Capture the Flag and
Team Fortress to its design,
plus user-customizable skins
and team logos.

But the emphasis is
more on realism and team
play than on the usual free-
for-all deathmatch. Each
player wears a suit of pow
ered armor complete with a
limited jetpack and a heads-
up display, and is equipped
with a variety of hand-held
weapons. The game environ
ment is further enriched with
usable gun turrets and vehi
cles such as a flyer and an
armored personnel carrier.
Even more impressive, the
game seamlessly switches
between indoor and outdoor
environments without a
noticeable lag; the outdoor

The Commander scre
you direct the battle from a big-picture viewpoint

NETWORK ® MODEM = HEAD-TO-HEAD = DNLINE GAMING

1ibes — Deathmatch Done Right?

environments in particular
feel like true wide-open
spaces, not the confined out-
doors of other shooters.

There's even an option
for a commander role. This
commander plays from an
overhead view of the battle-
field and can issue orders to
other players on his side,
alerting them to dangers they
might not see in their first-
person point of view, and
coordinating strikes against
the enemy. The commander
can also jump in and take
control of turrets guarding
the team’s base.

If having a commander
sounds too fussy and com-
plex for an action game, keep
in mind it is optional. Tribes

is loaded with options:
WEeapon ranges, weapon
strengths, and health points
can all be modified by
whoever is running the
server that hosts the game.
Even respawning — whether
or not a killed character
comes back to life, and how
often — is up to the host,
which means games can be
anything from traditional
fragfests to intense,
squad-based fire-
fights where getting
killed is final (at
least until the next
game begins).
Playing online
should be similar to
getting into a game
of Quake. Players
can set up their own
servers or play on
Dynamix's servers.
A Gamespy-style
utility will be
included in the
multi-player menu,

meaning new
players will be
able to find the
least latency-
prone servers
and jump into a
new game
quickly. This will
be important,
since Tribes, like
X-Wing vs. TIE
Fighter before it,
is focused on
multi-player
Internet action,
not on providing
a full solo-game
experience.
That's why the
single-player
missions included will be pri-
marily training missions, get-

Starsiege
Viglel=-Fhigelan
Sierra’s
Dynamix
division, is
a well-
conceived
online action
game with
a lot of
potential.

Both first-person and third person point of vie
able in Tribes, a new online game from Dynamix

are avail

ting players ready to play the
real game online.

Sharing the same uni-
verse as Dynamix’s other
Starsiege titles {including the
older Earthsiege games),
Tribes” setting is some distant
science fiction future where
clans of power-armored
humans fight it out across
alien planets, or something
like that (think MechWarrior
and the like). At any rate, this
ready-made background
world should give players
who form their own “tribes”
some back-story to relate to;
unlike the Quake clans which
pretty much name themselves
after anything. Some players
have already set up home
pages for their tribes, creat-
ing imaginative backgrounds
that tie into the game world’s
overall story line.

An early bela of the
game has become guite pop-
ular on Imagine’s internal
network, even though the
game is not fully optimized,
many options aren’t yet
implemented, and the
weapons aren’t fully balanced
(the laser sniper rifle cur-
rently is too powerful, allow-
ing near-instantaneous kills
from far across the map and
easily out-ranging the
grenade launcher). The devel-
opers are also readying a
“tech release” version of
the game that should soon
be available on the www,
starsiege.com web site, allow-
ing Internet gamers to get an
early taste of gameplay. If this
sounds inleresting, you owe it
to yourself {o give it a try.
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hew! I've
just gotten
back from
two and a
half hours
of straight
SiN death-
match —
and if you
haven't
tried it yet
yourself, |
strongly
suggest
vou do (it's
available
on this
month's
PC Gamer
CD). Ritual
has really
done its homework, and SIN
looks to be the first first-per-
son shooter since the days of
Doom and Duke Nukem 3D to
have that certain “polish” that
has been missing from the
likes of Quake and Quake II.
Everything from level design
to the 3D model animation is
delivered in meticulous detail,
and even in its early demo
: form, the gameplay balance
. strikes a comfortable chord.
The single-player game
is gorgeous, with real-world
architecture and expert level
. design. Gone are the empty,
* - "skeleton rooms” we're used
. to seeing. pathetically inhab-
ited by clunky, mock-up tables
and solid-block chairs. Gone
also are the dark, damp dun-
geons and ravaged military
bases from Quake IT and
Unreal. Bright. 16-bit graphics
prove that you don't need to
fumble with a flashlight to find
your way around a 3D game,
i and the gritty urban environ-
- ments are a breath of fresh air.
: Seripted sequences are
everywhere — enemy soldiérs
shoot out skylights and rappel
down ropes, others knock
over tables to take cover from
fire, and some see you and
belt in the other direction.
And for the first time, where
you shoot an enemy makes a
big difference; hit one in the
body and you take away his
armor, leaving him unharmed.
One goopd shot to the head,
however, and he's dead {and
you can loot armor from his
dead body). It's even possible
to shoot the weapons out of
an enemy’s hand!

THE THRESHOLD
30 ACTION GAMING = MODS « DEATHMATCHING = CLANS = TRENDS

i Netw Level of Precision for DeathMatch

With all of this attention

* 1o detail, it's easy to see why id

seems to have decided to leave
single player games to others
— but even with a new focus
on multi-player the Quake 11
team might still have some-
thing to worry about, as SiN'’s
DeathMatch mode is one of
the best I've seen. | started a
game on the “Sincity” level
included with the demo, and
after a few minutes of orienta-
tion, my friends and I found
ourselves in a comfortable
groove. SiN may use the Quake
[T engine. but it couldn't feel
more different. The first thing [
noticed was that this game
requires a much greater
degree of precision. The
spread on each weapon is
smaller than any of us were

used to — even the rocket
launcher’s blast radius is small
and tightly focused.

One interesting, yet sub-
jective note, is how easily the
learning curve of the weapons
came to me. While standard
fare for first-person shooters,
the weapons did have their
own characteristics. However,
it was very easy to become
accustomed to their peculiari-
ties, with little to none of the
unfamiliarity first experienced
with switching games. After
playing for a while, | also
noticed that the targetable
area on opposing players
were much smaller than in
other games — only a direct
hit would score the kill,
Unfortunately, such precision,
while requiring greater accu-
racy and skill, could seriously
hinder deathmatch playability
— modem players, the vast
majority of deathmatchers in
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1.S., may have a rough
time trying to score hits with
SiN‘s weapons, while their
lower-pinging brethren on
cable modems and ISDN could
run circles around them.
Perhaps Ritual will spot this
pitfall, and provide some more
forgiving weapons.

For the time being,
though, accuracy is the key
with dead-eye players having
a distinct advantage — the
one-kill headshot works in
multi-player too, and the
zoomable sniper rifle is even
faster and more accurate than
Quake [I's railgun. It's tough
to master and takes an excru-
clating amount of time to get
out and put away, but I think
that players who master the
art of sniping will be some of

With its
accurate
weapons,

the SiN demo
is forcing
players to
raise their
games and

learn all kinds
of sneaky
new tactics.

SiN’s more successful players.
The level design is strik-
ingly appropriate, with wide
open areas, plenty of rooftop-
to-rooftop battles, street level
brawls with towering buildings
overhead, and some very cool
sniping perches virtually hid-
den from enemy view. The look
and feel of the level bears a
marked resemblance to Duke
Nukem 3D's E1M1 level, but on
a grander scale. This was
doubtless the motivation to
have a good number of
“hitscan” guns — weapons that
shoot across a level instantly,
rather than throw out moving
projectiles such as a rocket
launcher or hyperblaster. In
fact, the level was so wide-
open that it made it extremely
difficult to see your opponents
without carefully scrutinizing
the entire background, a very
taxing experience in an already
tense deathmatch. Once in
open engagement, however,
things changed slightly. The
precision needed to hit a target
allowed you a little leeway
when fighting an opponent —
you knew that it would be
fairly hard to hit you, s0 you
could concentrate less on
dodging and strafing intently,
and more on shooting accu-
rately and landing solid hits. In
fact, much of the time | would
simply run around the level
without looking for any oppo-
nents, fairly confident that 1
was hidden in the scenery.
While this kind of of cavalier
attitude would be devastating
in a serious deathmatch, it
made for an enjoyable game
| played non-stop until 1 hit
more than 300 frags. And in
this genre, that’s the whole def-
inition of a game’s staying
power: how much fun you can
have fragging with friends. In
this regard, SiN has raised the
bar for all of the upcoming
Sons of Quake, Half-Life, Daika-
tana, Duke Nukem Forever, and
the entire slew of new Unreal-
engine games take note: this is
the new, improved way to do
deathmatch, and it shows that
a small company with limited
resources can create a game
that rewrites the rules,

You can read more from Dennis
at his regularly updated web site,
located at www.gamers.com.
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‘m sick and tired of
first-person shooters. |
loved Doom, went ape
over Quake, and was
pleased by Quake II.
Unreal is great, but
after tons of clones,
spin-offs, and copy-
cats, it's all getting
really old.

But the potential
for the software is
tremendous. You
know what I want to
see? A true first-per-
son roleplaying game
using the same engine
as these incredibly
flexible first-person
shooters. Here's my
dream: take a versa-

tile, powerful first-person
shooter engine like the
Unreal engine and turn it
into a roleplaying game with
the depth and power of the
latest and greatest, Might
and Magic VI. Players can
use their favorite keyboard
configurations (mine is con-
trolling movement with the
left-hand side of the key-
board, while moving the
perspective with the mouse).
You can equip a variety of
weapons or spells with the
number keys and fire them
off with a click of the mouse.
Combat can be either turn-
based or real-time, toggled
(just like in Might and Magic
VI or Baldur’s Gate) by hitting
a key.

All this sounds pretty
standard, and there are
already a lot of games out
there that do it. But they
don’t have the power or
beauty of the Unreal engine
behind them — the graphics
of Descent to Undermountain
or Battlespire were pretty
bad, especially compared to
today’s first-person shooters.
Strife was one game that
tried to take a first-person
engine (the Doom engine)
and turn it into an RPG; that
came off as an action game
with RPG elements; though
— not a true RPG using an
action engine. So it’s not
really what I'm looking for.

The trick? Character
interaction. Imagine Unreal
with actual characters strewn
throughout cities and towns
that the player can interact
with. You can learn their sto-

ALTERNATE LIVES
ADVENTURE AND ROLEPLAYING GAMES ® NEWS e TRENDS

The Dream RPG

ries and their histories. When
in town, players can use skills
to break into houses and
explore the interiors, stealing
caches of gold — or they can
patrol the streets looking for
thugs doing just that.

I know what I'm
describing sounds a lot like
Daggerfall. And it's true that
Daggerfall did a lot of it right
— the world was immense,
there were tons of characters,
lots of dungeons, and limit-
less plot possibilities. But
maost players want some
structure to their games.
Correct me if I'm wrong, but
don’t most of you like to take
part in some sort of epic
story, rather than make your
way as a trader of fine

goods? I'm certainly not say-
ing that Daggerfall was bad
— it was a fantastic roleplay-
ing game. But [ want some-
one to create something sim-
flar using an engine that is
truly responsive. An engine
that supports the kind of
enemy Al that makes dun-
geon-crawling all the more
dangerous, because if you let
that measly little goblin get
away, he’ll return with a
major force of trolls. And
let's get rid of those
unsightly piles of junk that
represent treasure.

Might and Magic VI is a
great game, but wouldn't it
be better if the first-person
engine had the flexibility and
lighting effects of Duke
Nukem Forever? Descent to
Undermountain had the right
idea, but the sluggish, ugly
engine made the game
unplayable — how much
more successful would the
game have been if it'd used

even the latest Descent engine
with 3D acceleration? True,
graphics aren’t what make an
RPG, but I'm talking about
speed of the interface. When
you play Quake, how often do
you think about how to jump?
Or how many times do you
click on the screen during
gameplay to attack that death
knight coming right at you? A
roleplaying game should be as
immersive as Unreal — you
don'’t think about how to kill
that troll, you just do it. But
therein lies the problem. I'm
not talking about an action
game. Quite the contrary. I'm
talking about a roleplaying
game where you don’t have to
contemplate the interface or
click through a series of menu

Developers
have the tools
at their
disposal to
create the
dream RPG.
The question
iIs, when are
they going to
use them?

chaice to pick a lock on the
door in front of you.

One other huge point
behind using a first-person
engine like those behind
Unreal and Quake II. think of
the multi-player possibilities.
Dungeon masters could create
custom maps with custom
monsters and new puzzles.
Users could create virtually
new experiences using the
same technigques that created
wonderful Quake I mods like
JailBreak and Captare the
Flag. Multi-player games
could include cooperative
players working through a
campaign or opposing players
working against each other in
normal deathmatch. Players
could even use the engine like
a MUD (Multi-User Dungeon)
where they meet and con-
verse and adventure together.
With the new voice-transmis-
sion technology worked into
action games, the need for
typing messages could even
be avoided.

I loaded up Ultima
Underwuorld the other day, not
just because it's such a great
game, but because the 3D
engine is wonderful —it's
responsive, quick, and easy to
use (and it's worth noting that
it predates Wolfenstein 3D and
blows that game’s engine
away). Only one problem: you
can't configure the keyboard
for movement and use the
mouse to control perspective.
Still, that game is the closest
I've played to what | truly want
— a roleplaying game where
you can control movement and
perspective so quickly and eas-
ily that it becomes less about
the mechanics of the game and
more about what you're doing
in the game. There's no delay
between deciding where you
want to go and getting there,
and even less between seeing
a monster and attacking it

I'm sure there are devel-
opers out there who think the
same way | do. Anachronox
uses the Quake II engine,
albeit in a different way than |
mentioned, and Wheel of
Time is being built on the
Unreal engine. Who knows —
with Prey, Duke Forever, and
Trespasser on the way, we
might soon see something
along the lines of my dream.

oy
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STl Crazy. . .

etween the
end of a rainy
spring and
/the onslaught
of the sum-
mer’s ghastly
humidity.
there's a win-
dow of time
when North
Carolinians
rejoice in
their climate.
If one has
been putting
off yardwork,
or one’s
spouse sud-
denly gets the
Spring
Cleaning
virus, this:is the time in
which such chores are best
accomplished.

In the Trotter house, the
target was-a back porch
which had become a mid-
den-heap of dead appliances,
worn out camping equip-
ment, carbon copies of novel
manuscripts that had been
gathering dust since Nixon
was president, scraps of
lumber, two broken bicy-
cles...and box after box of
old computer games. I'm
talking DOS and five-inch
floppies, folks. | was sur-
prised at how many of the
damn things I'd kept.

Some were unplayable;
most of them were titles no
one in his or her right mind
would want to play again, But
deep inside the second box, 1
discovered my long-lost copy
of Empire Deluxe. 1 hadn't
played that game since 1994,
Overcome by nostalgia (from
the day I'discovered the orig-
inal Empire in 1988 to the day
PC Gamer’s Greensboro edi-
torial offices closed, 1 was
never without an ongoing
game of Empire on my hard
drive), | tenderly carried the
box inte my study, reboated
from Windows 95 to DOS,
mode and installed. It didn’t
take long; the full install is
only 2ME.

Then 1 typed in the
magic command: c:\games\
empirelempire. Cheesy,
tootling music, some of it
stolen from Grieg, announced
the game. | felt the rush.
What kind of game did I
want? Big — very big — so |

scaled the map to be 110
units high and 200 units
wide. Basic rules or
advanced? Silly question.
Two opponents or three?
Three! Then | tweaked the
basic parameters to give
myself a slight combat advan-
tage and my enemies a huge
production advantage. "Cause
that's the way (uh-huh, uh-
huh!) I like it!

1 gave myself some
Prussian-sounding game
name, the music tootled
again, and there was that
familiar opening scene: your
first production city, your
first unit (blinking at you),
and the black immensity of
the unknown world.
Somewhere out there, the

illiam R

Trotter

enemies’ units were explor-
ing, too, and I remembered
how electrifying would be the
moment of First Contact.

The first turns of a new
game go by like lightning,
and before you know it,
you're hooked. Despite all the
games ['ve seen and reviewed
over more than a decade,
Empire Deluxe still has the
power to addict. You simply
can’t play “a single turn;” you
play until you lose conscious-
ness (or your editor calls to
drop gentle hints about dead-
lines pertaining to much
newer games).

What an epic struggle
was there for my game-
world! Fierce defensive
stands were made, and sud-
den offensive thrusts sliced
out of the darkened portions
of the map, Some cities
changed hands so many
times they were reduced to
zero production value.

As the big struggle
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developed. there were
exciting landmark
events: the first time |
launched a battleship,
the first time | sank a
full transport, the first
successful amphibious
landing on hostile
shores. The virtues of
the game impressed
me now as strongly as
they always had: its
superb balance, crisp
interface, easy
mechanics, and sheer
replay value.
Concentrating on a mas-
sive but slow naval build-up,
1 lost island after island to the
dogged hordes of Al-led
tanks and infantry. Then |
struck back, blockading an

Our resident
wargaming
expert
rediscovers
the addicting
pleasures of
his all-time
favorite,
Empire Deluxe
from New

World
Computing.

ed a tasty
Empire Deluxe

entire island with ships and
ramming my transports
home like daggers. The tide
turned. Eventually, one of the
Al opponents asked if |
would accept his honorable
surrender. No, | replied; you
must be punished more.

1 can’t swear it's pro-
grammed this way, of course,
but it’s always seemed that
for the first few turns after
you refuse a surrender
request, the computer fights
back with increased vigor,
almost with desperation.

Limiting myself to no
maore than 30 minutes of
Empire per day, | played a
game that lasted from April 3
to the weekend of July 4,
Total number of turns: 945.
Only in the late stages did
any tedium creep in, and that
was because the movement
rates for ships do not scale
up to match the map size. If
Mark Baldwin and Bob
Rakosky (the heroes who cre-
ated the original Empire) ever
want to reissue this classic, |
hope they’'ll increase the
movement rate for ships
when the player specifies
maps of a large enough size.

But that's the only flaw |
found. The game was every
bit as addictive and intense
as | remembered. 1 have no
idea whether it's available
any more (and readers
should be wary of Empire II,
a flaccid and deadly-dull
attempt to reinvent the
wheel), but it should be.

Now, damn it, I'll have to
put the game back in storage
— if | keep seeing the box, I'm
going to be tempted to start
another campaign. And that, |
cannot afford to do!

I pat the box lovingly,
though, and mutter: “Thanks,
I needed that!”
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Fram the strategic complexities of the planning room to the heart-pounding rush of
air-to-sir combat, Total Air War envelopes you in the most complete simulation
of modern air combat ever created. With 8 ground-breaking dynamic warfare
system, you will face the ultimate challenge, a reslistic war with missions and objectives
that are never scripted and reflect your ongoing performance. Total Alr War - Air Force
Commanders know both the command center and the cockpit.

Master the waorld of
Tatal Air War, from
Strategic Mission
Planner to AWACS
Commander fto front
line Combat Pilot.

Groundbreaking
dynamic campaians,
including surprise
scramble missians
and shifting political
alliances, provide
virtually unlimited
player action in
real-time.

Cutting-edge flight
simulation based on
the award-winning

F-22 Air Dominance
Fighter.

Instant mission
generator, detailed
mission planner
and comprehensive
weapon loadouts
provide you with
unlimited play
options.

60 highly detailed
planes, 36 weapons
models, and 4.5
million square
kilometers of detailed
terrain set in the
politically turbulent
Middle East.
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ou could say
that Terminal
Reality Inc.
has been very
good to
Microsoft.
When the
operating-
system giant
finally
decided to
get serious
about games,
it tapped the
guys at TRI to
create Fury?
and Hell-
bender, based
on the team’s
earlier
Terminal
Velocity. TRI then followed
up with Monster Truck
Madness, CART Precision
Racing, and Monster Truck
Madness 2. Now, however,
TRI seems poised to bite the
hand that feeds it; the
Lewisville, Texas-based com-
pany is developing a serious
civilian flight sim designed
to compete directly with
Microsoft Flight Simulator.
Terminal Reality’s Fly! is
not the first contender to go
toe-to-toe with Microsoft's
classic; Looking Glass took a
nice bite out of Flight
Simulator’s market share
with Flight Unlimited II. But
that just means the competi-
tion is even tougher. So what
can TRI bring to the table to
give Fly! an edge over the
| others? | asked TRI Senior
| = Software Engineer Richard

With fantastic graphi
seen, Terminal Reality’s Fly! is aiming to take on Microsoft
Flight Simulater and Flight Unlimited I,

s and the most realistic cockp

DRIVING = FLYING = FIGHTING * BUILDING * ETC,

Will

[ Fly?

Harvey, and he painted a
pretty tantalizing picture

DB: Your principle com-
petitors are Flight Unlimited
II and Microsoft's Flight
Simulator. How will Fly! top
those two?

RH: If you look at those
products individually, they've
focused on a particular set of
functionality and delivered a
good product. Looking Glass
chose to focus on visuals and
effects, as well as the verbal
Air Traffic Controller, with
Flight Unlimited II. Microsoft
has primarily focused on
flight models, coverage, and
expandability, as seen by the
huge add-on market for air-
craft and scenery that has
supported that product for

Dan Bennett

more than a decade.
We have many goals for
Fly!, and they touch on each
of these areas as well as new
functionality
that hasn't
been available
from our com-
petitors. TRI
has proven its
3D technology,
and we intend
to expand on
that founda-
tion by deliv-
ering a visu-
ally stunning
product. We
also feel that
the serious
flight sim user
wants a very
large coverage
area, 50 we're
offering a
global eleva-
tion model and
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full-globe flight area. We've
also been very serious about
delivering the most accurate
cockpit environment available
in this category of product,

DB: How will you
achieve that?

RH: Unlike other prod-
ucts, our panels are not con-
fined to screen real estate —
you can have full-scrolling
panels with as much detail as
you'd like. We allow the head
to pan in 45 degree incre-
ments, as well as up and
down. This adds up to three
head positions (level, up, and
down) for eight viewing
angles, for a total of 24 view-
ing positions. Since each
of these can have a fixed
bitmap or a fully functioning
cockpit panel, you can really

The creators
of Fury? and
Monster Truck
Madness

have proven
they know
action games
— but can

they handle
a serious
flight sim?

do some incredible detail.

DB: What planes will be
modeled in the initial release?

RH: For version 1.0, we'll
deliver five aircraft. We're
currently working on the
Cessna 172R Skyhawk, the
New Piper Malibu Mirage,
the New Piper Navajo, the
Rayvtheon/Beechcraft King
Air 200, and the Cessna
Citation business jet. We're
purposely waiting to deliver
user-flyable jumbo jets simply
because we want to deliver
fully functional aircraft with
all panels within the pilot’s
reach complete and accurate.
But our engine allows for the
modification and creation of
a wide variety of aircraft
from external files. We'll be
releasing the specifications
and (hopefully) a simple edi-
tor to allow users to create
their own aircraft shortly
after we release.

DB: With TRI's action-
game background, some sim
fans are bound to wonder
how realistic Fly! will be. How
do you respond to them?

AH: The engineer respon-
sible for the flight models for
each of the aircraft is a
degreed aerospace engineer,
with over a decade of experi-
ence working on military and
commercial systems and sim-
ulators. Oh, and there is the
small fact that our president
was the lead developer of
Microsoft Flight Simulator
5.0, and our vice-president is
the former business manager
of Mallard Software. We have
some extremely impressive
flight simulation experience
in-house. I can tell you that
with the Cessna 172 that we
showed at E3, | had multiple
172 pilots fly it and tell me
the flight model was dead-on.

With solid flight models
and a globe-spanning game
world to match Microsoft
Flight Simulator, visuals and
a full-speech, interactive air
traffic controller to match
Flight Unlimited IT — plus
touches of its own like exten
sive, picture-perfect cockpits

Fly! looks like it'll have
plenty of juice to compete
with the big boys when it
releases in December. I'm
looking forward to it.
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Dark Side Of The Moon is a deep-space
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Have You Driven An
Urban Assault Vehicle Lately?




SECURE CONTROL SYSTEM with realtime
fractal encryption keeps your datalink untraceable

FLAMETHROWER and unbreakable. Drive with confidence.

FUSION POWER PLANT delivers

smooth running power at temperatures
f{”%ﬁ GUIDED MISSILE up to 700 degrees Kelvin

FUSIONBEAM

. ELECTROMAGNETIC REPULSOR DRIVE wit:
ARMOR FACINGS of renewabe ceramic i gyrostabilization and inertial dampers goes from 0 to

protect your vehicle from adverse conditions such as 180km/h in 0.0014 seconds
plasma bolts and autocannon fire.

The Argus Overlord

Armor Trend netmagazine’s
2219 Assault Vehicle of the Year

Go to www.pcgamer.com/request Product #481

All Nataka Remotely Piloted Viehicles ship with version 56.9 of BattleHelper, Nataka's award-winning operating system. Some
vehicles not exactly as shown. All perdformance specifications given for unencumbered vehicles in 1 G of gravitational force
and 101.8 kPa of barometric pressure unless otherwise indicated. BattleHelper is a registered product of the Nataka
Corporate Empire. Unauthorized use of the BattieHelper name is a violation of applicable treaties and will be met with military
force. Gunmetal™ and Mad Genius Software™ are trademarks of Mad Genius Software Ltd
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| ey, we ease your pain. We've
know got hints, tips, and
that the cheats for some of your
big world favorite games this
out there can sometimes month, including
be unkind. That's why Descent: Freespace,
the Strategy Central Mech Commander,
crew is here to help Unreal, and more!

Strategy task master Joel Durham is here to whip you into shape!

All right, maggots! Front and center! There's a war out there and we
have to win it, and that means it's time for you little mama’s boys to
wipe those stupid looks off your pretty little mugs and get out there and
kick some Shivan ass!

It's up to me to whip you little pukes into shape. We've lost a lot of
good pilots already, and to be honest, you don’t look too promising. But
my orders are to turn you into killing machines, and that's just what I'm
gonna do.

Now | know what you're saying. “Sir, | hate strategy guides that are
written from the perspective of an overbearing drill sergeant, sir!” Well,
too damn bad! I've already gotten this far, so you'd better learn to like
it. Now drop and give me twenty!

BEssEEEBERREN

This is only one page of the many controls; you'll need to master them all if you're to have any
chance of success.

Descent: Freespace — The Great War

The Basics

The most basic and mandatory step
toward success in the cockpit is simple:
Learn the controls. Take a gander at the
reference card and you'll see that there's
a ton of keyboard commands for piloting
a GTA vessel. Sure, you can just grab
the stick and fly; that may get you
through the first few missions, but the
first capital ship you try to take on will
turn you and your wing into scrap so
fast you'll never even see its turrets.

You should try to learn all of the
controls, but concentrate especially on
the following:

Learn how to roll. The key controls
are keypad 7 and 9, but if you've got a
joystick with a twist axis, then use that.
Working this ability into your repertoire
will make you a much more effective
pilot. It's easier to shake a pursuer by
banking and pulling up or down than by
simply turning. Rolling will also come in
handy for negotiating the nooks and
crannies when you're up close and per
sonal with a capital ship.

If your loadout contains more than
one of either type of weapon — beam or
missile — you can link ‘em up. We rec-
ommend linking the beam weapons for
maximum effectiveness, but leave the
missiles on single fire for duking it out
with fighters and for taking out cap
ships’ subsystems. Linking missiles or
bombs in those situations can lead to
waste, and the less time you spend
reloading, the more time you have to
dish out pain to your enemy.

Be sure to master the ships’ sophisti-
cated energy management systems, The

Link your lasers for maximum firepower.

HII PC GAHER Dctober 1938 i =
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You can change your HUD color from the default green. Since some of the targeting and radar infor-
mation is green, you might want to change the HUD to amber or blue.

energy generated by Terran fighters' reac-
tors can be custom channeled into two or
three systems: the engines, the weapons
and, whan you have them, shields.

The more energy you divert to your
engines, the fastar your ship will go. Also,
your afterburner will recharge faster with
mora engine energy. If possible, keep
your engines cranked up enough to keep
up with the enemy’s fastest fighter. It'll
make both pursing and escaping from
themn easier, and you'll be less dependent
on your afterburner.

Increasing your weapon energy
causes your weapons to recharge faster
It has no effect on how much damage
your weapons cause. You can usually
keep this set pretty low and use the
energy elsewhere. Even at a low setting,
your weapons will recharge faster than
you'll use them in normal combat.

Just like your weapons, shields will
recharge faster with more energy
diverted to them. It's a good idea to keep
them at least at their default setting
unless you're pursuing or finishing off a
disarmed cap ship — then feel free to
drop them down to nothing. If more
bandits warp in, don't forget to power
‘em up quick!

You have even more control over
the shield system. It's broken into four
quadrants — front, rear, port, and star-
board. Keep an eye on the readout, and
when you take a hit, power up that
quadrant. When you're going after an
armed capital ship, keep your finger on
the front shield button unless you pick
up a bandit. In this case, alter front and
rear until you losa ‘am.

Tailor your energy consumption to your needs,
and keep your shields powered up on all sides.

Targeting

The training missions will teach you the
basics on the subject of targeting, but
there’s a lot more to learn. Just the tar-
geting controls alone comprise about 20
different key commands.

The easiest targeting method is to
just hit the T key, but that cycles through
every ship in the mix, enemy and

friendly. The H key, and also button 3 on
the joystick, targets your closest hostile.
If you hit that command again right
away, you can cycle through hostile tar-
gets, This allows you to quickly locate a
specific enemy target. Learn the tech-
nique. Know it. Live it.

Targeting capital ships is a layered

process. You can always target the ship
itself, but those suckers are huge.
Usually, your orders will be to disable it
and/or disarm it, and even if you're out
to destroy it you'll need a better method
than simply chipping away at it.
Fortunately, the control centers for var-
ious subsystemns can be targeted individ
ually, and so can the weaponry. You
cycle through the systems or turrets
using the S and K keys respectively.
Finally, and most importantly, learn
the targeting shortcut interface. Hit F3 in
a mission to reference it. With this inge-
nious interface, you can instantly target
mission critical vessels at any time with a
simple F-key. Not only that, but you can
assign groups of ships to one hotkey,
which can make it a hell of a lot quicker
to issue orders. When you hit a hotkey
assigned to a wing, you'll see the entire
wing highlighted with one of the ships
targeted. If you hit the same hotkey

Tips for Specific Missions

Avenging Angels

Victory, sweet victory! The GTT Comet warps out with the disabled Omega.

FﬂViﬂﬂ the Way

e,

It's like playing Asteroids in 30! Keep those rocks away from your base ship.

FC GRMER October 1998
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Pandora’s Box

Pay ion to the ion briefi Use this

a H Oest™aoyYy Seatmes [4)
knowledge to modify your ships and weapons ® REMARNG

Canoo
for the best p hle ck at succe: BACK TD BARE

numerous times, your target will cycle
through the various ships in that group.

Communications

ts — it is absolutely vital that you
master the intricacies of giving orders
to your wingmen efficiently. If you have
to keep taking your eyes away from Scan the remaining cargo iners before you take out the Shivan fighters.
the HUD to look at the comm menu,
you're screwed.
There are convenient shift-key

shortcutsforavry ordervou can give. (1| [LERE1] [ I [

These can save a lot of precious time,
which may make the difference between
victory and hot death in a flaming ball
of wreckage.

To issue an order to perform an
action on another ship, first target that
ship, using the hotkeys or the targeting
system. For example, target the ship you
want to protect, or the ship you want
taken out. If you're going for a specific
turrets or subsystem, target it. Then hit
the shortcut for the order you want to
issue, and hit the hotkey for the ship or
ships you want to issue the order to.

When ordering your boys and girls
to do something that doesn't involve
another ship, like covering you, leaving,
forming up, general engagement orders
and so on, first enter the shortcut for that
order, then hit the hotkey for the ship or
ships you want to issue the order to.

The only time you should wade
through the comm menu is when you
don’t have a hotkey assigned to the ship
you want to give an order to. The comm
menu only slows you down and makes
you weak. Learn to hate it and avoid
using it at all costs

Takin® out the trash: Slug it out and clear this sector of enemy ships.

Situational Tactics

There are three situations you'll find
yourself in repeatedly: dogfights,
escorting a friendly, and attacking an
enemy cruiser. Knowing exactly how to
handle these situations is extremely
important to the survival of you and
your command.

DOGFIGHTING

Watch your six. If you do pick one up,
target the bandit by hitting the R key.
Keep those rear shields powered up if
you have ‘em. If you're traveling at high
speed, slow down as quickly as you can.
The bandit should shoot past you and
then it's your turn to dish out the hurt.
At lower speeds, hit your afterburner to
get some distance, then turn and take
‘em head on.

They're insane! Stop those kamikaze pilots before they crash into the Galatea like this one did.

o L
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WNEXT GENERAT/ION BASEEBALL
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-redlistic detail.

¢ See muscles flex and fersey's stretch Us;ﬂg The ::os;;;grwnt roste;sdal:d ::‘a’;.i;r.‘:s for
e season a e 0

Pklyer mOdels Wl"fh up to 3;000 POJYQOHS- 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.

-

‘ SPORTS _~

Www. vrsports.com

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

explode wh

Rapa
u I R A
ARILINA

As the GTA acquires new weapons and other By e
technology, you'll be briefed between mis-

sions, You should take the time to check out

the new stuff in the Tech Room.

When you're the aggressor, be judi-
cious with your use of speed matching.
The computers in your ships constantly
adjust your speed to match your targets
once the Match Speed function is i
invoked with the M key. That stays on It's a trap! Get out of the way when your transports dock with the cargo containers.
until you turn it off or, if you're worth
your salt, until you take out the enemy
ship. This Match Speed capability is the a
most useful combat control that's ever Plam"u ‘]uuas
appeared in a space fighter.

Of course, some enemy ships will be You inn o captured
faster than yours and you won't be able oA =
to match their speed. In that case, use
your afterburner by pressing and holding v 5
the TAB key to catch up. Let off as you Be prepared to un like
approach though, since it's easy to over- b it that won't b
shoot ‘em and let ‘em get on your tail. 2 your warp dr

Use missiles when you need a
quick kill, otherwise, try to stick to lasers.
If you find yourself heavily damaged or
outnumbered, you'll be glad you saved
the heavy weapons. Don't ever rely on
being able to rearm. It's great if you can
do it, but it's not always convenient.

-

This is your first chance to get in close to the massive Lucifer.

EXI][]US

The little M next to your speed means you're
matching your target's velocity, which will
keep you right on the enemy’s tail.

ESCORTING
Newver stray too far from a ship that you
are supposed to be protecting, even if
the enemy warps in far away. Try to
intercept the enemy at about 1500 clicks
from the ship you're defending. That
way, you're far enough away to prevent
them from damaging it, but you're not
too far away to get back quickly.

If you've got a lot of support, don’t
overuse the ‘Protect my target’ order.

RILY PCGAHER Ocfober 1338

Stay in the middle of those jump nodes and take out the enemies as they warp in.




Not only can you monitor your wingmen at a
glance, but you can also monitor ships you
choose in the escort list

It's your job to protect this cruiser, so don’t let
it out of your sight.

That works fine if the ship you're
escorting is small, like an escape pod or
a cargo container, but for larger ships,
assign your fighters to specific enemies.
Avoid allowing them to congregate on
one side of the friendly cap ship while an
enemy warps in on the unprotected side.

ATTACKING CAPITAL SHIPS

When you're going in against a cap ship,
don’'t make a beeline straight towards
them — the turrets will make short work
of you if you do. Zigzag around a bit to
keep them from tracking you until you
get in close. Use the turret targeting
keys to learn where the danger is. If it's
possible, have the cap ship disarmed
before you go for the throat. If not, use
the superstructure against it. A lot of
times you can hide from a turret by get-
ting some other jutting feature in
between you and the offending turret.
Hold your position relative to the cap
ship and fire on whatever subsystam
you're trying to knock out. Don't get too
cozy in your little nook t gh - keep an
eye on enemy fighters.

Use the ships under your command
to your advantage. Have some engage
enemy fighters, while others take out
turrets and subsystems on the cap ship.

4
The Tech Database tells you all you need to
know about ships, weapons and more.

STRATEGY

Blach Omeqa

This i 1's your job 1 to the safety of two transports. Dmega 1 and 2, and the best
a wing lorm on your wing
to reload your Tsunami
una o prote
nplished. Keap pounding away

careful

It's not easy to take out the Anvil, but it sure is satisfying.

The Greaf Hunt

, but don’t engage it! Turn
ar path to the jump node, head

s ¥ L

You and your posse must make it to that jump node at all costs.

Lucifer

it reactor 1o take
nd wait alter
Jon't
clors, have

the

DesTaoY AxacTos S
-

a2

The massive Lucifer may not have shields in this warp tunnel, but it's hardly defenseless.

BCG
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In 1968, they changed the rules of Grand Prix racing
to cut down on driver fatalities.
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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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Work is Hell, but at least now there's a
soundtrack. Introducing Spinner.Com, a musi-
cal cure for the monotony of the workday. If
you've got an Internet connected computer on
your desk (they give you one of those, right?)
you can choose from over 100 channels of con-
tinously playing music. That's right: one song
after another. For instance, you could choose

“classical quartets” to ease you into the morn-

ing and as the day gets frantic, you could
switch to “Jungle.” Whatever's fitting. 100,000
songs and it's all up to you.

After all, they may still decide the volume,
but it's still your music.

Go to the premier Internet music service at
www.spinner.com, or download the Spinner
Plus player for enhanced features. Oh, and like

the coffee at work - it's free - only much better.

§EE

spinner.com

You've never heard music like this before.

Go to www.pcgamer.com/request Product #777



“ow 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 S5th 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-player fun to the last drap

W ') s \ , . o =
.'._ ’q.:: )/ b ‘- "’, , A
> .._'-’ I J

-
~ » 15 unique cylindrical battlefields —r

« Customize your game by selecting wingmen, s
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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nredl, Parf ¢ Teraniuk ndergound

The Strategy Central Crew comes to the rescue again!

Last month, we explained how to get through the first eight levels of
Epic MegaGames's killer first-person shooter. We're back with part two
this month, which takes you all the way from Level Nine to Level 29
(Whew!). Be sure to tune in next month for the exciting conclusion!

Harobed Village

LEVEL 9

hh, here we are in a quaint Nali village
— can't you tell by the smeil of the rot

ting corpses? Take a left into the lovely

littie town and scour the three bnld
ings for goodies, watching out for the killer
skeeters inside. Raid the church il you're
hungry for an assault vest. Head out the way
you came, then continue until you find the
crashed ship. Kill the Skaarj waiting for you
on the docks. Make your way up the
wreckage, then hop onto the wooden plat-
form. Nuke the Skaarj, then round the comer
and move on to the next level

= =5

Mmm... pretty lensllare eflects. You're going
to have to battle your way through this
metallic waste factory/atrium

This is the main elevator you'll ride to get
to the Terraniux level.

rab the ammo stashed next to the
green barrel. Punch the pink
symbol, then turn around and blast
the enemy who comes down the
ator. Go through the dark doorw
salk through the funky ¢
vay. Hit both pink buttons, and the
Il change to a tint. Head
) wator, then
hop on. Walk through the doors and kill
ting for you. There
s floor to the left and the night
s fi the Skaar) with the Eightball
gun. Jump down into the room to the
right. Take the toxin suit, then lollow the
passageway until you get to a larger
room with an electrical shield in front of
a control room (no, you can t get in yel
but remember its location). Dive into
the sludge, and kill the serpent. Head
back to the control room on the nght
then enter the pink doors and hit the
pink button. The game will load — get
ready for one of the most confusing and
irritating levels in the entire game

-~

This quaint Nali temple holds several goodies inside, but watch out for Mr. Skaarj on the roof

F{CJ PCGAHER Dctober 1950
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Terraniux

LEVEL 11

h-ha, the sludge has been drained! Now,
remamber the glowing electrical field in
front of the control room? Head hack in
that direction. Jump down, and go
through the newly unlocked door. Kill the ser
pent who tries to ambush you. Hang a rig
the ramp, then ambush the ser
you at the bottom of the following ramp
a right into the dark tunnel. There's a nonde
scrpt elevator to your nght hop on, then
search behind the metal wall for some exira
goodies. Kill both Skaarj, then hit the pink
button. Keep walking until you see some
stairs thot are under a pulsating red light
Climb them. Walk through the hub until you
see a glowing red archway with some sludge
inside. Enter, and kill the § Jump onto
the stone plattorm and hit the pink button
Head back to the hub, then hang a right and
walk until you see an archway on the right
with some pink lettering above it. Go inside
and hit the pink button. Now, take a left, walk The room behind the electrical field is your main destination in the two Terraniux maps.
through the sliding doors, and you'll find an
opening with some sludge to the left. Step on
the grille, and you'll be taken up a sl. To
your left and right is an arboretum. Make your
way through the hallways until the wal
drop, then ride the elevator that's been
revealed, and walk ferward into the center
hub. On the ground below are several C
shaped elevators with pink buttons on them
step on them and ride the whaole way up
You'll now be on a cross-shaped platiorm
with a dispersion pistol powerup in the
middle. Three ol the spokes lead to ammo and
armor, and another leads to a window wi
you can see your next destination
Drop back into the ter af the hub
Facing the door with the multicolored writing
on it, hang a left and walk through the sliding u
door. The walls will drop, then head to the While this Skaarj is busy fiddling with the con- Several chunks of this level are very repeti-

left until you get to an elevator. It is crucial trol panel, cap him in the head from behind. tive, so make sure you find the right elevator
that you remember the elevator’s loc 1

Ride 1t up, kill the Skaarj inside, then hop into
the water. Go into the tunnel below and 1o the
right, and follow it until you get to the control
room. Kill the Skaarj, then hit both pink but
tons and take the biorifle. The lift to Noork's
Elbow will he activated and the security
locks will be turned ofi

Remember the elevator in the arboretum
you were supposed to remember? Head back
there, then hang a right through viy

d hallway. Walk through. On the left
side of the room will be a purple doorway

ading out of the level

Whenever you find a pink button like this,
press it — there are four of these located
around a central hub. Ahh, here we are in the central control room. Nuke the mecha-Skaarjes and mash both pink buttons.

PL GANER fctober 1938 il
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Noork's Elbow

LEVEL 12
asn't that tedious? Don't worry — this
map is ad. Head down

one ramps, killir

't nearly as
Il try to attac
in a ley

un u ge
wait for the draw

through the door on

Temple of Vandora

-
&

’
£
An ambush backfires. There are a few Skaarj
waiting for you after you reach the torch.

e
.J"
=

alk torward into the foyer, then take a
left into the courtyard. Kill the Skaarj
and his winged friend. Walk through
the door into the orange hallway. Take
a left, then go down the stairs. Follow the
Nali, then kill the Skaarj. In the room with
the arches, hang a right into the hallway
with two lit torches. Through the open door
to the right is a living quarners with some
goodies, including a biorille — load up on
‘em. Go down the spiral stairc Kill the
Skaarj who pops out at you. To the left is
another living quarters with armor. Keep
going until you reach an underground river
ant a boat Kill the Skaarj on the balcony
then get into the boat. Some flying fat crit
ters will try to ambush you. Once the boat
stops, get out, and check out the important
looking structure — it's the Torch of
Tranquility. Do a 180 and walk through the
chapel, hitting the button at its front. Make
your way up to the chapel’s higher level. The
doorway on the right will reveal & living
quarters with ASMD cores. Head back the
way you came, then step in front of the
Torch of Tranquility to light it. Good job!
Now hop into the water and dog-paddie your
way back, being sure to kill the mutant fish
who get in your way. Head up to the balcony

LU PCGAMER Octobier 1330

Wcr,

This is a tairly straightforward level — just raid Nali
houses for stuff, then make your way into the temple.

Boy, talk about a dead audience. Read the
fallen soldiers’ logs, grab their weaponry,
and hop into the trench to do some hattle.

The Trench

s you start this level, not the
ious amount of weaponry pre
pd to you (this i1s usually fore
shadowing for a k tack). Read
the translator log, then hop up on the
piece of rock. Those pesky floating eye
bhall t 5 me after you, s
n you re reaay,

LEVEL 13 LEVEL 14

m off. Whe

down and feed the boss some hot

or just run past lim). Clear out the
( Ik into the red light under
) platform
hay before you're
1. Walk in front of the bio-suit
then get on top of one of the
When the moving platform is
hop right on, then ride it over
ack

[=-

Good news — this hna! will take you to the
sacred Torch of Tranguility. Light that
sucker, and a door will open

overlook, and you'll find that the bars have
been raised. Walk through. To your left are
some living guarters. Keep moving lorward
and kill the Skaarj, then hit the button. Kee
going straight up the stairs, and continue
aCr the wooden bridge. Go through the
passage to your right. read the writing on the
wall with the translator, then continue up
the stairs and through the chapel. You're
back in the courtyard; hang a left, then a
right, and go through the newly-opened door.
Walk through the canyon, then proceed
through the foreboding-looking archway. To
your right is an elevator that you can’t use
yet; just go to the left and do battle with the
second ferocious boss. Once you've linished
beating him down, exit via the door in the
back of the coliseum. D'oh, it's an earth
quake! Anyway, hang a right and wait for
the next lavel 1o load.

]

Here's @ small jumping puzzie — hop onto
the tiny lift and jump across to the moving
platform. You'll be on your way before you
can say, “It'sa me, Mario!”
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15V-Hran Deck 4

LEVEL 15

Sneak up on this clueless Skaarj and give him a lesson in pain. Hit the

button here, and a ramp will drop from overhead in the warehouse.

ver see the movie
Alien? Read the log
of the fallen human

your objectives -
are to destroy the Gold %\;
Containment Cores s %
re-activate the engines %‘
and get to the Deck 1 S S N\
transporters without get
ting killed

Hit the glowing
control panel to activate
the lify, then ride it. The
following passageways
are going to be abso
Tutely infested with
Skaar] — around eight of
them will be jumping out
at you, and it's best to be ready for a few scares. In the center of the
hallway is a panel to the ventilation duct — drop through (though
aim beforehand so you don’t get hacked up by a fan), then make
your way up the tiny elevator and follow the duct. You'll soon get to
an outcropping, where you can see a small metal bridge above
some engine coolant. Make a running jump and drop onto the
bridge, then use the panel to open the locks, Make your way out
through the metal grilles, then head back up to the deck and enter
the blue doarway

You're now in a warehouse unit. Through the wall on the
right is some ammo, while directly to the left is a liftt leading up.
Ignore the lift to the dock for now. Take the elevator up to the
warehouse control room, and kill the Skaarj. Whack the control
panel and a ramp will lower. Take the elevator back down and
climb the ramp. Hit the panel, then get ready for four Skaarj to drop
from the roof in sequence. Get out of there and enter the dock [ift

Drop onto this platform, then hit the

] P GANER October 1998

control panel to open an auxiliary door.

15V-Hran Dechs 3 and 2

LEVEL 16

v

One of your numerous slops in this
level is the Containment Field
Generator room. Drop the fields, then
you can nuke the engine’s gold cores.

through, and

lle catwalk. Go to the nght, and y
WAY back and fire an &

an the opp

within
Core C
Prim

Spilled engine coolant can spell death
for the unprepared — you'll have to
drain this mess before proceeding.

A

The Cooling System control room will let you drain the qﬂliué coolant
on the third deck.
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15V-Hran Dech |

ead the captain’s logs on the side of the
hallway. Twenty Skaarj still remain,
and you're the man who's gotta kill “em
all. Run through the halls and systemati
cally turn off the generators in the three
rooms, Now you can enter the Science
Research Lab. You can’t get into the actual
lab yet so walk around it until you get to

the sign marked Bridge, then turn around, Behind these gates is the happiest place
blow up the boxes in your way, and follow st L on earth,., when it's not overrun .fstlill‘i

the metal path to a control panel. Use it : warriors, anyway.
Enter the lah. Read ahout the amoeba speci- -

mens, then smack the control panel to let the & . -
little buggers go. Kill ‘em all, then wait 30 SD"E Vlllﬂue
saconds for the lab doors to open. Don't
forget to open the doors to the crew berths .y . LEVEL 18
from inside the lab, too

Enter the crew benhs, using flares or ut of the frying pan, and into the
flashlights to light your path, being cautious - fire — now you're in a quaint little
of any leftover Skaarj. Go through the large Nali village, with a Titan running
doors at the end of the berths hallway, and loose in the middle of it Kill him
ride the lift to the ebservation deck. Hop into {or just outrun him), then raid the Nali
the water, and enter the grille, Dive down houses for extra-special power-ups
and turn off the bridge forcefield. Make your Make your way along the canyon until
way back to the bridge area, then hit the you find another house, with yet
button on either side of the chairs. Hop into
the hole, then take a running jump onto the
transporter pad. You are outta here!

LEVEL 17

another damn Titan in front of it. Qutrun
him, if you wish, then kill the guard in
front of the gate (be careful — he’s got
a Razorjack!). Stand underneath the
lock, and jump to activate the door

The medical research lab of the ISV-Kran
features weird amoeba thingies. Nuke "em!

Killing this Titan won't unlock any secret
rooms — just raid the four Nali houses, and
sprint past him to the next level,

e S
-‘q-,.—_'.'
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mn
Take the bridge, number one! After you've turned off the bridge force field, enter the bridge This friendly Nali hails you with the uni-
and hit the button to your left, drop into the teleporter room, and you're outta here versal greeting, “Boolagah.”

REZN PCGAHER October 1338
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Sunspire

LEVEL 19

nipe off the two guards waiting for you along the path to the moun-
tain, then make your way across the rope bridge. Open the door,
but hold back for a second a guard will come dropping
the ceiling. Waste his ass. Remember that a bunch ol the
and vases in the Sunspire contain flares — and you'll need ‘em, And
don't forget that there's a buncha those
ceiling-h
enter new

ggin’ beasts, too; before you
territory, listen for the
argh” sound they make

Your first ¢ nation is the feast
hall. At the Sunspire’s main lobby, hang
a right, and keep walking until you get
to two elevators. Use the translator
the one on the right leads to the eatin’
place. Take it. Locate the door labeled
Kitchens, then take the elevator up
You'll find a dead Nali on a table
keep going and take the elevator up
You'll be attacked by Nali bugs. so
keep your eyes open, Keep walking
past the wine cellar (don't break the
barrels — bugs lie within), and you'll
find two statues right next to a sign that
reads Great Hall. Walk until you reach

After you turn the switch in
this room, a crystal will rise
from below and give off some
funky lighting effects

bateway fo Na Pal

sith no in-llight movie
v to Na Pali

, then cross the

fier a lengthy trip
you arrnive al the
Wait for the door to
waooden bridge. Behind your wooden
transport are some barrels, break ‘em for clips
and health. Grab the llares on the ground, then Bla
make your way up through the caves. Kill both

the mak

actual tra

ards, and if you can let your

q
Nali friend
but he'll jump off the plank anyway). Grab the

{you will probably save lim,

clips and the Hashlight on the platform. Turn
around, and head back the way you came

\Ahh, the sniper rifle room! This chap on the fioor didn't turn out so lucky, but with your new

zooming sniper-scope, you can deal with the ensmy from afar.

FCGAMER Dclober 1338

on the right, there's a door
the cave, and terminate U

extreme prejudice. Be ca

fall. You'll find a green cave with a fa

dier, and your brand-new Inend, the

Ahter you hit the lever in the crystal room, this magical transport will
drop from above, Fasten your safety belt!

the sanctuary. Across from the altar and under the doorway is a switch
press it. The altar will raise up to reveal a minigun. Continue

through the passage to your right and up the elevator Be ready for the
ceiling-hugger waiting for you

Raid the alcove to the right for some health, then continue on up
the next elevator. In the next room, take the elevator directly to your
right. Kill the guard waiting for you. Take the next elevator up. After a
long ascent, blow away the ceiling-hugger waiting for you, then hreak
open the barrels for health. Continue through the hallway to your right
until you get to a door labeled the Chamber of Crystals. Watch the
crystal rise and enjoy the groovy light show, then book it down the cor-
ridor, climb the stone stairs, hang a right out the door at the top, and
wait for the freaky wooden transport to drop from the sky. Hop in, and
you're whisked away to the next level. Woo-hoo!

LEVEL 20

through, follow
» guard with
| when going up
y on the

2n you get to the

clearing. Jump into that cool, clear water and

swim to the lelt, continuing un T ter

sniper

rifle. Grab that ammo, and practice using the \
secondary fire mode to zoom in and snipe olf

The Gateway to Na Pali is beautiful but dan-
gerous (duh). You just can't walk ten feet
without getting harassed by one of those
inconsiderate Skaarj. !

enemies heads. You'll love yourself for it

Hit the switch (only once!), the
back the way you came, killing the new guard

swim
waiting for you in the clearing. Keep swim
ming lorward if there are bars in your v
go back to the sniper rifle room and toss the
switch again. Kill the ceiling beastie in the
next room. Do not keep swimming forward, as
you'll be tossed off a waterfall, H you turn
around, you'll see a lamp-lit cave hallway
right next to the river enter it. Ride the
elevator, but be ready for an ambush attack by
a guard

Follow the cave until you emerge out
side. Follow the platforms back inside the
caves, clearing out the guards with your
minigun or what have you. Use caution after
passing the wooden hridge, as there are two
Razorjack-wielding guards waiting for you. Go
through the door, take a right. and open the
wooden door. Kill the Skaarj and go up the
stairs. That's all from this level
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Na Pali Haven

The basement of this Nali cathedral hides a
Skaarj base. Get inside and let ‘'em have it

oooh! Here we are in lovely Na Pali, a

floating vacation resort for only the

swanlkiest Nali yuppies. The first thing

we're going to do here is foad up on
health. Go up the stairs and out the door. Loop
around the back of the barrow you just
emerged from. Now, hop on it and climb up
the angled rool. To your right is a treasure
trove full of lovely Nali healing fruit. Take a
running jump off the roof (this may take a few
tries), then hurdle over the fence and eat
hearty. Jump back over the lence to the begin
ning ol the level, and continue past the
barrow. When you get to the clearing, kill the
guard, then go through the double doors to
your right. Once inside, go through the arch to
the left, and hit the switch, Turn around, and
walk back to the main room. Now, go into the
other hallway, and go through the doors. Walk

er the wooden platform — there will be a

wheel to the left — crank it, and go through
the door that opens. Bust the harrels open for
Nali fruit seeds, then go through the opened
doors. Nuke the guard. To the left are ASMD
cores, and 1o the right are AutoMag clips. Go
into the next room, and clear it out, Head up
the wooden ramp. Go into the next room and
throw the switch.

Head back down to the courtyard. Walk
up the wooden stairs to your left, and kill both
guards. Go inside, and take the dispersion
pistol powerup to the left of the bookcase. Kill
the Skaarj in the raom to the left, then head
through the door. Make your way around the
barn until you find the lever. Throw it, and the
hanging wooden platform will drop

T73 PCGAMER October 1930

Jump down into the new hole and take
the sniper rifle. Be careful — before the
door will apen, you'll have to kill a Ska
drops in. in the next room, loop around into the
lit hallway, climb the ramp, and throw the
switch. Go back downstairs, through the
hallway, and shoot the crack in the wall. Nuke
all the little spider-thingies. Go through the
door in the back wall. Go up the wooden stairs
In the next room, kill the guard and go up the
stairs to your right
Kill the guard
waiting around the
corner to your right,
then read the boak
on the table. Go
through the doors
and kill the Skaar)
Toss the switch, Go
back downstairs and
head outside — the
metal door in front of
the hlue coblle-
stones is now open
Head through. To
your right is the town
square; admire the
lovely Nal statue
Below and to your
right are some har-
rels with AutoMay
clips inside, Keep walking down the road,
killing all the guards in your way, Keep
walking past the locked doors to your left
Take a right down the stairs, ignore the door to
your left, and hang a right around the comer.
Kill the guards waiting for you, then descend
into the pool area, Pick off the monster fish
waiting for you. Walk through the underground
tunnels until you see an orange-lit spot on the
wall. Turn around, Aha, a crack in the wall!
Shoot it with an explosive weapan, then walk
through into the wine cellar. Kill the Skaarj,
then enter the door on the far side of the room

square — tread lightly,

There are guards aplenty waiting for you in the

LEVEL 21

You'll need to drop this hanging platiorm to access the level below. Don’t squash your Nali friend!

|don’t bother breaking the wine barrels, as
spider beasts are stuck inside). Head up the
ramps and walk through the door, surprising
the two guards playing a dice game. Do not go
inta the fireplace — bugs will drop from above.
Instead, go through the open deor into the next
room, and go through the hallway to your right
(the doar to the left simply leads omside). Go
up the dark stairs, then kill the Skaarj in the
next room. Keep going until you're on the
second Hoor of the
bar. Walk across
the wooden plat-
form to the single
door on the right,
and toss the
switch, Now,
follow the wooden
platform to the
next two doors
the door on the
right leads 1o a
sleeping Skaarj
Kill him, break the
glass, and jump out
the window. Go
into the open room
to the right of the
waterfall and toss
the switch. Back
out, then go
through the door to your left. Jump over the
fence, then enter the room to your right, killing
the Skaarj. The barrels here hold rifle rounds.
Go through the door. Read both control panels,
then hit the grean-lit button, Go up the elevator,
and kill the Razorjack-wielding guard. Go
through the luturistic doors, and hit the control
panel. The underwater doors are now open!
Head back to the elevator (the button to lower
it is behind the column), then go back to the
waterfall area. Undemeath the waterfall is a
pipe. Make sure your health is above 50, and
swim through
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STRATEGY

Outpost 3J

kay, start swimming like mad you're
probably going to lose at least 20 points
of health by the time you get to the end
of the tunnel. Once you surface, blast
the Skaarj. The only door unlocked is the
one to the left of the large door with the con
trol panel — go through, then ride the ele
vator. Follow the path, and go through the
doors. Kill the guard, then hit the red panel
once to open the bay doors. Go back to the
main concourse and through the doors you
opened. Kill the guard, then hit the green
control panel to ride the elevator. Hit the
green button on the left to open the door to
the shuttle bay. See if you can snipe off the
guard at the top of the catwalk, then hit the

panel to lower the elevator. Walk across the

catwalk and through the sliding doors until
you get to a control room. Hit all three

The Magical Ball of Teleportational Stuff
awaits you! Hop right in, and get trans-
ported to your next boss encounter.

LEVEL 22

panels exactly once. Go back to the shuttle
bay, and go through the door to your left.
Eliminate all Skaarj resistance in the fol
lowing hallway. Keep walking until you find
another elevator — hit the green panel and
go down into the generator room with the
funky green forcefield. Hit the green switch
and go through the door, once again elimi
nating the Skaarj in your path. You'll eventu
ally reach a cathedral of sorts. Walk around
until you get to the entrance. Kill the guards
in the sanctuary

Undemeath the arches to the right, and
back a few feet, are a set of doors (use the
flashlight or flares if you can’t see it). Go
through and up the spiral staircase. Gawk at
the forcefield. Keep going up the stairs, and
exit to the balcony. Directly in front of you is
a hrick that's out of place; press it. Now,
continue past the stone carving of the cruci-
fied Nali, and go through the hall to your left.
Get on the wooden lift, and you'll be taken to
a room with an Eightball launcher. Break the
statues by pushing them out the windows,
and you'll gain a health powerup and shield
belt down at the entrance. Go down the lift
to the balcony, and continue forward through
the wooden doors. Kill the guard, and hit the
red control panel. Go back downstairs to the
sanctuary, but this time, go under the arches
to your left, and hit the green panel. Go
down the stairs, There's a tiny alcove with
some biorifle ammo and some barrels
don't break these, as spiders will hop out.
Go through the catacombs until you reach a
large steel door. Step close enough that it
opens, then select the rifle. Zoom in on the
Skaarj's head, and pop it off. Use the control
panel he was tending to, and watch as the
amazing green ball of luminescent stuff
emerges in the center of the room. Hop into
the light

1 .
In the cathedral basement, modern Skaarj technology contrasts with age-old Nali architecture.
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While Bubba here acts all tough and beats
his chest, hop onto his throne to raise the
bridge. If you play your cards right...

He'll be :iropping in for a one-way ticket
straight to hell!

Velora Pass

LEVEL 23

elcome to Velora Pass, where the

skies have funky lighting and the

action comes fast and lurious.

Follow the rocky passage until you
get to 8 clearing with a large stone
titan sitting on a throne

Now, this is one of the few
sequences in Unreal where you can
cheese oot a boss without losing a
single point of health, so listen up, Grab
the dispersion pistol powerup, and
IMMEDIATELY run hack to the titan's
throne. He'll stand up, walk a lew leet,
and beat his chest. While he is doing
this, hop onto the throne to trigger a
stane swiltch, Now, run back to the
level's entrance, and wait for around
thirty seconds.

Now it gets tricky. Go back to the
arena, and sprint past the titan, and
cross the bridge. Strale left and right to
avoid getting hit by his stone projec-
tiles. When he steps onto the bridge,
throw the switch on the right pillar to
drop it out from under him. Laugh mani
acally as he plummets into a lava pit
Continue down the pass and through
the door




Bluff Eversmoking

t's time to head into Unreal's wacky

medieval maps, so toss the switch to the

right to open the wooden doors, Why, it's a

friendly Nali! He'll show you to a Stinger,
open a door, then lead you up a wooden path
to a8 drawbridge. Head on in.

There are a few cool things ta do in the
monastery, but none are really necessary — if
you want to cut to the chase, go to the next
paragraph. The front dooi
locked, so go through the opening to the leit
Kill both guards, and proceed through the next

arch. Behind the monastery is a graveyard with

some Nali healing fruit il you're in need of
health, grab it. but our next stop is the pool to
the right. Jump in, swim through the pipe,
down the hole, then up into the catacombs for
a few extra goodies. Head back up to the front
of the monastery when you're done exploring

Facing the front of the monastary, you
can see a small path down and to the left
Follow it. You'll wind up in an underground
tunnel complex
then drop down into the large, torchlit room
Read the two journals in the alcove to the right
then enter the hallway nearest to the alcove
Get the drop on the three guards playing dice
We'll refer to this as the Dice Room
remember its location. Toss the switch to your
left, then read the three journals. To your left
are stairs — hop into the water to the right of
them, then swim through the tunnels and up
until you get to a hidden chamber. Read the
three journals inside. Now, look back down in
the water — you'll see a cross at the bottom
Jump in, and go in the direction of the cross
Swim straight up, and you'll come out of a well
in the inner monastery

Walk forward and underneath the stairs
Duck into the alcove undermeath the sign, and
toss the switch. A lift will lower. Once it

o the monastery are

take either of the two doors,

mﬁnw

outer defenses, make your way out of the
Tevel through the bell tower,
comes all the way down, hit the switch again
and jump on the lift. Hit both switches in the
tower, then go back downstairs. Walk past
the large metal and wood doors to the sanc-
tuary on your right, and into an area with
some boxes pilfered from the ISV-Kran. Go
down the stairway, and follow the hallway
until you find a switch. lgnore it, but hop on
the wooden support behind the switch. Inch
across the ledge, then jump down into the
control area. Hit the panel. You now have
access Lo the hydroelectric generator

Head back to the front of the monastery
and take the path down to the Dice Room
Once you get there, take a left (past the first

Here's the monastery you've got to clean out. Getting into the hnl’thu circle is the key here.

STRATEGY

LEVEL 24

hallway), and jump into the water. Work your
way through the pipe systems until you're
dropped into the caves. Kill the three or so
guards waiting for you, then head up the ramps
for a few goodies. Go back down the ramps
and though the door in the rock. Take a left into
the hallway, then hit the switch in the chande
lier room, Ride the wooden platform down,
then snipe off the guard in the distance. Take
the sniper rifle, then break the boxes for
rounds. Walk down the hallway, sniping the
rest of the guards as you go. Climb the spiral
staircase. Walk forward into the large room,
and hit both control panels. Go through the
ventilation duct at the end of the room. Take
the elevator up, then walk up the ramp to the
bell tower. Throw the switch and step on the
elevator. Throw both circuit breakers. Take the
elevator back down, but hop off at the second
level just before you reach the bottom. Go
through the small opening onto the platform
When your ride comes to a full stop, walk
through the tunnels and go down the elevator

o i

Follow this Nali, who will point out an
Eightball gun and then open o door. They're
just 50 dang friendly.
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Dasa Mountain Pass

ere’s a quick and painless level. Open the doors and snipe off the
guard. Walk down the hall. Before you get to the door, go behind
the crates to the left, and throw the switch below the torch. Go
through the doors and follow the path. Break the barrels for
AutoMay clips. Snipe off the guards across the chasm, then use the

=xJ

Make your way through the series of gates, and you'll be on your way
to the next level

STRATEGY

LEVEL 25

crank next to the drawhbridge. Cross
the bridge, then go through the
hallway to your left. Break the bar
rels in the next room for AutoMag
clips and an Eightball gun. Smash
the glass and hop through the
window into the next room, Break
the crates for an assault vest. Go
back the way you came to the draw
bridge. Carefully walk down the
wooden plank to the right of the
drawbridge, then drop down to the
orange ledge. Load up on Nali
healing fruit. Dive through the hole
in the bottom of the pool. Swim to
the next room. Turn the crank. Kill the guards who come down on the
elevator, Push a barrel close to the pool, then use it as a stepping stone
1o hop on the elevator. Throw the switch at the top. Now drop down and
go through the door you just opened. In the courtyard, go through the
door to the left. Kill the brute. Throw the switch, head back to the court-
yard, and go through the newly apened door, Go into the building, and
kill the Skaarj waiting to ambush you to the left. lgnore the guards that
are trying to snipe you off, and swim forward and go up the stairs. A
door will open. Go in,

Once you're inside the tower

at Dasa Mountain, you'll have
to contend with a Skaarj and

several guards who will try to
snipe you off.

In the celfars, you can watch a “clash of the
titans™ as a giant takes a guard. | think we-
know who's going to win this ane.

alk through the hall to the left. Climb up
the plank and turn the lever. If you jump
into the water, kill the fish and follow the
passage; you will emerge in a secrel room
with some ceiling-huggers and a health
powerup. Head back to the main hub, and the
hars will have raised at the door to your left. Kill
both guards. Go up the elevator to your right, and
turn the wheel. Walk through the doors that
have just opened. Go through the door in the
hallway to your left, kill the guard, and turn the
large crank. Head back to the hallway, and go
through the doors that have just opened. Go for
ward until you get to a T intersection. Break the
barrels on the right, then head down the hall
and up the spiral staircase. Don't worry — you
don’t have to kill the stone titan. Just hit the dis-
placed brick on the stone hub, and go through
the secret door that opens. Go up the spiral
staircase, and walk across the wooden ledge
You'll be able to see a small ledge in the wall
— hop down in there, and hit the stone button
Jump down and exit the way you came in. Go

Cellars af Dasa Pass

down the staircase. To your left is a hallway
with a lever — go through and trigger it. Turn
around and walk until you see two wooden
doors to your right. Go through the second door
Go upstairs and kill the mecha-Skaarj. Take a
left and throw the dual switches. Turn around
walk down the hall, and you'll see an elevator
drop down. Kill the Skaarj inside, then ride it up
to the next level. Hit the button at the end of the
room. Drop down into the pool, but be wary of
the killer fishies inside. Use the lever at the
bottom of the pool. Go back up and take the
health pack.

Go back the way you came. Go down the
staircase, through the door, then go through the
door directly in front of you. Hang a left, walk a
few feet, and you'll see a door to the right. Head
inside. There's a pool to the left with some Nali
healing fruit, but keep going down the stairwell
to the right. Kill a few guards, then go through
the bars to the left. Take the elevator up, follow
the passageway, and hit the lever. Jump down

across the crates. and go out the way you came,

up the spiral staircase. Go
biack to the pool at the top of
the stairs, and hop in — one
of the bars is missing. Inch
your way through and kill the
fish. Swim to the left until you
see some wooden hoards,
then take a right. On the
bottom of the pool, you'll see
a white diamond in front of &
hole. Take a deep breath,
then swim down into it, and
follow it until you get to a
cave. Kill the ceiling-huggers,
then throw the half-sub
merged switch. Head back
through the underwater pas-

| LEVEL 26
sage. Go back through the narrow passageway,
anil take a left (you're headed back to the start
of the level). Pass through the door leading to
the main hall. You'll see a white diamond on
the floor in the hallway to your left. Walk
through the metal doors. Walk down the pas-
sageway, throw the switch, and walk through
the doors that open. Dash across the room
(ignoring the guards — they'll keep respawning
after you kill them), hit the metal switch, then
turn around and go through the open door to
your left. Tumn the wheel, then hop onto one of
the elevators that lower, Walk across the upper
tevel until you find some stairs — climb them,
then kill around a dozen guards in the next room
(using God mode is cowardly, sure, but it's the
only way to get past this). Walk through the next
series of hallways, and kill the robo-Brutes in
the next large room. Toss the switch. Ride the
lift, then walk across the second level and
throw the switch. Drop back down to the first
level, and walk through the door that opened
behind the elevator. Go down the stairs.

This level isn't going to end without some subterranean
mucking about. Don't forget to hold your breath...
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Serpant Canyon

LEVEL 27

alk past the pool and
through the door. Jump into
the boat and snipe the
rope. Take & nice, leisurely
boat ride and listen 1o the cool
vocals. Get off at the dock. Raid
the windmill for goodies. Walk
down the path imo the cave
Gee, that was hard

Nali Castle

»

After a leisurely voyage, you'll come upon this lonely windmill.

Explore it for useful items, or head on

LEVEL 28

Boy, that's one ugly dude. Let him have it with your most powerful weapons — if you like,
you can snipe him off from below, since he can't fit down the stairs.

ell, we've arrived at Unreal’s tour de
force, the famous castle level. Kill the
floating creature, then take the ASMD
small island in
the green pool (use the flashlight if you can't
find it). Now, move back so you can see
down the hallway to the castle. Whip out the
sniper rifle and cap off the guard’s head. It's
very important that you kill him before he gets
into the castle and lowers the drawhridge

waiting for you on th

Walk into the castie
and into the main hall. Kill
the two guards. To the right
of the ramp is a small door

go in. You'll see a Nali
statue. Take a right into the
library. Read the book. Exit
then jump down in front of
the statue. Go around the
statue into the chapel, kill
the floating creatures, then
hit the switch behind the
altar. Do an about face. Go
straight through the statue
room, then hang a right into
the library. Climb the ramp
to your left, go through the
hallway, and you'll find
yourself at the main hall
Go up the ramp and through
the door to the left. Go up
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the ramp and take
hallway. The first
be a courtyard

point you toward

you reach the top,

2 a right, clearing out the

door on your right should
go inside, then go up the

ramp. Kill the guard and follow the Nali. He'll

supercharge and a shield

belt. Go up the stairs, then take the elevator
Make your way up the spiral stair

e. Once
take the elevator

Kill the ENORMOUS floating creature
Now, head all the way back to the large

Nali statue, and hang a
right. Go down the stairs
and through the door, and
kill the three guards and
the Skaarj. You'll see two
signs hanging over two

doors — go through either

of them into the dungeons.

Kill the mecha-Skaarj
helow. Hit the button and
go through the large door
Move down 1o the east
and west wings, freeing
the Mali if you like. From
either wing, go down the
ramp into the execution
chamber. Walk past the
large blade until you get
to a red room with a
bridge. Walk across into
the next level

Keep a lookout for the Demonlord’s mis-
siles — they're on loan from the Canadian
government (really!).

Demonlord's Lair

LEVEL 29

ou're now in the lair of the

second-to-last boss. Activate the

crosshair, stand at the back of the

tunnel leading to the red cave, and
you can probably get in some cheap
shots hefore he notices you — but once
he does, keep moving, His missiles
(which are marked with a Canadian
fiag and the word “Peacemaker”) can
put you in your place, so starl dodgin’.
After you beat him, go through the door
that opens.

What do these Skaarj guys do all day? Do
they just stand in one place, checking their
weaponry repeatedly, until some heavily
armored human from a crash-landed
spaceship happens to wander their way?




HOT REVIEWS

& 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, | also
receive The Extended Play Collection, Vol. 2:
The Exclusive PC Gamer Add-On Pack FREE!

_Name &
Guake II, StarCraft,
Address Age of Empires, and
Doom Il add-ons.
City State Zip Plus, new maps and
new units of the
; hottest games!
< Bill me - Payment enclosed
Otter good in US only. Newsstand price per issue with disc is $7.99, Canada: SUS 43.95 l l ‘ l
(includes GST). Foreign: SUS 67.00. Prepald in US funds. Please allow 6-8 weaks for | .
mailing of first issue 42UAB =

SAVE 69%!

¥ YES! Send me 12 issues and 12 CD-ROMSs of
PC Gamer for $29.95—a savings of 69% OFF
the newsstand price! With my paid order, | also
receive The Extended Play Collection, Vol. 2:

The Exclusive PC Gamer Add-On Pack FREE! ﬁ;g f,-

FECIAL HOW

Name
Quake I, StarCraft,
Address Age of E o
Doom Il add-ons.
City State Zip Plus, new maps and

new units of the
hottest games!

4 Bill me J Payment enclosed

Offer good in US only. Newsstand price per ssug with disc is §7.89. Canada: $US 43,85 m ,l l ‘ 'd
{includes GST), Foreign: SUS 67.00. Prepaid in US funds. Please allow 6-8 weaks for l
malling of first issue 42UAG6

GIVE A GIFT! g

@ YES! Send my friend 12 issues and 12 CD-ROMs
of PC Gamer and bill me for $29.95—a savings of
69% OFF the newsstand price! With my paid order,
my friend will also receive The Extended Play
Collection, Vol. 2: The Exclusive PC Gamer Add-On
Pack FREE!

™, - AMER:

Gift to: - Bill me
Name < Payment
enclosed
Address Quake I, StarCraft,
Age of Empires, and
City _ State Zip Doom Il add-ons.
Offer good in US Plus, new maps and
Erom: only Newsstand price  new units of the
2 per lssue with disc 5 hottest games!
Name $7.99, Canada: $US

43.95 (includes [ .
A GST). Foreign: 8US l l‘ 4
ddress 67.00. Prepaid in US l

funds. Please allow
o T Ctate T BA waaks e maline - . . .

e e




NO POSTAGE
NECESSARY
IF MAILED
IN THE
UNITED
STATES
e e
e ——
BUSINESS REPLY MAIL | =——————
FIRST-CLASS MAIL PERMIT NO 1149 BOULDER CO =
POSTAGE WILL BE PAID BY ADDRESSEE __
e —
| [ -
[ HGAVIEF
PO BOX 51199
BOULDER CO 80323-1199
Illll|i||lIIlI]lllIIIIIIIIIIIIIIIIIIIIIIIIIII'lIl‘II
NO POSTAGE
“ ‘ | “ NECESSARY
IF MAILED
INTHE
UNITED
STATES
e
BUSINESS REPLY MAIL ——
FIRST-CLASS MAIL PERMIT NO 1149 BOULDER CO e
P ———
POSTAGE WILL BE PAID BY ADDRESSEE e
e
[
) e e——
PC[HNI;
PO BOX 51199
BOULDER CO 80323-1199
Waslillonnnadbonebabualbsnslbanalisbashidsnaluall
NECESSARY
IF MAILED
INTHE
UNITED
STATES
B
BUSINESS REPLY MAIL |
FIRST-CLASS MAIL PERMIT NO 1148 BOULDER CO E——
POSTAGE WILL BE PAID BY ADDRESSEE = ——
=
R ———————
m m ='< P

PO BOX 51199

BOULDER CO 80323-1199

"IllI"Ill!l“lllllIll”llI!“lll”llllll!lllllll"




Quake

Blowing your friends
to pieces with a rocket launcher
is only the beginning...

Whether you're in search of the ultimate online frag-fest or are

looking for the latest Quake news, information, player rankings

or skins — the Imagine Games Network has it all.

Our unique affiliated Web network includes the world’s

best Quake content and online game sites, as well as,

much, much more. Check it out for yourself.

www.imaginegames.com

BLUES NEWS -« http://www.bluesnews.com

PPacked with astounding news and information about Quake
and its derivatives and sequels for anyone who is playing solo
or online, or making their own modifications to the game.

CASE'S LADDER + http://www.igl.net

Case's is one of the premier online game sites, containing, plaver

rankings for all the best Internet-compatible games. IGL is where

vou can test vour mettle and challenge over 25,000 players from

all over the net to see just how good you really are

HEAT.NET * http://heat.net

Looking to play the hottest games against live competition?
Come to HEAT.NET, where everyone earns frequent player
points (degrees) just for playing their favorite multiplayer
games, including Quake 11 Find out what 150,000+ members
already know — the best place to play games against live

competition is HEAT.

MECCAWORLD « http://meccaworld.com/quake/

MeccaWorld, home of the Top 100 Quake Levels and the Top
25 Quake Maodifications, offers gamers a database, complete
with text, screenshots, files, and links to everything related to

each game.

PC GAMEWORLD * http://www.pcgameworld.com
The premier Internet site for 'C games! All the latest game

demos and reviews, plus one of the biggest cheat databases
around make this a site vou really need to see. Best of all it's

owned and run by gamers just like you,

STOMPED + http://www.stomped.com

There's hardly a Quake fan with Internet access who hasn't
heard of the Quake Stomping Grounds. Stomped is the plac
to go for online Quake tournaments and gaming, the Stomped

crew also has plans to expand into other games

Go to www.pcgamer.com/request Product #337



“Supcr Mario
SlperMari

i
v
7

“...Adventuring spirit of TOmb Raider with
the platform jumping puzzics of Mario 6% .~

Clilferathyefeompany;




withHoil S !

-PC Games

Fully animated 3D arms and
legs for punching, running,
climbing and swimming

Stunning graphics in 65,000
colors with standard SVGA
or 3Dfx cards, including the
new Voodoo 2 cards

'
—— '
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Spectacular Bump Mapping
technology creates incredibly
detailed textures®

Includes the top-selling 1980’ original Montezuma’s Revenge

Run Out and Get it NOW
or Call: 1-800-229-2714

Go to www.pcgamer.com/request Product #260
©1998 Utopia Technologies, Inc. * Bump Mapping requires 3D Voodoo 2 card.
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ech Commander, Parf |

Straight from the horse’s mouth...

Mechs broken and burning, the enemy closing in from all sides, pilots
wounded and dead... who can save you now? Nobody but FASA
Interactive, the guys who designed and built the game! Fortunately
they're on hand with this indispensable guide to the first campaign.

More next month!

specific instructions than later break-
downs, under the assumption that the

more missions you have under your belt,

the better you'll be. These descriptions
also represent the “bare minimum” win.
Maost missions have warshouses and
supply containers that contain valuable
salvage for you to recover. These
sources of supply are largely ignored in
these walkthroughs. Once you've mas-
terad a mission, reload it and take some
time out to look for the bonuses.

0P1 - Mission 1

MISSION: Liberate work camps Alpha
and Beta and destroy the Garrison Base
that controls the area

LOADOUT: Take all three of the starting
Mechs, and the three best pilots. Put the
pilot with the best Gunnery Skill in the
Firestarter. Optionally, strip the SRM Packs
out of one of the Commandos and replace
with as many LRM Racks as you can fit.
BATTLEPLAN: All the Mechs start in
Force Group 1. If you have equipped a
Commando with LRM Racks, place him
in Force Group 2. Select all units and

WORTER LYNX

head northeast until you reach the road,
Follow the road south. A group of
armored combat cars is waiting ahead of
you. Order your units to Attack from
Medium Range and keep them maoving
(stationary targets are easier to hit).
Once you've destroyed the cars, follow
the road east into Camp Alpha
(Objective #1). Destroy the turret at the
entrance from Short Range. LET THE
FUEL TRUCK ESCAPE. It is effectively a
moving bomb and has better uses later.
Now, select Force Group 1 and order
them to attack the Natural Gas Tower
and the Camp HQ.

Once done, quickly move your
forces toward Objective #2. Use the Run
command to get them moving.
Approach the Base from the west.
Advance slowly and destroy the turret
guarding the base as soon as it comes
into view. Now wait for the Fuel Truck.
Let it enter the base ahead of you and
follow at least four truck lengths behind.
On sensors, you will see the enemy
Commando begin moving toward you.
As the Mech passes the fuel truck, go
ahead and shoot the truck — Boom!
Clean up the rest of the base by

MISSION 1: Be careful! Any of your units that are too close when the Natural Gas Tower blows up might
get burned. Keep your units at a safe distance from the explosions.

MISSION 2: Here is a challenge from the
guys at FASA: Drop an Antillery Strike so that it
hits the enemy Commando but not the prison bam,

destroying the three Garrison Buildings.

Head south-southeast until you
reach a road. Follow it north through
town, Stay on the road until you are
southeast of Objective #3. Then, head
northwest toward it. Advance slowly, As
soon as the enemy Uller Mech guarding
the Camp can be seen order all units to
attack by clicking on the Uller. (Each pilot
will find his optimal firing range.) Watch
which of your Mechs the Uller fires on
(probably the Firestarter with its PPC).
Run the other two Mechs past the Uller to
get in behind it. Continue this positioning
until the Uller is dead. Destroy the Camp
HQ building. Mission completed.

0P1 - Mission 2

MISSION: Rescue captured pilots being
held in a makeshift prison barn.
Battalion provides you with an APC to
transport them. That APC must survive
in order to win the mission.

LOADOUT: If you managed to salvage
the Uller from the previous mission, field
it. If not, repair and use the Mechs from
Mission 1, except equip the Firestarter
with all energy weapons.

BATTLEPLAN: Your units and the APC
drop inside a forest. Use the Firestarter to
burn the forest between you and the road,
and then head south. Over time, enemy
units leave a base to the north and head
south. Dastroy them as you encounter
them and watch for enemy units sneaking
up on you. Ahead on the road is an
enemy hover tank. Chase it down by
ordering your Firestarter to run ahead of
it. Keep the other Mechs with the APC.

If you do not catch the hover tank
on the road, it blocks the bridge ahead
of you, Toast it when it stops. Cross the
bridge quickly. Now, check you Tactical
Map. If there's a red sensor contact
{enamy unit) surrounded by circle
{sensor radius) heading south, you've
taken too long and an enemy Hollander
Il is coming to mess you up. If the
Hollander |l isn't there, order the
Firestarter to destroy the bridge. If it is,
there’s no time to waste — use an
Artillery Strike to take the bridge out.

Now, head south to an enemy field
camp guarded by two tanks. There's also
an enemy HQ Vehicle there that runs as




you approach, Send the Firestarter
against the J. Edgar hover tank at
Medium Range (where it out-ranges the
tank) and the others against the Striker
missile tank, maneuvering them as close
as possible and within the Minimum
Range of the tank's LRMs. Once the
tanks are dead, chase down the HQ
Vehicle and capture it.

The Tactical Map now shows the
location of the prison barn. Scroll the
Battlefield view over to the barn and the
two Commandos guarding it. Without
hitting the barn, use Artillery to soften
them up. Move your units up the road
and then east to the barns. Approach the
barns slowly. Lead with the Firestarter
(for its PPC) or the captured Uller {for its
armor). Engage the Commandos by
flanking them like you did the Uller last
mission. Watch the APC in case anything
sneaks up.

Having destroyed the Commandos,
use the APC to capture the barn. Head
north-northeast to the extraction point.
BEWARE! If you've taken too long, the
Hollander Il may have hooked around
from the north. It'll use its Gauss Rifle at
Long Range, so GET YOUR "MECHS AS
CLOSE AS YOU CAN (the Gauss Rifle
has a Minimum Range too).

Getting the APC and your surviving
Mechs into the extraction point ends
the mission.

OP1 — Mission 3

MISSION: A friendly Raven ECM Mech
has been caught behind enemy lines.
Meet up with it and escort it to safety.
LOADOUT: If you play smart, firepower
won't be the determining factor. If you
like to fight everything (even though it's

MISSION 3: Can you do it? Run a light Mech
he bridge before the trikes destroy
it. Why? "Cause you're a stud if you can,

MISSION 3: The Raven is waiting for your rescue. Its ECM
suite will be valuable in upcoming missions.

MISSION 4: By climbing the hill across the river, you can see into the enemy base and direct
artillery against its key structures. Remember to protect your own temporary field base as well.

not required) make sure to pick up a
Centurion out of Battalion Inventory.
BATTLEPLAN: From the drop point, head
north along the road. Watch your sen-
sors: there's a group of Harasser light
tanks patrolling just north of a small fuel
depot. Use the fuel tanks to destroy the
tanks if you can. Cross the bridge and
immediately swing due north. There is a
hill there that, when climbed, gives you
a commanding view of a large portion of
the area. Drop some artillery on the pair
of Commandos parked near a forest
area. Then watch the nearby vehicle
patrol patterns for a few moments and
then run north-northwest when a hole
opens. You may have to deal with some
Striker missile tanks, but they shouldn’t
be a problem if you close up quickly
with them. The Raven is on a small rise
near the edge of the map and powers up
as you approach.

Head east to the river and follow it
southeast. At the intersection of the
highway and a dirt road, follow the dirt
road but stay south of it as far as you
can (basically, along the
north edge of the forest). If
you are too far north you
may be spotted on the
sensors of some
Commandos, but the ECM
gear in the Raven should
blind them. Once the forest
edge turns south, follow it
but remain west of the dirt
road. When you reach the
water, follow the eastern
edge of the water south,
hugging the coastline.

/ Advance slowly as you

i encounter a series of field
bases guarded by turrets.
Once past the bases, follow
the highway southwest.

As you continue south-

west you'll notice a sensor trace to the
south. This is a Smoke Jaguar Mad Cat
Heavy OmniMech that can handily kick
your ass. It is recommended that you
continue parallel to the road on the west
side. The Raven's ECM suite should keep
the Mad Cat blind, unless you are too far
east. Watch the Mad Cat's sensor circle
— if it shrinks, it's coming for you. If it
does, drop an artillery strike on the fuel
tanks near the bridge that is has to cross
to get to you. That'll probably kil it, but
you may need to finish it off. If the mad-
ness sets in and you choose to fight it,
stay in close to it as best you can, and
good frickin’ luck!

Continue on the highway, and
destroy the lone hover tank that opposes
you. Reach the extraction point in order
to end the mission.

0OP1 - Mission 4

MISSION: A small Clan outpost has been
targeted for destruction. Trash it while
protecting your own temporary field base.
LOADOUT: If don‘t have a Centurion or
some other medium Mech, pick one up
from Battalion Inventory. If you man-
aged to salvage the Mad Cat from the
last mission, give yourself a kiss.
BATTLEPLAN: The enemy will be
coming for your field base, so immedi-
ately begin ranging north and west.
Destroy the Saracen hover tank lurking
nearby. Once that’s done, head east until
you hit a highway heading southwest-to-
northeast. Find the town along it and
head southeast from there. Watch your
sensors and stay north of the enemy
Uller that shows up there first. You'll
quickly reach a hill. Climb it. From the
top, your forces will be able to see into a
portion of the enemy base you have to
attack, Use your artillery to destroy the
Power Generator and the Vehicle
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PC ACCELERATOR focuses only on fast-paced games, giving you the
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MISSION S: Mine this to stop some attacking Saracens, Assign the minelayer to Force Group 4.

Barrack you can see. (Destroying the
Barrack kills the crews of the vehicles
parked around it.) Immediately head
north and intercept a group of Saracens
that, if left alone, will eventually reach
your field base.

Once the Saracens are destroyed,
head southwest of the hill. There is an
Uller guarding a bridge that you have to
cross, Kill it. As you cross you may
encounter a number of armored cars.
Kill them too,

Since you've destroyed the Power
Generator, the turrets around the base
are disabled. Attack the base using your
Mechs that have LRMs to hit the Strikers
. and other tanks in the base, and your

other Mechs to blow the gate. Don't
blow the fuel tanks because doing so
destroys some crates containing salvage
that you can capture. Another Uller will
approach at some point. Kill it. Once you
are in the base, capture the crates to
gain their salvage and then destroy the
Administration Building. You can now
withdraw back to your field base and the
extraction point. You may encounter a
Striker and an J. Edgar on the way back,
but they shouldn’t be much of a threat.

0P1 - Mission 5

MISSION: The Jaguars have learned the
location of an allied resistance cell. You
must protect the two farms that are
hiding them.

LOADOUT: Bring a minelayer and as
much long-range firepower as you can.
Speed is not that important.
BATTLEPLAN: Place one fast Mech in
Force Group 3, the bulk of your units in
Force Group 1, and the minelayer and
whatever else is left in Force Group 2.
Immediately send the Mech in Farce
Group 1 to the north. Follow that road
until it reaches the rail line. Cross the
tracks and head east-southeast to the
wastearn most farm. This will reveal a
large stretch of area and allow you to
see various Mechs long before thay

reach you, If you can, use your artillery
to destroy them as they approach.

If the minelayer isn‘t in its own Force
Group, assign it to Force Group 4.
Immediately order it to lay mines south
along the road it's on. (This will take care
of some tanks that arrive late in the mis-
sion.) Once the forest to the northwest
ends, stop laying mines and head for the
road through the trees southwest of the
nearby farm. Move the minelayer at full-
power down the road and just past the
point where it intersects with another
road. Turn the minelayer around and lay
mines all the way back up the road until
halfway from the forest edge to the farm.
This should take care of some Saracens
that soon attack down this road. Send the
minelayer to the western farm.

Send Force Group 1 to the westarn
farm, but leave one light Mech behind to
protect the eastern farm in case a
Saracen gets through. Once you've
destroyed the Saracens, send this Mech
to the western arm also.

MISSION 6: This guy thinks that he’s “King of the Hill,” but if you

rush him, his Long Range Miss are useless

With the minelayer, begin mining
the ground south of the farm and west
of the field. Mine as much as you can
before the enemy begins to approach
that way. Move the minelayer away at
full power and bring it northwest of the
farm and across the field. They enemy
will try and get to the barns, so destroy
them as quickly as you can.

Once the first wave is dead, use the
minelayer to mine the path through the
forest at the far northwest side of the
fields. Mine a short distance on the far
side of the path, favoring the north, and
then mine at a diagonal halfway back to
the farm. Once that is done, head imme-
diately north to the northeast edge of
the field and begin mining that path to
intercept the LRM carriers that will
approach that way.

At this peint, it's a free-for-all.
Hopefully, many enemy units will be
destroyed by the mines. You will have to
destroy the remainder directly. Use
artillery if necessary. And remember,
they will destroy the barns if given a
chance. Once all of the attacking enemy
has been destroyed, the mission ends.

OP1 - Mission 6

MISSION: The Jaguars control a fortified
position in the Kaio Industrial Zone that
must be cleared out before your forces
can advance.

LOADOUT: You can win this mission
with heavy, powerful Mechs with
medium and long-range either weapons,
or lighter, faster Mechs that can cover
ground quickly.

BATTLEPLAN: Do not go straight up the
middle. Instead, head west from the
drop site and move north along the
coastline. Make your way through the
wall of the base and blast your way in.
You'll tangle with a number of smaller
vehicles, SRM Carriers and J. Edgar light
tanks. Advancing, six Firestarters will
close to attack.

Here's some tactics for dealing with
an attacking group like the Firestarters:
Concentrate all firepower on one Mech at
atime. If it is knocked down, change tar-
gets. If its Status Bar gets reduced to a few
red pixels, change targets.
Once the threat has been
removed from as many of
the enemy Mechs as pos-
sible, start finishing them
off. Or, concentrate fire
until dead. Your choice.

The Firestarters will
withdraw toward a Catapult
that is coordinating the
defense. Let them go and
head northwest instead.
There are a number of
warehouses there con-
taining valuable salvage,
Once you have captured
them, move toward the
Catapult. Engage it with
long-range weapons at
first, and then rush it as
quickly as possible to neu-
tralize its weapons, Once
the Catapult is destroyed
the mission ends,
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eaders Requests

The best hints and tips that money can buy!

After last month's cheat code extravaganza, The Tip of the Month prize
package returns in all of its glory. If you're a fan of role-playing games,
you owe it to yourself to give Final Fantasy Vil a try. It's unlike any RPG
you've ever seen on the PC, and the deep story and characters will keep
you going to the end. To help you in your travels, one of our readers has
supplied some handy tips for acquiring enemy skills. We also have even
more cheat codes for the ne’er-do-wells among you.
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Final Fantasy Vil

To help welcome Final
Fantasy Vil to the PC uni-
verse, | have a handful of
hints to help you get started:
* Try and steal from everyone
you can. There are a number of crea-
tures throughout the game that carry
items that you won't be able to get for
a long while.

* Save constantly! There's nothing worse
than completing a tough part of the
game only to have to replay it because
you forgot to save and then ran into
problems later.

* Pay attention to your surroundings.
Look for glimmers and out of place
colors. Usually these point out treasure
chests or Materia.

* To get Aeris’ ultimate limit, Great
Gospel, you must first return to Junon
with the buggy. Cross the river near the
mountains and enter the cave on the
other side. The old man will give you a
gift any time the last two numbers in
the number of fights you have fought
match up. The first time you visit him,
he will give you a bolt ring. The second
time he'll give you Mythril, Return to
the second continent and go to the iso-
lated house across from Gold Saucer
Desert. Give the man inside some
Mythril (he will only be there after you
get the Tiny Bronco), Open the small
chest upstairs. Inside is the Great
Gospel. Note: You can only do this
before the Temple of the Ancients.

Make sure to get all of Aeris’ normal
limits and then use this on her.

Here's a good listing of every
enemy skill in the game and the
easiest way to get it

* Matra Magic - Midgar area, Custom
Sweeper. They shouldn't hesitate to
cast it on you.

+ L4 Suicide - Chocobo Ranch area, Muu.

Wait for them to cast it on you, but be

careful that no one in your party has a

level that's a multiple of four.

Chocobuckle - Chocobo Ranch area,

Chocobo. This has one of the weirdest

effects and is a very difficult one to get.

You need to find a L16 Chocobo (they

ride with birds and elephants only).

When you find one, feed it three Curiel

Greens (which are the most expensive

ones you can buy at the ranch), then

cast L4 Suicide. The chocobo will be
happy to give it to you.

Flame Thrower — Mythril Cave. Run

around until a dragonfly-like monster

begins to attack you. Wait until it casts
the spell on the person holding your

Enemy Skill.

Laser - Gold Saucer prison. In the junk-

yard, run around until you fight a

spider-like creature. Manipulate it and

have it cast Laser on the person with
the Materia. You can also get this from
the Dark Dragon in the final dungeon,

+ Aqualung - Gold Saucer area, Chimera.
Ride the buggy around the inside of
Gold Saucer desert. When you fight a
Chimera, manipulate it and have it cast
Agualung on your
party. Be warned
though; this spell is
extremely powerful and
can devastate your
party if you are not
over L20, If you have
trouble getting the skill
this way, you'll have to
wait and get it from the
Serpents on the
crashed Gelnika.

* White Wind - Fort
Condor area, Zemelzett.
Get the buggy from the
Gold Saucer, Take it
into Costa Del Sol and
stowaway on the boat.

-

Condor until you find the Zemelzett.
Manipulate it and cast White Wind on
your party.

Frog Song - Gongaga area, Touch Me.
Run around the forest until you find
one. They will cast it if only one person
is not a frog. You can set this up using
Maiden's Kisses. Higher level charac-
ters can manipulate them.

Big Guard - Gongaga area, Beachplug.
Run around a beach coast until you
find one. Manipulate it and have it cast
Big Guard on your party.

Death Sentence - Cosmo Canyon,
When you are in the Gi Caves, there
are a number of creatures that will use
this spell. This is the only place you
can get this spell and you will only

be at this location once.

727? - Nibelheim, Jersey. This creature
lives on the right hand side of the

Cheater's Corner

Grand Theft Auto

NINEINAROW

IAMTHELAW
ITCOULDBEYOU

SUcCKmMmYy
ROCKET

ITSTANTRUM

HATEMACHINE

BUCKFAST

HEARTOFGOLD

IAMGARYPENN

IAMNOTGARY
PENN

When you get back to
Junon, leave the city
and run around Fort

In order to gain some of the abilities you need to be successful in Final
Fantasy VII, you'll have to subject yourself to enemy attacks.
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fight them, the
on the person c:

get it frum nm..- s dad when w:u climb
the da. If t

around inside the Gaea Cllh‘s
Daath FOI’{.L‘ - Wuta

t anlj
person

until you find o E‘uiam;\ulah
have it cast Death Fo

have it

perso

ramove 100 of your s

tob Calp{ul

Magic Br

around the inside of the

until you find one. Manipula

have it

party. This spul! clues heavy damage so
make sure to heal yourself quickly.

Bad Breath — Gaea Cliffs, Marlboro.
Found outside the Gaea Cliffs. Wait
until it casts it on you or, if you're pow-
erful enough, manipulate it. You can
also fight it in the Final Dungeon.

5

ter will get
knocke , and the Zolom will
cast Beta on the remaining two.
Gablin Punch - Goblin Island, Goblin.
rtheast part of the map t

ARE YOU A GAMING

GENIUS?

Do you know the secrets to every PC game
ever made? Want to share your love of gaming
with the world? Then Strategy Central wants
you for The Tip of the Month Club

Every month we'll select a letter that
gives the best advice or puzzle solution to a
current game, and the lucky winner will
receive a slew of prizes, including a PC Gamer
T-shint, a free strategy guide to inspire you, and
a PC game pulled randomly from our myste-
rious and sinister Box 0 Prizes. Send letters to:

STRATEGY

pulate her and hav
lon lhr<

C '\t FI.J'II Cure o
dying move will be Pan(h
—Chris Sutton Omaha NE

Good work Chris. You are definitely “da
man " and for your efforts we are awarding
you our Tip of the Month prize package.

of freedom is eternal:

VIGILANCE.

Single-player And deathmatch modes.

Only on HEAT.NET

Welcome to the Real Underworld
A world of surveillance, secret weapons, strategy and
photorealistic action. A World where 8 counter-terrorist
agents are thrust into explosive missions of cooperative
stealth and deadly conspiracy. Where knowing the right
gun to pierce a bulletproof vest is as important as the

ability to hack a security code. A world where the price

e
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) [ | -*-

f | | ’l




magine
The statues on

Easter Island were:

- Chipped from

volcanic rock by enslaved

Peruvian explorers.

TVVO of the

= Religious icons of
a totally stoned

civilization

= Carved by
extrarferrestrials as
advertising for
some movie playing
a long, long time ago,
in a galaxy

far, far away.



magine Media
reaches 7.5

million people

every month*-

WOf/d g greatft secrets.

with eight
(e }
magazines,
an Internet radio
network, ana
awesome

websites.

www.imaginemedio.com

Imagine Media with passion
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pparently, the
word for our
October issue is
“mama.” If you
can find the four other
places it appears in this
month’s letters section,
well — you probably
ought to find yourself a

life. In the meantime,
write us a letter! We like
getting mail from all
kinds of folks, so
whether you are a
mama, need a mama, or
even are a mama's boy,
we want to hear what
you've got to say.

Let's Hear From You!

Write to:

PC Gamer Letters
Imagine Media
150 North Hill Dr.,
Brishane, CA 94005

or E-mail to:
peeceegee@aol.com
wWww.pcgamer.com
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We knew we weren't alone in lamenting the rumored absence of Joe Frazier from EA Sports’ upcom-
ing Knockout Kings. There's still a chance he'll be included — but apparently George Foreman is
right out, which is just as disappointing.

Weasels, Weenies,
and Hamsters

Kudos to you, PC Gamer. for your hon-
esty, for pulling no punches in your
reviews, for being brutally frank, Now
allow me to play Devil’s Advocate and
disagree with Lance Lindley who, in a
recent letter to you, maintains that online
gaming is dominated by “assholes.” It's
simply not true. Get online and check it
out. What do you see? [ see online gam-
ing worlds that are dominated by
weasels, weenies, and hamsters. They try
to follow the rules, try to do heroic
deeds, try to develop into noble leaders,
try to save the world. It's repulsive and
mindless. It's pathetic. It's pure pecker-
wood. It makes gamers like me, the real
warriors, want to puke, to make them eat
fiery death. We know these miserable
munchkins deserve to die.

We all pretend to shake our heads

at the guy who smoked Lord British, but
deep down inside — way deep down
inside — we admire him; we admire his
daring, his courage, his ruthlessness.
This guy doesn’t get online after helping
his mama make cookies. He doesn’t
attract an entourage of kumquats to talk
about their Barbies and Kens.

The bottom line is, when you go
online, you don’t go to suck on a candy
cane. If you do, you will pay. You will
kiss my rocket launcher. In short, you
will die, maggots. It's as close to glory as
you'll ever come.

— Dan Gallagher, via the Internet

You heard it, peopla! Dan Gallagher is a real
warrior! This guy’s so mean he won't even help
his mama bake cookies! And he's clearly off his
medication! So watch out!

Coconut Worship

1 am very disappointed with what you

did to Coconut Monkey a few issues
ago. How could you do such a thing?
You destroyed his island paradise and
put his life in jeopardy! Who made up
the idea of Pierre, anyway? If 1 ever find
him, I will take his face and make a
punching bag out of it! Poor Coconut
Monkey has never done anything
wrong, and Pierre is just being a jerk.
I'm just very mad and would have cried
if he did die. Thousands would commit
suicide if this happened; they would tear
down the Statue of Liberty and make a
monument of Coconut Monkey in New
York instead. You just better be careful
of what you do with Coconut Monkey.
— Andrew Pember, via the Internet

Andrew Pember, meet Dan Gallagher.

Sal if Ain’f 50, Smokin Joe

1 just read the “Knockout Kings” pre-
view in the August issue of PC Gamer,
and 1'd like to say how impressed [ am. |
am a big fan of Smokin’ Joe Frazier, and
it does my heart good 1o see that some-
one thinks his absence from a list of
boxing greats is conspicuous. Casual
boxing fans only remember Frazier as
an opponent to Muhammad Ali, Few
remember that it was Smokin® Joe that
thumped All in “The Fight of the Cen-
tury” on March 8, 1971. Anyone that
could put a hurt like that on Ali deserves
to be in the game.

— Joe Shippert, via the Internet

Ear Candy

1 don’t think the music in PC games is
taken seriously enough. The music gets
the player’s blood moving and gets him
energized while at the same time enter-
taining him. MechWarrior 2, although it
came out a long time ago. still entertains
me because the audio tracks are incredi-
ble. | find myself popping my Mech-
Warrior 2 CD into my stereo while I am
playing other games like Uprising and
Unreal. 1 found Unreal’s graphics amaz-
ing, but the music was of such a low
quality that it brought the game's over-
all fun-factor down.
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Another good example is Red Alert
While the game was already fun, the
music was awesome, especially the “Hell
March” track. Maybe game developers
will think about putting a good music
lineup on their CDs like they used to.

— Scott Hellmuth, via the Internet

| am sick and tired of the music that
some games have.... | don’t have all the
games out there but I can say that a big
portion of the games have damn stupid
techno stuff in there. I'm sure it's not the
programmers that have bad taste in
music, but the problem is somewhere
else in the making of games. I'm sure all
of you still have the StarCraft manual, so
take it out and look at the credits section
on the last page. They thank good bands
like Strung Out and Guttermouth. They
even thank Lucky the Donkey (a charac-
ter in a Guttermouth song)! Now, [ don’t
know if I'm asking too much, but I
would love to hear some punk rock in a
PC game — not too much to drive all the
mama’s boys away, but maybe a short
sequence in an adrenaline pumping
sequence somewhere in a game. Bliz-
zard, gimme some good music!

— Aaron Tessier, via the Internet

Another Camper Heard From

What is your problem with campers;
they’re not invincible superhumans that
can’t be killed. Just because they sit at
one respawn point doesn’t mean you die
the instant you appear — you have a
chance to move when they shoot at you.
Obviously, vou aren't quick enough on
your keyboard to move away, Since [
am telling you this, you'll probably
insult me to no end in your magazine,
but 1 don't really care.

— David Herrmann, via the Internet

Well, okay, then: You're ugly, and your mama
dresses you funny.

More Spiders!

1 am responding to a recent letter sent
in informing you of a spider attack while
carrying a PC Gamer. | would like to tes-
tify to the fact that the writer was not

lying. When | bought my August PCG,

uy a sequel i
h hardly ever happen

READERS RESPOND TO:

Are you tired of game sequels?

Why was Deer Hunter — a mediocre game by any standard — such a big success? The finest minds
in computer gaming (as well as ours and James Helferty's) are still at work on this one.

three spiders started to attack me. Hav-
ing a 240+ page magazine in my hand
helped in dispatching them quickly, but
| was downtown and created quite a
scene when | begin smacking the
counter of the local newsstand. Is this
some sort of sick, sadistic practice?

—J. Walls, via the Internet

Thanks for your letter, Mr. Walls. The fact that
you received three spiders in your August issue
explains why e couple of other readers didn't
get any spider at all. You should consider your-
self lucky. Please feel free to keep the two sur-
plus spiders as a gift from PC Gamer. And don't
say wa naver gave you anything.

Hunting for Explanations

Just a thought about Mr. McDonald’s
recent column about the popularity of
games like Deer Hunter (Extended Play,
August 1998), Perhaps the reason the
newer gamers are so eager to buy these
simplistic games is
that they don’t
have the time to
invest in some of
the more complex

the origi

difterent from

and immersive games. | know how hard
it is to get the free time to start back into
a quest you know will take a couple
hours to finish. People in the 1990s seem
to be all stressed out, have no time, etc.
Perhaps buying a simple game like Deer
Hunter allows them more flexibility,
time-wise, than some of the other. more
complex games.

And then theré's the newbies.... It's
not that confusing once you think about
it; they want something to introduce
them to PC gaming: They'll buy Deer
Hunter, learn how to install a game for
themselves, learn about setup configura-
tion, learn about how to use the key-
board for gaming...and all in a neat little
package at a nice low price.

Then, when they've mastered all
that and realized that the game is crap,
they'll go out and buy a copy of Quake II
or Unreal.

— James Helferty, via the Internet

That's an interesting theory, James, and one
we've sean applied to Myst as well as Deer
Hunter. But we prefer another, simpler explana-
tion for these games’ successes. People are
sheap. Except, of course, for the intelligent and
discerning readers of PC Gamer.

ime
with that?




MEMBER CARD

TODAY!

IT'S YOUR
1ickeT 1o FREE
CDs, T-SHIRTS,
MOVIE POSTERS,

AND SO MUCH MORE TO
MAKE YOUR FRIENDS JEALOUS

when you activate your membership in the den, you're automatically signed
up to win reasonably fabulous prizes every single week... and that's just one

of the benefits of membership.

you'll also be joining together with the Web's leading voice for independent
daily coverage of music, movies, tv, and sci-fi - all just the way you like if.

it's time you enjoyed the benefits of membership in



an “entertainment.

supersite™

-entertainment weekly

1. detatch the den member card

2. go to http://www.theden.com/pcgamer

3. input the info requested

4. hold the card to the matching fuse on the screen

5. within 10 seconds... your member card is activated

www.theden.com
I I I
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the complete entertainment network from
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RECRUITMENT &

EDUCATIONAL OPPORTUNITIES
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meets

CHNOLOGY

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
omal®, Inc., 1998 PCGAME
e at all locations.

er.com/request Product #167

PC Gamer Online is the Only place to get
your daily dose of Gaming Goodness.

Here are some of the highlights:

COLUMNS

Written by the
PC Gamer editors,
these daily columns
examine the ins and
outs of the gaming
world. Sometimes
controversial, always
entertaming.

DAILY LETTERS

Which way does the
toilet flush in the
southern hemisphere?
Join in on the discus
sion of game-related
questions, mixed with
a healthy dose of
lunacy and just plain

goofiness.

THE COCONUT
MONKEY
ARCHIVES

Stoved here for the
benefit of humanity
are CM's colaring
books, comics, games,
and Quake 11 levels.
Stop in to see every-
one’s favorite simian
miscol.

NEWS

LEVELS AREA

For late breaking Nﬂ'{fﬂﬁ.\' quuniu:
news stories that mat 11 and Unreal levels?
ter to you, the gamer, Stop bj'llwpmnirr

PC Gamer Online is levels area on the
the only place to visit. web, featuring good-
ies for Quake, Quake
11, Unreal, Total
Annihilation, and
many others,

WWWwW.pcgamer.com



Fishing for a new joh?

y T
Electronic Arts-Tiburon is always looking 1o snap up lalented L it
and motivated individuals who want to shape the game Mo : e G =
industry lor years to come. In a little under three years, W 2 7 gt

- S

we've heen responsibie for the development of 13 video
games, including such hits as Madden NFL™ 97 and A
Soviet Strike™™. And with Madden NFL™ 98, - i -
NCAA® Foothall 98, Nuciear Strike™™ and Madden 63, ),
we're expecting another greatyear. S T

If you've got what it akes, come oin SRR -
the feeding frenzy with Electronic Arts AR
newest developer! 3 et NS

Executive Producers  Autio Engineers ' T R
Producers Software Engineers T L RN R

Assistant Producers  Computer Graphic Artists . - LG e, 2 OC AR o
Development Managers Programming/Art Maniagers.y © (0l T L, T

Please lonward résume T
{with demo where agplicabie) 1o, = =S £ 55

Electronic Arts - Tihuron Enterfainment . . ey
Atin: Human Resources TIBURON
P0. Box 940427

: > : I you're nol with us,
I:'Ianllanu. FL32194-042 = you're starting 1o look 2 lot fike bait.

o gl | =

A A e T — — % www.tiburon.com

what ol aitors
have to'say?

Free catalogue 1-800-767-AICS .5 .0 i o
or http:iwww.aics.edu throughout U.S

'to them instead.

iGamerhas its own Internet radio
iere you can hear about all the latest
sten to interviews with gaming industry
gran‘ts And it’s'available only on Imagine Radio
Download the free Imagine Radio tuner today!

! J-Fﬂdf ine

radl

wWww. I mastinera dio.com TO PLACE AN AD, CALL MELISSA
MARRA AT (415) 468-4684 EXT 407
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MARKETPLACE

amennon

DEALERS

Are You Looking
For Higher Margins 2

Start Selling

PC-GAMES

Top Selimy PC Games
Best Prices
Latest Releases

Best Service

Gall Us & Request For A Price List

Dealer & Whalesaler Enquines Dy

4 /"/

TEL: (949)367-1090 FAX. (949)367-1045

ONE SOURCE
{hat has it al EMAIL compu@ fea.nel
WWWw.compuexpert.com

Go to www.pcgamer.com/request Product #116

There is only

T

HE EPIC ADVENTURE FROM COCONUT MONKEY.

Action Software is your
source for CD-ROM
N software. We are an
f] international
distributor of
CD-ROM software
with prices lower than
wholesale. Browse our
| online catalog for the best
pr'lces on productivity and entertainment
Y software for adults and children.

) Check out our fantastic prices and titles at:

| .actloncd.com

Adl.n &%oﬁ{‘rwom ﬂl@@

(440) 942-9091

Go to www.pcgamer.com/request Product #009

COMING SOON TO A PC NEAR YOU.



ADULT CD-ROM - MPEG - DVD - CDI - VHS VIDEO - OVER 1,000 TITLES

VISIT US AT: www. Mldnlg‘htMM.com
E-MAIL: MidnightMM@MidnightMM.com

AEE-ROH IHTERAC_‘!"WES | GAMES -

5 W‘nnuu BiSES

“TTBOYZ BLACK.,
CYBERSTRIP BLACKJA
CYBERSTRIP POKER
DIVA X: KAROU ...

»3323335 BB5E!

VISA - HASTE ARD - J\HERICAN E)(PRESS CHECI(S MIO’s

Le PER T?S‘é‘ FREE éT 800-§l ‘29‘ e

MIDNIGHT MULTIMEDIA. 147 £. BROADWAY, SUITE 34
GLENDALE, £A 91205 — U.S.A.

* R
KIDS * REFERENCE B emesal v AN

% Your Online Source for
... COROM Softuare MARKETPLAC
% Best Prices % Biggest Selection
* Worldwide Shipping It's the Affordable and
* Sﬁg nf]'eg g:fg :vee"t Effective Way to Sell Your
- and Ur nine-at Product to the Growing
www.stargatesoftware.com Computer Game Market!

\ call: 215.674.9877 J

T0 PLACE AN AD, CALL: (415) 468-4684 EXT 407

R& G GAMES WE BUY & SELL
Po Box 5008 Glendale Hts, IL 60139 NEW & USED PC CD GAMES

In U.S. call 1-800-525-4263

Email: rgeames(@aol.com & HINTBOOKS

Fax 1-630-980-9996

_“ Canadians call 1-630-980-9995 Visit our Website http://members.aol.com/RGGAMES/index.html
*“Used Titles™ F-15CD $28 Legacy of Time CD $27 SkynetCD §15  X.comApocalypse CD  §25
Age of Empires CD §29  F-22Raptor CD $28 Legends 98 CD $22  Soldiers at War CD $27  X-com Interceptor CD $30
Ammour Command CD $24  F-22 Lightening 2 CD $22 Lords of the Reaim 2 CD §15 Space Quest6 CD $20  X-Wing Vs Tie Fighter CD $23
Army Men CD §27  FableCD $15 MAXCD $20  Spec Ops CD $20  Zork Grand Inquisitor CD  $30
Battlespire CD $28  FalioutCD $29 MDKCD §24  Star General CD $15 "™ New Titles*™
Battiezone CD $29  Forsaken CD $26 M1 Tank Platoon 2 CD $26  Star Fleel Academy CD $29  Amored Fist 2 CD $35
Betrayal in Antara CD §18  Front Page Baseball 88CD  §22 Meat Puppet CD $22  Starcraft CD CD $29  Dark Reign CD $26
Circle of Biood CD $18  Front Page Football 88CD  §22 Mechwarrior 2 Merc CD $20  Steel Panthers 3 CD $26  Descent Freespace CD  §36
Civilization 2 CD $22  Gettysburg CD $25 Motoracer CD §26  Syndicate Wars CD $22  Fallen Haven CD $26
Close Combat 2 CD 829  G-Police CD $28 Myth CD $28  Tie Fighter Collector CD $18  Final Fantasy 7 CD $39
Comanche 3 CD §22  Halls of the Dead CD $22 Nascar Racing 2 CD $22  Tomb Raider CD $23  Grand Theft Auto CD $36
Command&ConquerCD §18  Heavy Gear CD $25 NBA Live 98 CD $24  Tomb Raider 2 CD $20  Landsof Lore 2 CD $39
Com&Con Red Alert CD $25  Helifire CD $18 NHL98CD $22  Total Annihilation CD $27  Lords of Magic CD $39
Curse of Monkey Island CD ~ $28  Heroes Might & Magic 2CD  §25 NCAA Football 98 CD $20  Total Ann Core Contingency $18  MAX2CD $33
Daggerfall CD $27 Hexen2CD §28 Nuclear Strike CD §25 Turok CD $27  Mechcommander CD $39
Dark Colony CD $22 IF-16CD $22 Phantasmagoria 2 CD $22  Twinsen's Odyssey CD $22 RedBaron 2 CD $29
Dark Reign CO §29  |Panzer'd4 CD $26 Privateer 2 CD §19  Uprising CD $22 SWAT2CD $39
Deadlock 2 CD §28  Imperialism COD $26 Quake 2 CD $27  Warcraft 2 CD §18  Triple Play 99 CD $33
Diablo CD $26  Interstate 76 CD $23 Realms of the Haunting CD  §22  Warlords 3 CD $25  Unreal CD $39
Die by the Sword CD $28  Jedi Knight CD $29 Rebellion CD $27  WarWind 2 CD 324  X-com Apocalypse CD $33
Dungeon Keeper CD §23  Lands of Lore 2 CD §22 Shivers 2 CD $18  Wing Commander 5 CD $24  X-Com Interceptor CD $39

Free UPS SHIPPING with purchase of $75 or more
Shipping UPS $6 Airborne $11 Credit Cards/Cashier Check/Money Order accepted Hrs 10am-8pm Mon-Fri
Want to sell us your games: Games must be complete with original boxes, CD's & manuals (NO COPIES) in good condition, working & scratch
free. Make a list including your name, add & phone number if under 10 you can call for prices over 10 fax, email or write. Prices are good for 2
ks. Any ptable games will be returned at your expense $6 ups per box. Prices & availability are subject to change.

Go to www.pcgamer.com/request Product #6681
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IS FADING FAST...
IT'S ONLY

i 510.35!

1415) 821-0299. Complete and (FORMERLY $16.95)
fax the form below.

Complete the form below,
and mail it to: PC Gamer,
c/o Intaglio, 1616 York Street,
San Francisco, CA 94110,

x4 GAMER

NAME

ADDRESS
cITy STATE ZIP CODE

PHONE NUMBER OR E-MAIL ADDRESS

-{mt: M LXLXKL) QUANTITY x $10.95 =

-Ism: S M LX) ouaNTITY x §2595 = §_ = dvisa ) Mastercard JAmEx

CALIFORANIA residents add 8.5% sales tax

OR GET THE
SWEATSHIRT
FOR ONLY

909451

(FORMERLY $39.95)

J Check or money order made payable
to "PC Gamer™ (Sorry, no CODs).

Account number
SHIPPING & HANDLING: United States .....add $500 §_
Canada ............add $7.50 2 Expirationdate |/ |
International ... add $15.00 §_ ; CEURASARNSL VL O il e

- S T Signature

may change without natice. Please allow 4-5 wooks for delivery. All checks mast be in U.S. doltars sed
duties of Taxes mmpased tries other than e during the delrvery af international arders

Orders must include paymont. Products subject
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REQUEST-0-MATIC

Go to: hi,

online reader service.

VW.pcgamer.co
Go to and click on Request-0-Matic

request.
your

Follow these four easy steps to get all the
product information you desire!

Select the product category from a complete
list, or select the vendor's number from the list
below for up-to-date info on your favorite games.

VERTISER

Follow the format to receive all the info you

desire. You will also be able to ac
vendors' web sites from Request-

ess the
Matic.

COMPANY PRODUCT PAGE # INFO # COMPANY PRODUCT PAGE # INFO #
3dfx Interactive Banshee 106-107 030 Interplay Productions, Inc VR Baseball 98 21,253,307 | 382
Jdfx Interactive ViooDoo 2 138 075 Interplay Productions, Inc Heart of Darkness B0-61 351
989 Studios NFL GamaDay 99 66-67 735 Interplay Productions, Inc Baldur's Gate 108 k7]
989 Studios CyberStrike 144-145 744 Interplay Productians, Inc Fallout 2 200-201 k]
Access Software Links Extreme 88 07 Lucashsts Grim Fandango 48a 43
Access Software Links LS ‘99 Edition 143 ma Mad Genius Software Gunhletal 302-303 1
Accolade Test Drive 5 36-37 026 MicroProse Star Trek: Klingon Honor Guard | 93-85 496
Action Software, Inc Marketplace 356 009 Microsoft Matocross Madness 15 see
Agtivision Heretic Il IFC 020 Microsoft Urban Assault 234-235, 23] | eme
Activision Civ3 335 028 Microsott Age of Empires 29 see
Activision Heavy Gear 2 132133 o2 Midnight Multimedia Markatplace 357 487
Activision Fighter Squadron 160-161 027 MindSpring MindSpring 176 438
Advent Advent Speakers 280-281 349 Manglith Productions Shogo 56-57 493
AlignWare PC Systems Systems 272 008 Monolith Productions Get Medieval 127 43
American ANKO Joystick 264 016 Manalith Productions Rage of Mages 180 495
Amin. Inst. for Comp. Seience | Recruitment 355 L Muonsoon Monsoon 23 489
Art Institute International Recruitment 354 167 Ongin Systems WW Il Fighters 8283 187
ASC Games TNN Outdoors Hunter 12 029 Patch Products Kuba / Play This Play That 3 608
ASC Games Sanitarium 104-105 024 Philips USB Peripherals PC Speakers 261 603
ATl Technologies Graphics Board 250 03 Piranha Interactive Mormheus 206-207 606
Aureal Semiconductor A3D 2z ms Piranha Interactive Dead Reckoning 314-315 605
Bethesda Softworks Red Guard 103 044 Psyanosis Global Domination 222223 607
Blaze Technologies Blaze 334 041 QuickShet Technology GenX Senes - Joysticks 73 642
Boston Acoustics Inc Personal Desktop Audio il 045 R&G Games Markatplace 37 881
BSG Laboratories Sunvival Guide 270-ZN 043 Red Storm Entertainment Dominant S 65 685
Bungie Software Myth Il 80-81 046 Red Storm Entertainment Tom Clanc 170 682
Canopus Corporation Pure 3D 2 17 093 RedOrb Entertainment Warlords 174-175 042
Columbia House CO ROM 267 soe RipCord Games Retum Fire 46-47 vee
Compu Experts Marketplace 356 118 RipCord Games Space Bunnies 158 ses
Creative Labs Inc Graphics Product 0BC 108 RipCord Games Enemy Infestation 244-245 eee
Craative Labs Inc Sound Blaster Live 211-214 1n7 RipCord Games SpecOps 344-345 | ene
CyberWamior, Inc Rubies of Eventida 28 AL SCAT Intemational Ultimate Pardmer 115 42
Diamond Multmedia Monster Fusion 134135 122 Force Feedback Wheel
Dreamwaorks Interactive 162-163 sse Segasoft Plane Crazy 58-69 1743
Earthlink Netwark 208 178 Siarma/Dynamix Aed Baron Deluxe _|IBC 113
eBay ] 116 180 Sierra Studios Return to Krondor B7 12
Eidos |nteractive Tomb Raider 3 1819 181 Sierra/Dynamix Pro Pilot 52-53 114
Eidos Interactive Eidos 143 174 Siema Studios Cassar il 96-97 11
Eidos Interactive Commandos 150-151 170 Siema/Dynamix StarSiege/Tribes 183-187 (98
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