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Features 

Scoops 

16 Alone in the Dark 4 
Our favorite detective of the 
supernatural is back, trying to 
survive the horrors lurking in this 
resurrected adventure series. 
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20 Rune 
Return to the time of the Vikings 
as Human Head Studios uses 
the Unreal engine to bring you 
this fantasy hack'n'slash game. 

Chris Taylor's Dungeon Siege: 
The Best of Both Worlds 
6 8 Whatever happened to Chris Taylor, the man responsible for 

the blockbusting Total Annihilation? Did he take his profits 
and retire to a deserted island to spend the rest of his days 

lazily sipping on margaritas? No! He's been working overtime on 
Dungeon Siege, a roleplaying game that may even give the vaunted 
Diab/a II a run for its money, and we've got the first in-depth look. 

23 Earth 2150 
As the Earth moves inexorably 
closer to the Sun, you'll need to 
use your real-time strategy skills 
to save the population. 

2 4 Simon the Sorcerer 3D 
Put your thinking caps on as 
you explore the new and bizarre 
3D world of Harry .. . um, Simon 
the Sorcerer. 
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Close Combat IV: I ., 

Battle of the Bulge 

Dirt Track Racing 110 Jane ft A-18 ., 
FIFA 2000 
Flight Simulator 2000 

Gabriel Knight Ill: 
Blood of the Sacred, 

94 Interstate '82 

110 Jane's F/ A-18 

121 NBA Basketball 2000 

Blood of the Damned 113 NHL Championship 2000 

82 Planescape: Torment 

84 Quake Ill Arena 

122 Star Trek: Hidden Evil 

118 Test Drive 6 

105 Tomb Raider: 
The Last Revelation 

166 Tomb Raider: The Last Revelation 
We help you guide Lara through 
some of the tougher sections. 

172 Asheron 's Call 
Looking to start an alternate life in this 
online RPG? We're here to help. 

Departments 
8 Disc Pages 

See what Jeremy has in 
store for you on the CD. 

30 Eyewitness 
Sierra ta lks about its recent 
restructuring, Brazil bans six 
popular games, and another 
great contest head up this 
month's news. 

146 Extended Play 
Tom takes the fresh 
Mech Warrior add-on pack 
for a spin and tries out 
some new Operational Art 
of War campaigns. 

149 Multiplay 
Morris and Luton try to 
figure out if Unreal 
Tournament has survived 
the arrival of Quake Ill. 

150 The Point After 
Smoke makes a plea to 
developers to push the 
envelope in single-player 
sports games rather than 
drift over to the dark side: 
multi play. 

154 The Killing Box 
Which is better? Unreal 
Tournament, Quake Ill 
Arena, or Combat? Colin 
weighs in with his answer. 

158 Alternate Lives 
Wolf spends some time 
with Vampire: The 
Masquerade - Redemption 
and tells us what it's like to 
be a god. 

159 The Desktop General 
The Colonel tries his hand 
at a hypothetical wargame 
that deals with an obscure 
little war in South America. 

160 Sim Column 
Andy speaks his mind on 
Hasbro's decision to yank 
the plug on MicroProse. 

178 Letters 
This month we give our 
female readers center stage. 

184 Backspace 
It's A lex Garden's turn at 
bat for our always crazy, 
always entertaining, PC 
Gamer questionnaire. 
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lmperium Galactia 2™ C 1998 GT Interactive Software Corp . All Rights Reserved . Developed by Digital Reality . Published and distributed by GT Interactive Software Corp . 

Reign supreme over the universe with the most massive real-time strategy game ever : 
IMPERIUM GALACTICA II-ALLIANCES . Wage intergalactic imperial war. Build and manage an 
enormous interstellar empire . Featuring four full CDs of Hollywood-quality cinematics , 
state-of-the -art gameplay and a ground-breaking game interface, IMPERIUM GALACTICA 11-



ALLIANCES offers hundreds of hours of 
ep i c empire-building action . The 
conquest of the universe has begun . Join 
the empire - and seize your chance to rule. 

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



© 1999 Sierra On-Line Inc. All Rights Reserved. Sierra, Sierra 6 
are Trademarks of Sierra On-Line, Inc. The Massive Enter! 
of Massive Entertainment AB. 





THE CD 

AND GOD SAID, 11 LET 
THERE BE DEMOS ... " 
... AND THERE WERE DEMOS. AND GOD SAW THAT THE DEMOS WERE GOOD. 

H allelujah, brothers and sisters! Con
sider our little niche in the universe 

blessed with gaming goodness. We have 
ten marvelous, brand new, playable 
demos for you this month. To top things 
off, we have a full Allegiance beta that 
will give you a hands-on peek at where 
massively multiplayer onl ine gaming is 
headed. For those who still haven't 
downloaded it, we also have Quake Ill 
Arena from the guys who invented 
deathmatch, along with bits from Inter
state '82, Star Trek, Antietam!, and a sur
prisingly fun Lego Racers game. Can I 
get an Amen? 

To enjoy the demos, just slide The 
CD into your CD-ROM drive and wait for 
the handsome new interface to appear. 
Choose a game, read the README, and 
launch the install. It's that simple. 

Unfortunately, we can't provide 
technical support for the games con
tained on the disc. However, if the disc 
itself is scratched or defective, you can 
order a replacement from http://support. 
imaginemedia.com. 

INSTALL 
Wheayai1'19 
191dyto 
1111111111111 
dilpllyed 
d111111,cllcll 
tblalllllHtD 
llullchth■ 
lllllppro
.,.._11 • .
llelptoclilltl 
thlintarflCI 
ltthlslila 
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CIiek 111n to connect dl,....-,ta IJlll:// 
.,,,,.,,_,-,,-,11a.-1orCD1uppor1. 

UTILmES 

CONTENTS 

Try1111H~farth1la111t91-• 
l1111llldl119 _ ._ .. 1■d maps. 

DATABASE 

COCONUT MONKEY 
Wllaf1 INt crazy Coconut Monkey 
ap to HWI_,.? Find• bJ clicking 
..... fllrfu Aft, Coconut Monkey'• 
web1118,1Rdmor■I 

THEREADME 
View and Print th■ r■■dffll fill for 
th■ 11IICl8d dime. 1111 Readm■ fill 
..... ,., cDldllM 11Chnlc1l lnlonnl
tion, control k■ys. ■Rd ffl019. 

THE DEMOS 
Quickly and easily jump tD the d■mo 
of your choice. Move th■ 11101111 OY1r 
th■ plctur■ I'll III I dnlp-down 
dncriplion of die dllno, ■Rd click 
the pictul9 to go dl19ctly Iller■. 
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ALLEGIANCE 
INSTALL: \Allegiance\Setup.exe 

TECH SUPPORT: www.microsoft.com/games/ 

♦ CATEGORY: Multiplayer Space Shooter 

COMPANY: Microsoft 

REQUIRED: Pentium 266, 64MB RAM, DirectX 7, 30 accelerator 

Come and get it, folks. This is a full 
beta of Microsoft's new on li ne mas

sively multi player space shooter. Here's 
how it works : Instal l the software. If you 
don't have a free account at The Zone, 
you will be prompted to sign up. Once 
that's taken care of, launch the game 
and follow the menus. You may be 
required to download an update. Train, 
and then join a game in progress. 

This is a time-limited beta . It will 
span one month , from February 5 
through March 8. Only 10,000 users can 
sign up per week, and users can play for 
no longer than one full week. The upside 

Incredible graphics in a massively multiplayer 
universe? And they said it couldn't be done. 

of all this is that you will be playing the 
full game, not some scrawny demo. The 
training missions will cont inue to work 
after the beta has expired. 

Th e retail version wi ll be on shelves 
around March 15 ! Keep an eye out. 

INTERSTATE '82 
♦ INSTALL: \i82\i82demo.exe 

TECH SUPPORT: (3101255-2050 

CATEGORY: Racing/Action 

COMPANY: Activision 

REQUIRED: Pentium 233, 32MB RAM, Direct)( 7, 30 accelerator 

Remember Groove Champion, hero 
vigilante of Interstate '76? Well, he's 

not doing so well. In fact, all that's 
known is that his trailer was knocked 
over by a couple of bomb-toting bad
dies, and now it's up to his little sister 
and Taurus to track him down and pay 
some revenge ... 1980s style. 

The feel of Interstate '82 has 
changed substant ially since its predeces
sor. The hardware-accelerated graphics 
bring a new level of detail. In this demo 
you will slug it out in the streets of a life
size city, as well as venture off into the 
barren, hilly desert. 

Also new to the game is the abi lity 
to jump out of your car and hijack 
another one. Is your vehic le nearly 
toasted? Want to t ry out some new 
weapons? Just hop behind th e wheel of 
that sporty Corvette at the gas stat ion . 
Just be sure to take cover - on foot is 

You get to blow things up on the streets of Las 
Vegas. What more could you ask for? 

THE CD 

QUAKE Ill 
ARENA 

INSTALL: \03Arenal03A0emo.exe 

TECH SUPPORT: (31 OJ 255-2050 

CATEGORY: First Person Action 

COMPANY: Activision 

♦ REQUIRED: Pentium 266, 64MB RAM. DirectX 7, 30 accelerator 

It's time for the third and final incarna
tion of Quake, t he defin itive death

match experience. Here we have four 
complete maps from the ful l game, 
along with six amazing bots, each with 
their own un ique personal ity qu irks. And 
if you heard that Quake Ill Arena wasn't 
a single-p layer game, don't be li eve the 
hype. Th ese bots do pack a punch. 

Of course, at its core, Quake is and 
always has been a multip layer death
match game. Take this demo on li ne to 
test your mad skill z, or, even better, if 
you 're hooked up with a home or office 
LAN you can hear the sh rill cries of your 
friends live and in person. 

The pertinent question at hand: is 
Quake Ill Arena better than Unreal Tour
nament? You'd be hard-p ressed to fi nd a 
unanimous consensus anywhere in our 
office, so it's up to you to decide for 
yourself, make a web site, and inform 
the ent ire world of the right answer. 

Is Q/11 better than Unreal Tournament? Many argue that 
it has an advantage in the beauty department. 

STAR TREK: HIDDEN EVIL 
INSTALL: \StarTrek\hiddenevil.exe 

♦ TECH SUPPORT: (3101255-2050 

CATEGORY: Adventure 

COMPANY: Activision 

REQUIRED: Pentium 200, 32MB RAM, OirectX 6.1 

T he life of an ensign in Starfleet more 
often leads to a cold death than it 

does to a promotion to duty officer. This 
is because they are expendable, often 
without a first name. But surely you can 
prove the rank of Ensign worthy of bet
ter attention . Surely you can get it done. 

When a routine archaeological 
exercise on a strange planet goes horri 
bly awry, you become the only one who 

In this latest Star Trek game, you'll find Captain Picard rendered in real-time in all his bald goodness. 

can rescue Captain Picard and Lieu
tenant Data from deadly lase rs and hos
tile invisible aliens. Impossibl e? Perhaps, 
but there is no alternative. 

www. pcgamer .co m 

While the demo is relative ly short, 
the cherry on top is a remarkable ditty 
sung by your favorite android. That si lly 
robot has more soul than Billie Holiday. 
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SWAT 3: 
CLOSE QUARTERS 
BATTLE 

INSTALL: 1Swat3\swat3demo exe 

TECH SUPPORT: 18001 757-7707 

♦ CATEGORY: Action/Strategy 

♦ COMPANY: Sierra 

♦ REQUIRED: Pentium 233. 32MB RAM. DirectX 6 1 

Rainbow Six fans beware: there is a 
new kid on the block, and he's one 

smart bu lly. It's called SWAT 3: Close 
Quarters Battle, and here is your chance 
to get acquainted. 

A Turkish ambassador, Jemil 
Kemal , has been kidnapped . It is 
believed that he is being held hostage at 
an export shop in downtown Los Ang e
les ca lled the River Tigris, a known hide
out for a group of terrorist freedom 
fighters. It is up to you and your squad 
of elite SWAT personnel to get him out 
and capture the head bad guy. 

The interface is a great improvement 
over the competition . If you want your 
squad to open a door or search a particu
lar area, just point your mouse toward it 
and choose from the list of commands on 
the left side of the screen. Just be cau
tious! Like in real life, one bullet kills in 
this game, and those automatic rifles toss 
out seven hundred a minute. 

Normally, we find interesting trinkets in export stores. 
Today, we find terrorists. Take 'em out. 

------§§<>§¢ 

Sierra's new engine allows the player to posi• 
tion the camera just about anywhere. 

GABRIEL 
KNIGHT 3: 
BLOOD Of THE 
SACRED, BLOOD 
OF THE DAMNED 

INSTALL: \Gk~abe3dem exe 

♦ TECH SUPPORT· (8001 757-7707 

CATEGORY: Adventure 

COMPANY: Sierra 

♦ REQUIRED: Pentium 166. 32MB RAM. DirectX 6 1 

Could this game single-handedly revi 
talize the adventure game genre? 

Take a peek and judge for yourself. In 
this demo you play Grace Nakimura, 
partner of Gabriel Knight . This chapter 
takes place on the second day of the full 
game, after all the relevant set-up. 
Here's the scoop: Gabriel has been 
entrusted with the newborn son of a 
Prince who fears for the life of his off
spr ing. Soon after, Gabriel completely 
flubs his duties as ca retaker and the 
baby is kidnapped from under his eyes. 

Now, it seems the Prince's family 
has always had an issue with vampires. 
That is, vampires have had an interest in 
them for centuries. It is feared that the 
evi l bloodsuckers have abducted the 
baby, and the trail is followed to a sma ll , 
mysterious village in France. That's 
where the demo comes in . Good luck! 

SID 
MEIER'S 
ANTIETAM! 
♦ INSTALL: \Antitam'Antietam_Demo exe 

♦ TECH SUPPORT: www.ea.com/tech_support/ 

♦ CATEGORY: Strategy 

♦ COMPANY: Electronic Ans 

REQUIRED: Pentium 133, 32MB RAM. DirectX 6.1 

Strategy nuts, gang way. Sid Meier is 
in the house. 

In this demo we are treated to two 
scenarios and three tutorials, all ren 
dered in the same awa rd-winning engine 
from Sid Meier's Gettysburg! If you ever 
wanted to relive this bloody episode of 
American history, here's your chance. 

Need a little background? On 
Wednesday, September 17, 1862, 22,726 
soldiers were killed or wounded in what 
is acknowledged as the bloodiest day of 
the Civil War. That was the battle of 
Antietam, which lasted a mere twelve 
hours, and ended in a tactical draw. Both 
sides exhausted, neither had the 
strength to continue the battle. Could it 
have gone down differently? Could a 
better strategy have been im plemented? 
Did General Lee make a bad call? The 
answer lies with you and this here game. 
Get it done, soldier. 

The training missions will teach you how to 
maneuver regiments and call in artillery. 

oo-§<x>-------

TEST DRIVE OFF-ROAD 3 
♦ INSTALL: ITestDrive\tdor3demo.exe 

♦ TECH SUPPORT: www.tdor3.com 

♦ CATEGORY: Racing 

COMPANY: lnlogrames 

♦ REQUIRED: Pentium 200, 16M8 RAM, DirectX 6.1 

T hose lucky enough to own a truck 
suitable for off-road terrain have 

probably felt the urge once or twice to 
jerk the steering wheel to the left, leave 
the safety of the pavement, and down
shift into the open hills. If only it weren't 
for that blasted law thing . 

Well , here is everyone's chance to 
play in the dirt just like that, with abso
lutely no danger of Smokey raining on 
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the parade. The demo 
conta ins one track and 
five opponents to give 
you a little chal lenge. 
Be sure to check out 
the README file for 
the key assignments, 
since there isn't much 
of a user interface or 
menu screen . 

For those who like a 
little variety, I found that 
restart ing the game may 
cause your car color to 
change. Who needs an 
" options" menu with 
features like that? 

It's a good idea to follow your opponents once around the track to get 
the lay of the land. Racing these guys can be quite a challenge. 

www . Oa i ly Radar . com 



LEGO RACERS 
♦ INSTALL: \Lego~egoracers.exe 

♦ TECH SUPPORT: 1800) 366-6062 

♦ CATEGORY: Racing 

COMPANY: Lego Media 

REQUIRED: Pentium 166, 32MB RAM, 3D accelerator, 

DirectX 6.1 

A mazingly, this one is fun for kids of 
all ages. You may think of LEGO 

toys as harmless tools of imagination 
that help budding architects find their 
creative muse, but these innocent LEGO 
types get gruesomely competitive on the 
track. This game packs all the pu nch of 
your average console cart racer . 

While there's only one track in this 
demo, there are sixteen power-ups scat
tered around to give it spice. You can 
also duck into the garage and build your 
own LEGO driver and car from scratch. 
Design actually matters here, and it 
could be the difference between victory 

Racing in a toy world with missiles and bombs 
is a LEGO maniac's paradise. 

and humiliation as you take your custom 
hot rod up against the reigning cham
pion: Rocket Racer! If that name doesn't 
send chills up your spine now, it will in 
the very near future. 

BOARDER ZONE 
INSTALL: lbzonelbzdemo.exe 

♦ TECH SUPPORT: www.boarder-zone.com 

CATEGORY: Racing 

COMPANY: lnfogrames 

REQUIRED:Pentium 233. 32MB RAM. DirectX 7 

T his is the debut title from little-known 
Finish developers, Housemarque. If 

one thing can be said of the Finn pro
grammers, they have a delightful fetish 
for fancy graphics. Boarder Zone is no 
exception, and this demo will give you 
an idea of what their engine can do. 

There are two tracks included, the 
second being substantially shorter and 
designed to test your stunt skills. You 
can also play as either a male or female 
character, and night/day modes are ran
domized. If you don't like the ambience, 
just restart the track a few times. 

EARTH LINK 
INSTALL: \ELINK\SETUP.EXE 

~ TECH SUPPORT: (BOO) 395-8410 

CATEGORY: Online service 

♦ COMPANY: Eanhlink 

REQUIRED: 486, 8MB RAM. 15MB hard-drive space. SVGA, 

Windows 3.1 or higher. 9600bps modem 

E arthLink Network, winner of the 1997 
PC Magazine Editors' Choice Award 

for Best Internet Service Provider, 
supports all kinds of Internet games and 
even has its own online gaming site 
(www.thearena.com ). Earthlink 
membership includes unlimited Internet 
access, unlimited E-mail , a free 6MB of 
space for your own web site, a free sub
scription to blink, Earth Link's newsletter, 
a fully customizable Personal Start page, 
and your choice of browser. 

Look atthese stunning tricks and visuals! Lace 
up those boots, people, 

The controls can be a bit awkward, 
but they make sense once you get used 
to them. Just check the README file for 
an explanation. 

Earth link is renowned for its 24/7, 
around-the-clock superior custom ser
vice and tech support, so if you find 
yourself with questions, rest assured 
that EarthLink will have a friendly repre
sentative standing by to help you out. 

To get you started, EarthLink offers 
PC Gamer readers a 15-day free trial , plus 
free setup (a savings of $25!). After that, 
you ' ll be billed $19.95 a month unless 
you cancel. Take that exceptional value, 
toss in bundles of local access numbers 
and loads and loads of cool features, and 
Earthlink is presenting one opportunity 
that you can 't afford to pass up. 

So what are you waiting for? Fire 
up that modem, load up the goodies, 
and get ready to start surfing the 
Internet Earth Link style! 

www . pcgamer . com 

MIND
SPRING 

INSTALL: WSPRING\SETUP.EXE 

♦ TECH SUPPORT: 1800) 719-4660 

REQUIRED: 486, 8MB RAM, 25MB hard-drive space, SVGA. 

Windows 3.1+. 14.4Kbps or faster modem 

M indSpring will launch you onto the 
Internet with all sorts of goodies at 

your disposal - use E-mail and the World 
Wide Web, read Usenet newsgroups, and 
even gain access to free news, stock infor
mation, and web support. 

The pricing is competitive, too: The 
Light service gives you five hours of ser
vice a month for $6.95 and additional 
hours for $2 each, along with 5MB of web 
space for your own web page. The Stan
dard plan is $14.95 a month for 20 hours, 
with each additional hour costing $1 . You 
also get 5MB of web space with this one. 
The Unlimited service gives you unlim
ited hours for $19 .95 a month along w ith 
web space, and The Works service gives 
you unlimited hours, along with two 
extra E-mail boxes and 10MB of web 
space, for $26.95 a month! 

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

With its affordable pricing and a 
whole slew of serv ices available, Mind
Spring is a good starting point for get
ting onto the Internet. Best of all , if you 
install the software from Th e PC Gamer 
CD, the $25 launching fee will be waived . 
Talk about service! 

HAVING PROBLEMS? 
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A _5aldur's Gate™ E_ngine Adventure 
Into the Spine of the World 

17 - at us1 ons & 
I '\.Dragons® game system. Battle Ice Trolls, Giants, and 
hordes of terrifying Undead - over 70 types of monsters to 
put your valor to the test. 

Awide range of breathtaking environments and 
beautifully rendered terrain. Explore the region known 

as Icewind Dale, from magnificent temples, and ancient 
ruins, to volcanic caverns and icy plains. ' 









EXCLUSIVE! BEHIND-THE- SCENES OF THE HOTTEST GAMES 

Alone in · the Dark 4 
An injection of new blood for an old franchise 

m ure, you've all heard of Resi
dent Evil, Silent Hill, and even 
Nocturne, but how many of you 
remember the game that 
started it all? Infogrames' 1993 

blockbuster, Alone in the Dark, single
handedly started the entire horror sur
vival genre. 

The original game had you playing 
as detective Edward Carnby (or his niece, 
Emily Hartwood), venturing into Derceto, 
a deserted mansion that reeked of evil. It 
was revolutionary for its time, delivering 
the kinds of emotions that were hereto
fore only associated with good horror 
films or novels. There was a palpable 
fee ling of dread as you made your way 
from room to room, solving puzzles and 
encountering otherworldly creatures. 

Gui llaume Goraud, co-founder of 
developer Darkworks, understands what 
it was that gave the original game its 
creepiness. "A lot of times, fear comes 
from what you can't see," he says. "You 
can hear it, you see its traces or pres
ence, it's hidden somewhere near you ... 
it's frighten ing!" 

The Alone in the Dark franchise 
went on to spawn two seq uels . The first 
was a trek through territory occupied by 
ghostly pirates; the second, a romp 
through an old western ghost town . 
While both were enter taining, neither 
captured the true sense of trepidation 
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and terror that was delivered so beauti
fu lly in the first game. 

Well, a ll that's about to change if 
developer Darkworks has anything 
to say about it; Alone in the Dark 4 is 
on the way, and the designers' goal 
is not just to 

a younger man with a bit more flash and 
style than the Edward Carnby of yester
year. He sports a trench coat and a pair 
of blue jeans, and has moves straight out 
of a Wachowski Brothers' movie. 

For th is fourth incarnation of the 
series, our hero is 

make a fun 
game - they're 
going to try 
their hardest to 
scare you to 
death with it . 

Edward 
Carnby is back, 
but not as we 
knew him from 
before. It turns 
out that the 

''A lot of times, fear comes 
from what you can't see. You 
can hear it, you see its traces 

or presence, it's hidden 
somewhere near you ... " 

on his way to 
Shadow Island to 
search for the killer 
of his best friend, 
Charles Fisk. Of 
course, nothing is 
as it seems, and 
Carnby soon finds 
himself caught up 
in someth in g big
ger than he could 
have ever con

-GUILLAUME GORAUD, CO-FOUNDER 

-------··········· 
moniker is recycled from time to time, 
and given to those who meet the spe
cial requirements and are deemed 
worthy of bearing that title. This time 
around, our supernatural detective is 

www. DailyRadar . com 

ceived . Most of the game will take place 
in a sprawling mansion, rep lete with 
hidden rooms, trap doors, and secrets 
galore. Of course, the place will be filled 
with the prerequisite monsters, crea-



■ Edward Carnby is back (sort of), new 
and improved for the 21st century. 

tures, and baddies, all intent on ending 
your explorations. Like its predecessors, 
the game is played from a third-person 
perspective, featuring polygonal objects 
on top of pre-rendered backgrounds. 

One of the coolest gameplay twists 
in Alone 4 is that the entire game deals 
w ith the theme of light versus dark; the 
good guys like the light, but the crea
tures you encounter in the game would 
rather wear shades. Each monster w ill 
react differently to it. Some of the 
smaller creatures w ill scurry away from 
the beam of your flashlight, wh ile others 
may charge you in a mad rush of fury if 
you even so much as light a match 
around them. Even your ammo is going 
to cause you to think carefu lly about 
how you use it; your pistol fires phos
phorus bullets, which both illuminate 
and perforate your target at the same 
time. You 'll also have a laser that you 
can bounce off mirrors to hit monsters 
lurking around the corners of hallways. 

You probably won't want to go 
anywhere in the mansion w ithout your 
flashlight, either. The designers have 
purposely made the difficulty of the 
game increase depending upon how 
dark the area is. For example, if yo u 
walk into a room that's pitch black, 
you'll have to deal with more monsters 
than if you walked into the same room 
and turned on the lights . Unfortunately, 
illumination is a rare commodity - the 
mansion is old, and it still runs on 
gaslights. This means that you'll have to 
get your hands on some matches and 
light up every lamp yourself. But that's 
not all; the supply of gas to the mansion 
is limited, so it can, and w ill, cut out 
from time to time (and probably at the 
worst possible moments), leaving you in 
complete darkness. And if that wasn't 
enough, your flashlight's batteries don ' t 
last forever, either. As fate would have 
it, though, you can find extra batteries 
scattered throughout the house (isn't 
that conven ient?). 

Oddly, despite the word "alone" 

being featured prominently in the title, 
the plan is for Carnby to encounter 
non-player characters throughout his 
journey. The trick is that you won't be 
sure if any of the 12 people you' ll run 
into is out to help or hinder your 
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progress. They should, however, help to 
drive the story along. 

When discussing w hat direction 
the new game w ill take, Goraud says, 
"A lone in the Dark was the first real 
surviva l horror game and was the inspi
ration for other more recent survival 
horror games. With that in mind, we 
plan on keeping several of the elemen ts 
that made the original Alone in the Dark 
a hit in 1993, w hile adding new ele
ments in terms of its graphics, sound, 
and story line." 

We hope that Darkworks w ill be 
able to create someth ing fresh and new 
whi le sticking to the eerie suspense of 
the origina l Alone in the Dark and also 
avoid becoming, ironically, just another 
Resident Evil clone. If it sticks to the 
game plan, we may just be looking at 
the triumphant revival of one of the 
PC's great series. 

-Li Kuo 
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EXIT OPERATION: 
OBSERVE SURROUNDINGS. IF SCENERY IS MOVING-REMAIN IN 
VEHICLE. IF STATIONARY, PROCEED WITH CAUTION TO NEAREST EXIT. 



SCOOP! 
Your first look at... 

Rune 
Bludgeon, chop, pillage, and plunder with some help from the Unreal engine 

hen you think about it, it's a 
little surpr ising th at there 
haven't been more Viking 
games . C mon, let's face it, 

Vikings are basica lly th e perfect materi al 
fo r a computer game - sa iling noncha
lantly to fo reign shores to w hoop ass, 
burn, plunder, and generally get it done, 
this culture presents the idea fodder for 
a PC gaming hero. 

Human Head Studios, a member of 
Gathering of Developers, seems to agree 
and is planning to unleash the Nordic 
bully in us all this summer . In Rune, 
you' ll get to step into the boots of 
Ragnar, a young Viking w ho's try ing to 
follow in th e bootsteps of his bad-ass 
dad. Th at means descending into the 
ca tacombs of a hostile subterranean 
realm to lay waste to end less hordes of 
beasti es . (Of course, I'd always argue 
that i f I'm sent on a j ourney to prove my 
manhood and the very first encounter 
finds me chopping a dozen evil creatures 
to bi ts, then dammit, I already proved 
my manhood and the quest is over right 
there. But hey, w hen your name's 
Ragnar, w ho ya gonn a compl ain to?) 

Rune uses a heavily modified ver 
sion of the Unrea l engine, and features 
many of the graph ica l perks th at com e 
w ith th e technology. But it also moves in 
d ifferent v isual direction s. Som e of the 
engine modifica tions allow for the 
import ing of Softlmage skeletal ar t into 
the character models, ensuring much 
better animation from the char acter s. 
Shadow proj ection will allow shadows 

to climb spookily up w alls, and trans
parency effects wi ll be applied to indi 
v idual body parts. 

" W e didn' t w ant to be just another 
Unrea l-engine game," says programmer 
Chris Rhin ehart. "W e wanted things to 
look big and bold, particularly the 
w eapons you ca rry." No w orries there; 
Ragnar sports some eye-popping imple
ments of destruction . In addition to 
being rendered as a larger, more strik 
ing character than w e're used to seeing 
in third-person action games, Ragnar's 
w eapons include an oversized axe th at 
looks like it could chop dow n a house. 
Every thing else is similarly over the top 
- even the jumping puzzles pack an 
added visual 00mph, with deep 
crevasses aw aiting your plunge (cour
tesy of the engine's ability to handle big
ger open spaces). 

" Ragnar can interact w ith lo ts of 
things, and use them," says Rhinehart. 
" He can chop off an enemy's arm and 
then beat them to death w ith it. That 
tr ick also works in multiplayer mode. 
W e expect it to become a big goal of 
deathmatching ... try ing to chop off your 
buddy's arm and club him with it. " That 
won ' t be the only improvised weapon 
available, either. Torches, castaway 
bones, rocks, and other such dungeon 
detritus can become lethal w eapons in 
the angry hand of a Vik ing. 

While the focus is definitely going 
to be on mass melee combat, Human 
Head Studios is also hoping to keep 
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"You can chop off an enemy's 
arm and then beat them to 

death with it. That trick also 
w orks in multiplayer mode. 
We expect it to become a big 

goal of deathmatching ... 
trying to chop off your buddy's 

arm and club him with it." 
-CHRIS RHINEHART, PROGRAMMER 

-------··········· 
Rune inter es ting for fans of fantasy sto
ry telling. Thus th e developers included 
plot elements such as the Dark Vikings, 
a mysterious race of rebellious brethren, 
a confrontation with whom forms the 
basis of Ragnar's quest. The setting of 
the adventure w ill also shift from the 
under w orld to mountain reaches to the 
forests of the realm's dwarven tribes. 
But while th e scenery may sh i ft and the 
plot may tw ist, you can bet good money 
that no matter w here he goes, Ragnar's 
principal interest w ill be severing heads 
in the most effi cient manner possible. 

So start sharpening your oversized 
axe for the summer 's carnage. Rune 
looks like good fun for any afi cionado of 
the chop. 

- Daniel Morris 







SCOOP! 
Your first look at... 

Topware looks to take the RTS genre to new levels ... literaHy 

hen I was told I was going to be 
previewing Eart h 2150, I almost 
started to weep. It's not that I'm 
not a fan of the genre, but this 

was my very first assignment for PC 
Gamer ... my first chance to show my fel
low gamers my talent (or lack thereof), 
and I get stuck w ith an RTS reeking of the 
musty old fo rmula - take th ree races of 
balanced units on a destroyed planet, mix 
well, and, voila! - instant (and most likely 
b land) RTS game. My eyes rolled, as yours 
are most likely doing now . 

W ell, eyes front and center, m is ter! 
W e've got something quite interes ting 
brewing here. 

Okay, so the set-up's not exactly new: 
150 years hence, Earth 's orbit is decaying, 
bringing it dangerously close to the Sun, 
and it's up to the Lunar Corporation, the 
Eurasian Dynasty, or the United Civilized 
States (the three sides, not races, that you 
can choose to play) to use w hat resources 
are left to crea te an evacuation fl eet. 
Starting from your Home Base, you'll be 
assigned the missions (30 for each side) 
you' ll need to under take in order to 
achieve the ultimate goal - getting the 
hell off a soon-to-be-broiled planet! 

The inter face is extremely well done, 
with up to three camera views available at 
one time. You may work w ithin each view 
- fi ghting, building, and giving orders -
while also switching to w hichever "hot 
spot" you need to on the main view. It's 
nothing revolutionary, but it gets the job 
done with a minimum of fuss. 

As time passes, day turns in to night, 
w eather changes, and all four seasons 
cycle. You're also moving closer to the 

Sun, meaning the earth is constantly 
chang ing, as is the terrain . Your Home 
Base, which started out safely tucked 
away, may now be on a collision course 
w ith molten lava, or fl ooded with wa ter . 

Earth 2 150 sports one of the finest 3D 
engines I've ever seen in a game of this 
type. Steven Peterson, the associate pro
ducer, was extremely enthusiastic about 
the engine: "The 
functionality of the 

For instance, you may choose to have 
your buildings and uni ts si t w ith th eir 
lights o ff, wa iting in th e dark fo r the 
enemy to appea r. A s soon as th ey 
approach, it's lights on and good-bye 
bad guys. 

What's so impress ive about Earth 
2150 is that the impeccable atten tion to 
detail that is being put into th e game is 

not limited to just 
maki ng thin gs 

3D engine is not all 
flu ff; it's not just for 
show. The 3D ter rain 
adds to the strategy 
of the game. It's the 
only 3D engine to 
support actual ter
rain deformation. " 

"The functionality of the 3D 
engine is not all fluff; it's not just 
for show. The 3D terrain adds to 

the strategy of the game." 

pretty; it's all about 

- STEVEN PETERSON, ASSOCIATE PRODUCER The engine also 
allows for subter- -------··········· 

making the game
play better, and it 
all has a purpose. 
Take weather con
di tions; they' ll 
affect unit move
ment and ammo 
trajectory. I f the 
w inds are too high, 
you ca n forget r anean play. When 

below the surface, you' ll have a second 
map that is an underground version of the 
terrain above. New levels of strategy come 
into play here, as there may be impassable 
areas you cannot tunnel through. Of 
course, if you find the correct path, you ' ll 
be able to pop up r ight in enemy terri tory 
- the ultimate in surprise attacks. 
W ar fare is also possible underground. 

Wh ether burrowing underground 
or taking in th e 3D v istas on the planet's 
surface, the visuals are quite stunning; a 
3D accelerator is required and the 
eng ine w ill support r esolutions from 
640x480x16-bit co lor up to 1280x1024 
x32-bi t. The real- t ime lighting, th ough 
beauti fully done, isn' t just eye ca ndy. 
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about getting that helicopter or t ra ns
port in fo r a landing. 

Research and creation of your 
units is essential, and you can save units 
you have created to disk . When you 
play a new game and have the requi red 
technology, that uni t w ill become avai l
able. Ski r mish and M ultiplayer modes 
are also incl uded, as is one of the most 
impressive mission editor s I've ever had 
the pleasure of using. There are many 
more features w ithin thi s game, but as 
Peterson puts it, "Th e beg inner and 
exper t ca n play this game at their own 
playing level." A nd I'm bett ing that all 
w ill enjoy it. 

- Rich LaP011e 
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SCOOP! 
Your first look at... 

imon the orcerer 
The original youthful British wizard returns! 

D 
t wasn' t that long ago 
that adventure fans met 
a plucky 12-year-old 
English boy who was 

suddenly called upon to learn 
the ways of magic and 
proudly wear a red robe 
emblazoned with moons and 
stars. I bet you think I'm talk
ing about that Johnny-come
lately Harry Potter, aren't 
you? I'm not. I'm referring to 
none other than Simon the 
Sorcerer, the star of a couple 
of beloved graphic adventure 
games in the early nineties. 
He's back, and li ke so many 
of his adventuring brethren, 
he returns not in familiar 2D, 
but in full 3D, joining the 
likes of Indiana Jones and the 
Prince of Persia (and hopefully faring 
better than both). Simon the Sorcerer 3D 
from Headfirst Games is coming soon, 
and it promises to 

a giant computer that happens to run 
the galaxy . During the course of his 
adventure, Simon w ill have to navigate 

an Aztec temple, a 
take itself much less 
seriously than the 
other guys do. 

''A feature of the first two 
swamp, a dwarf 
mine, a huge city, a 
magical forest, and, 
of cou rse, the evil 
Sord id's lair itself. 

In this new 
incarnation, Simon 
must once again 
face the evil 
Sorcerer Sordid, 
who has returned 
from the grave and 
is hatching yet 
another nefarious 

games were the bizarre, but 
logical, puzzles, and this is 
certainly something we've 
carried on in Simon 3D." 
- MIKEWOODR FFE,DIRECTOR 

-------··········· 

Gameplay w ill 
unfold using an 
intentionally car
toonish and colorful 
3D engine, wh ich 
should be perfect in 
keeping with the 

scheme. Simon must challenge Sordid 
for control of the Nexus of the Un iverse, 

humor that the series is known for. The 
proprietary Netlmmerse 3D eng ine has 
been used to render 80 original charac
ters, several environments, and to give 
Simon a purportedly limitless range of 
expressions. Expect to see old friends like 
the buffoonish Calypso, the manic
depressive Swampy, and of course, 
Simon's Fairy Godmother, along with 
typically tongue-in-cheek new characters 
like Melissa Leg (a female-warrior type -
think Xena in yellow pigtails), and a cou
ple of guys who shoot gnomes for sport 
(meaning they use gnomes as ammuni
tion). Multiple endings and hidden char
acters should enhance replay value. 
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Despite the somewhat trendy move 
to 3D, Simon fans should feel right at 
home almost immediately, according to 
Headfirst's Managing Director Mike 
Woodruffe. " A feature of the first two 
games were the bizarre, but logical, puz
zles - and this is certainly someth ing 
we've carried on in Simon 3D," he says. 
"Within half an hour of starting the 
game, you ' ll have a gnome smeared in 
butter in your inventory." 

After playing an incomplete vers ion 
of the game, it's obvious that Headfirst 
took the higher road here by using the 
30 engine to create puzzles w hile avoid-
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Simon the Sorcerer first appeared in 
1993, followed by a sequel in 1995. 
Both games were modest successes 
financially, but are fondly remem
bered by those who played them. The 
proposed third edition to the series 
was halted in mid-development, 
according to Headfirst, due to lack of 
interest on the part of distributors (in 
other words, a lack of interest in 2D 
graphical adventure titles in the wake 
of Tomb Raider). The team remained 
loyal, and the concept was fi nally sold 
as a 3D game last year. 

ing the combat-intensive crutch all the 
other 3D adventures are rely ing on. 
Adventure fans wi ll probably agree that 
this is a very good idea. 

Given the amazing popularity of 
that other kid sorcerer with the magic 
cloak, it seems that Headfirst 's timing 
couldn ' t be better. " Harry Potter has 
been the topic of quite a lot of conversa
tion in our office - the general opinion 
being we did it first!" says Woodruffe 
ruefully . But he quickly explained that 
they do not disparage J.K. Rowl ing's lit
erary achievements at all. In fact, as 
Woodruffe pointed out at the conclu
sion of our conversation, " I f the right 
person is reading this article, we'd love 
to do a Harry Potter game." It seems to 
us that this idea would be a natural. 

-Andrew S. Bub 
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EYEWITNESS 
NEWS • PREVIEWS • BEHIND-THE-SCENES REPORTS 

Sierra 
ea 

Sierra gives its side of the story regarding its latest reorganization 

I n the December 1999 issue of 
PC Gamer, we ran a news 
story titled "The Sierra Shuf

fle, " detailing the most recent 
reorganization at Sierra . As a 
result of this restructuring, some 
highly anticipated titles were can 
celled (such as Babylon 5 and 
Desert Fighters) and more than 
100 people lost their jobs. After 
reading our story, Sierra 
requested that it have the chance 
to further explain the changes 
that have been taking place in the 
company and give its side of the 
story - and we were happy to 
oblige. We recently spoke with 
Sierra 's president, Dave 
Grenewetzki, and asked him to 
respond to the points we raised in 
the original news piece, as well 
as fill us in on where Sierra is 
headed for the future. Here's 
what he had to say: 

Were the 105 people who lost 
their jobs at Sierra compen
sated? Did Sierra aid them in 
finding new jobs? 
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Sierra was generous 
in offering compensa
tion to those employ
ees who lost their 
jobs. In addition to 
that compensation, 
Sierra offered out
placement services 
to assist these 
employees in finding 
new jobs. 

Why were these 
people let go so 
soon after many 
had already been 
relocated to 
Bellevue, WA? 
The product deci
sions were made at the point in 
which it was clear that there was 
not a chance to build an economi
cally viable product. It was a 
combination of out-of-control 
development costs, extremely 
slow development, and the 
appropriateness of the products 
in development to a changing 
marketplace. The decision was 

implemented as soon as it 
became clear that the products 
were on the wrong side of so 
many key criteria . 

Why was the decision made to 
cancel so many titles? 
All titles in development went 
through extensive study on met
rics of design, market conditions 
and development bud
gets. The products that 
didn't make the cut were 
cancelled. Many of these 
products had been 
through this process ear
lier in their development 
process and had already 
been given a "second 
chance " - the final 
review indicated the 
need to end them. 

How will all the 
changes brought about by the 
restructuring improve Sierra? 
Sierra has complete focus, orga
nization, and experienced devel
opment teams who are not only 
gamers themselves, but are com-

www.DailyRadar . com 

mitted to the development of the 
highest quality entertainment 
titles. Our recent changes enable 
all of us to focus on what our cus
tomers have always wanted -
great games. 

What do you expect we'll see 
from Sierra in the future? Will 
there be any more restructuring? 

Sierra has created a fun 
environment that 
encourages creativity 
and fun . Dur manage
ment team is stronger 
than it's ever been and 
our business is growing. 
Our current lineup for 
the year 2000 and 
beyond looks very 
strong. There are 
no other plans for 
restructuring, but we 
continue to monitor the 

business environment, the mar
ketplace, and the products we 
have in development and we will 
do what is necessary to keep 
Sierra at the leading edge of the 
gaming business. 



Age of Empires II Contes 

J 
oin us in congratulating 
the winners of our Age of 
Empires II contest. The 

Grand Prize winners will receive 
a Microsoft lntellimouse 
Explorer, a Microsoft Natural 
Keyboard Pro, a copy of Age of 
Empires II, an Age of Empires II 
poster autographed by Bruce 
Shelley, and an Age /It-shirt. 
The First Prize winners will each 
get a copy of the game, the t
shirt, and the autographed 
poster. The Second Prize win
ners will each get a copy of the 
game. You could be our next 
winner, so make sure you enter 

our monthly contests. 

Grand Prize Winners: 
Steve Kosoris, Madeline 
Vincent, Todd Henke 

First Prize Winners: 
Mark Rutledge, Matthew 
Byington 

Second Prize 
Winners: 
Scott Dinsmore, Jim York, 
Brian Bottorff, Jason Long, 
Jerry Gelder, Victor Lin, Russ 
Williams, Jon Hartman, Freddy 
Rosario, Omar Siddique 

RollerCoaster Tycoon 
Giveaway! 

'

he competition for the title of real -time strategy game of the year wa s tight - perhaps 
tighter than it's ever been. And while it took a great deal of yelling and bickering to finally 
settle on our winner, we all agreed that RollerCoaster Tycoon from Micro Prose wa s a 

strong contender. Its unbelievably addictive gameplay was a refreshing change from the daily 
routine of tank rushes and base-building . 

It was so much fun, in fact, that we just had to make sure that our readers got in on the 
good times. So we called up MicroProse and begged for a few copies to give away. Much to 
our delight (and eventually, to some of you lucky enough to win), we scored 1 O copies of this 
great game. But we're not your average computer games magazine; we go the extra mile to put 
a smile on our readers' faces - we also have 10 copies of Corkscrew Follies, the sensational 
add-on pack, to give away too' 

Sound good? You bet it does, and 10 of you 
are going to reap the benefits by rece iving a copy 
of both RollerCoaster Tycoon and the expansion 
pack. All you need to do is send an e-mail to eye
witness@pcgamer.com with "RCT Giveaway" in 
the subject head ing. Be sure to include your 
address so we know where to send your prize if 
you win. The deadline for this contest is March 15, 
2000, and we'll select our winners on or about that 
date. So don't procrastinate - get those entries 
in! See additional contest rules on page 39. 
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Brazil Bans Sales 
of Duke Nukem 30 
Six PC games have been 
banned by Brazil's Justice 
Ministry 

A ministry representative in Brazil 
announced that pol ice were ordered to 
withdraw all copies of Doom, Mortal 

Kombat, Requiem, Blood, Postal, and Duke 
Nukem 30 from store shelves. These six games 
were all deemed to be too vio lent by the Brazi l
ian Justice Ministry. Vendors who fai l to com
ply with the order wi ll be fined $11 ,000 for each 

Take our word for it - Unreal Tournament has 
got it all. With its good looks, great bots, killer 
levels, awesome gameplay modes, and cool 
weapons, you'll have a most excellent gameplay 
experience. Whatever you do, don't miss playing 
assault on the Overlord map. 

Epic MegaGames has gone and made a strategy 
game that is sure to satisfy the hardest of hard
core tum-based strategy junkies. Age of Wonders 
is an incredibly deep and rich game with a great 
story and terrific atmosphere. Don't count tum
based strategy out just yet - games like this 
prove there's plenty of life left in the old girl. 

day that the game(s) remain on their shelves. 
This Gestapo-like assault on the gaming 

industry came about as a result of a November 
shooting at a posh shopping mall in San Paulo, in 
which Mateus da Costa Meira, a 24-year-old 
computer devotee, killed three people and 
wounded eight others. Police say that Meira may 
have tried to recreate a scene from Duke Nukem 
30. We're betting that Meira's actions are attrib
uted more to the cocaine found in his blood and 
his previous stress-related problems than to the 
psychosis-inducing power found in any video 
game, however. 

Sierra is giving Rogue Spear a run for its money 
with its latest incarnation of the SWAT series. 
Boasting detailed graphics, frighteningly intelli
gent Al, and impressively realistic physics. SWAT 
3 is easily one of the best squad-based tactical 
sims out there and a must-buy for fans of action 
games that require more than just fast reflexes. 

We're not sure how much longer EA Sports can 
keep topping itself, but we sure are glad it keeps 
trying. NBA Uve 2000 is a prime example of how 
the evolution of a sports series should proceed. 
This year's version offers smarter play, more real
istic Al, and better graphics than ever. Sports 
gamers would have to be insane to miss this title. 
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Jurassic Sid 
The next (very) blg thlngfrom Sld Meler? Dlnosaurs! 

Ask any veteran gamer to name the first 
game designer that pops into their head, 
and chances are pretty good that Sid 

Meier will be that name. He is undoubtedly 

far, very little is known about the game, other 
than the fact that it is being done by Meier him
self (some games that bear Meier's moniker are 
actually done without his direct involvement, 

among the most prolific and 
respected men in the games 
business, so when Meier 
speaks up about the next 
game he's working on, you 
better believe there 's a horde 
of people with a hand cupped 
near their ear, making sure 
they don't miss a word. 

,--.....,.,,,,,...-------,-,_..-_.,, although as director of creative 

So, after traveling into 
the future with Alpha Cen
tauri, Meier and his mates at 
Firaxis are set to complete what they're calling 
the Sweep of Time Trilogy with the tentatively 
titled Sid Meier's Dinosaurs! (Civilization is the 
other game that makes up the triumvirate). So 

development at Firaxis, he is ulti-
-,.;,,=-~ mately responsible for everything 

that goes out the door), and that 
it will involve strategic gameplay. 

- It will reportedly be a real -time 
game. There's some interesting 
material to be found on the sub
ject at the game's official web
site, www.firaxis.com/dinosaurs. 

Of course, considering 
Meier's track record, we're more 

than willing to bet that this game will turn more 
than a few heads when Firaxis decides it's 
ready for public consumption sometime later 
this year. .......... • ······································································································ ·"·············· 

Cavedog Cancels Amen 
Set to focus on evergreen Total Annihilation brand 

C 
avedog Entertainment has decided to 
refocus its internal product development. 
What does this mean? Well, for one, it 

means the end of the first-person shooter, 
Amen, a highly anticipated title that showed 
great promise at last year's E3 show. The game 
had been in development for more than two 
years, but was still a long way from completion. 

Cavedog decided to cut its losses and instead 
concentrate its efforts on the Total Annihilation 
brand, which is its claim to fame. 

Next up for Cavedog will be The Iron 
Plague, an add-on pack for Total Annihilation: 
Kingdoms. The company will also try to get 
more recognition for Boneyards, its online gam
ing site. Of course, the big future project is 
Total Annihilation 2, but little is known about the 
direction this game is taking, other than that it's 
in the works. 

While the Total Annihilation franchise is 
great in its own right, we were looking forward 
to seeing what Cavedog was capable of 
doing outside of the real-time strategy genre. 
Good and Evil, the ambitious real-time 
roleplaying/strategy game from Ron Gilbert, is 
still on the agenda, but Cavedog won't even 
speculate about a release date. So, it may be 
some time before we see anything from Cave
dog that's unrelated to the Total Annihilation 
line of games. 

www.pcgamer.com 



The new game From the creator of SimCity;M 
It's the ultimate test of your people skills as you create an entire 

neighborhood of simulated residents and run - or ruin - their lives. Design 

hundreds of Sims with their own unique personalities, selecting everything 

from the look of their faces to the clothes on their backs. Then build them 

anything from an estate to an eyesore. Let them live life in the fast lane or 

.. ::a=- .. -c Comic Mischief 

Mild Animated Violence 

Mature Sexual Themes 
A Division of Electronic Arts .. Inc. ~- ;: 



pursue a life of crime. Watch them party like swinging singles 

or make them get married and raise a family. Help your Sims 

find success - or watch them self-destruct. Whether they 

end up prosperous or pathetic is up to you. Once you're 

introduced to The Sims your world will never be the same. 

Meet The Sims at www.TheSims.com 

©2000 Electronic Ans Inc. The Sims, SimCity, Maxis, and the Maxis logo are trademarks or registered trademarks of Electronic A11s in the U.S. and/or other 
countries. All rights reserved. Environmental Audio is a trademark and the Environmental Audio logo is a registered trademark of Creative Technologies Ltd. 
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Next Month 
The Ultimate Design Lab! 
Dur regular PC Gamer Design Lab took a break this month, but we'll be 
more than making up for it next issue with the return of the regular lab 
and a very special feature: We'll be hooking up with first-person design 
geniuses like Zoid, Cliff Bleszinski of Unreal Tournamentfame, and our 
own Half-Life mod god Neil Manke to teach you everything you need to 
know to create your own Quake Ill Arena, Unreal Tournament, and 
Half-Life levels to become a full-fledged Game God. Don't dare miss it! 

Your All-Time Top 50! rheresultsarein!Check 
out next issue for the PC Gamer Readers' 50 Best Games Ever. Yowza! 

Reviews All the latest Daikatana, Battlezone II, Pharaoh, 
Odium, Tiger Woods 2000, Slave Zero, Wild Wild West .. . and more! 

PC Gamer April 2000 will be on sale March 14 at a ll good outlets. If a retailer te lls you 
they don't stock it. don't believe 'em ! They just want to keep it and read it themselves. 

• ! (j : ,! ' ,! , ' ; 

No purchase ts necessary, and only one entry per household. per month. will be 
counted Anyone can vote. but only U S residents are ehg1ble lo wm prizes. nnd the 
otter 1s void m FL, RI, Puerto Rico. and where proh1b1ted by law Your chances of wm-
11111g depend on lhc number of entries we receive 

www . pcga mer . co m 
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1be last two J8lll'S of the mille
nnium (sorry, 2001-freaks) were looking to become 
dangerously stagnant ones for real-time strategy. 
What was, just a few years ago, a vibrantly ener
getic and exciting new genre, was showing dis
turbing signs of settling into a comfortable (read: 
boring) maturity. Sure, StarCraft and Age of 
Empires II both impressed, but they did so within 
the rigid confines of the RTS rulebook- and even 
the mighty Westwood, who pioneered the genre, 
stumbled badly by utterly failing to innovate with 
the long-awaited Command & Conquer: Tiberian 
Sun. It seemed, for a while, as though real-time 
strategy had nothing significantly new to offer. 

But there's a theory which states that evo
lution occurs not in gradual stages but in giant 
leaps, and Homeworld is the proof. Relic 
Entertainment's ambitious, audacious space 
epic had been wowing audiences at trade 
shows for years with its incredible scenes of 
fleet-scale stellar combat in 3D space, but many 
observers were skeptical that such a dynamic 
presentation could be married to a workable 
game design. Any doubts were dismissed when 
the finished product finally arrived - not only 
did the marriage work, it totally changed our 
understanding of how rea l-time strategy games 
could be presented and played. 

Telling the story of a nomadic race of space
farers travelling across the cosmos to rediscover 
their mythic planet of origin, Homeworld chal
lenges the player to construct, supply, and com
mand a fleet of fighters, battle craft, and support 
vessels centered around a pivotal mothership as it 
ploughs through the vastness of space in a series 
of story-based, interdependent missions. Most of 
the real-time staples are evident - collect and 
manage resources, research and build ships and 
technology, defend the base, control units in battle 
- but represented in such a way as to utterly 
redefine the RTS experience. Ships move and fight 
in true 3D space, but that third dimension is han
dled so competently as to make tactical awareness 
a breeze. A minimal, often invisible interface makes 
command simple while helping players forget that 
this is just a game - immersion is absolute. 

And aesthetically, Homeworld simply stuns. 
The camera zooms and sweeps across the action 
with such cinematic impact that you'd almost 
believe Relic had hired a Director of Photography. 
And the wonderful soundtrack, ranging from 
serene choral orchestrations to powerful ambient 
themes, made the deep-space setting seem all the 
more lonely and real. 

On top of all this, Homeworld remains a 
challenging, addictive strategy game. Resources 
are carried over from mission to mission, requiring 
the player to think about long-term strategy, not 
just surviving the next battle. And while the single
player game is short, the excellent multi player 
mode more than makes up for this. Homeworld is 
as worthy a Game of the Year winner as there has 
ever been - now we can only hope that other 
developers will follow Relic's lead and continue to 
surprise us with creative re-interpretations and re
inventions of familiar themes. 

Our two runners-up are both winners in 
their individual categories. System Shock II posed 
an interesting dilemma by being insanely addictive 
while almost too scary to continue playing, and 
Half-Life: Opposing Force makes history by becom
ing the first expansion pack to be considered for 
Game of the Year. Yes, it really is that good. 
Congratulations, all - you deserved it 



In a year that saw the release of 
both Quake Ill Arena and Unreal Tournament it 
might strike many as a bit of a surprise to see our 
Action Game of the Year award go to a game at 
least two giant steps backward in graphical qual
ity. But in this case, it's like the good-hearted gal 
who wins the pageant against her better-looking 
stepsisters; Red Storm Entertainment's Rogue 
Spear deserves the win hands down. 

Why? Well, mainly it's the countless hours 
the entire PC Gamerteam pumped into the 
game, deeply immersed in the cautious, 
demanding crucible of tactical close combat. 
The revolutionary innovation of the original 
Rainbow Six was that it turned the first-person 
focus away from frantic deathmatching and 
toward a slower, more intelligent, more demand
ing style of play. Rogue Speartook that philoso
phy and dialed it up several notches. 

Not only do you have to know where to 
point a gun, you have to know how to plan an 
assault in advance of the actual fireworks. You 
need to coordinate the movements of an entire 
team. You need to communicate closely with 
squadmates. You need to equip each team mem
ber for the specific demands of each mission. 
You have to be aware of the safety of civilian 
hostages. And above all, you have to never for
get that one bullet is all it takes to kill. 

Our cooperative team missions were some 
of the best multi player sessions we had all year, 
but even as a single-player-only experience, 
Rogue Spear is well worth the money. There are 
few games (actually, Team Fortress Classic is 
probably the only one) that provide a more satis
fying feeling of accomplishment after having 
methodically swept a level clear of terrorist scum 
(or PC Accelerator editors, for that matter). 

Listen to us now and believe us a year 
from now, when the best action games are 
those that incorporate squad elements, pre
mission setup, and sou nd tactics. You'll look 
back at this award and say, "Geez, those guys at 
PC Gamer were really ahead of the curve on this 
one." Congratulations, Red Storm ... in a loud 
market, you made the quiet revolution. 

And now onto the runners-up, both of 
which came very close to winning the action 

award outright - this was definitely the tough
est category to judge this year. Unreal 
Tournament is a brilliant multiplayer game that 
blew its main rival Quake Ill away with awe
some bots, graphics, game types, and online 
functionality. And Sierra Studios' SWAT 3 just 
got pipped to the post by Rogue Spear for the 
crime of not offering any multiplayer modes. 
Instead, it limited itself to a single-player cam
paign - but what a campaign: graphically, envi
ronmentally, and tactically, it was unsurpassed 
among action games this year. 
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If thera'S Ol18 nam8 in the field of 
computer game design that stands out above all 
others, it's Sid Meier - the man's resume reads 
like a list of PC Gaming's Greatest Hits. Such 
revered recognition, though, can be a hefty 
cross to bear; so much is expected of each new 
game bearing Meier's name above the title that 
fears of a disappointment always loom large. 
But it seems as though Meier hasn't let all the 
acclaim go to his head just yet; Alpha Centauri 
ranks as one of his strongest games to date. 
Building on a rock-solid foundation, this pseudo
sequel to the seminal Civilization //takes that 
near-perfect turn-based gameplay to new 
heights - and a new planet. 

One of the paths to victory in Civilization II 
was to construct a spaceship and lead your peo
ple to the stars. Though you could continue your 
earthly game after achieving this awesome feat, 
you had to rely on your imagination as to the fate 
of your off-world colonizers ... and that's where 
Alpha Centauri comes in. After choosing to play 
as one of seven different factions (each with its 
own agenda and value system). you must deal 
with the challenges posed by rival factions as 
well as by the planet's inhospitable terrain and 
indigenous life. Multiple victory conditions (many 
of which have nothing to do with military might) 
and a convincing diplomacy model help to provide 
the game with more depth than its predecessors, 
while the streamlined interface makes controlling 
your burgeoning population even more efficient. 

Though not as instantly accessible as the 
Civilization games (let's face it, we can all relate 
to a technology tree that features advances such 
as the wheel, writing, and gunpowder much 
more readily than the esoteric high-tech paths 
featured in Alpha Centauri) , a small time invest
ment in familiarizing yourself with the alien set
ting will be handsomely rewarded. Many of the 

play mechanics will be familiar to fans of Meier's 
earlier games, but even newcomers should have 
no problem coming to grips with it. Elegant, 
addictive and thought-provoking, Alpha Centauri 
has set a new standard for this venerable genre. 

Despite its receiving the highest review 
score ever given by PC Gamer, Alpha Centauri 
didn't just have a carefree stroll in the park on 
its way to winning the award for best turn-based 
strategy game: two other contenders put up one 
hell of a fight and should not be overlooked by 
fans of the genre. 

Age of Wonders, developed by Triumph 
Studios and published by Gathering of 
Developers, took the tired fantasy-based theme 
we've seen time and again and breathed new life 
into it. The battles are truly epic, the magic sys
tem fresh and exciting, and the graphics beauti-

fully detailed. What more could you ask for? 
Our second runner-up, Worms 

Armageddon, is the sequel to last year's 
outright winner of this category, Worms 2. 
Developer Team 17 put smi les on our faces · 
by bringing back those lovable creepy 

crawlers for another round of destruction, 
adding even more weird and wonderful ways 

to deal death. New worm powers also add to the 
already deep strategy that this amazing, amus
ing game has to offer. 

I 
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1111s flffl8 last J88f the real-time 
strategy genre was looking a little stagnant. 
Things hadn't progressed that much since 
StarCraft, and we were being pounded by one 
uninspired knock-off after another. But now, in 
the year 2000, we can safely say that RTS gaming 
has rebounded big-time, and sensational titles 
like Homeworld and Age of Empires II: The Age of 
Kings are the reason why. 

In keeping with our policy that the Game of 
the Year cannot compete in individual award cat
egories, we found ourself charged with the task 
of determining what was the best real-time strat
egy game of the year that wasn't Homeworld. 
Fortunately, Microsoft and Ensemble Studios had 
conspired to make our task not at all difficult. 

Age of Empires //takes everything we know 
about the real-time strategy genre and polishes it, 
and polishes it, and then polishes it some more. It 
doesn't try to reinvent the genre like Homeworld; 
instead it takes the RTS formula we know and 
love to a higher level than ever before seen. In 
terms of number of units available, number of 
races to play as, and how large and varied the 
technology tree is, Age of Empires II has more to 
offer than any other game out there. Last year's 
real-time strategy winner StarCraftwas praised 

for balancing three distinct races; Age of Empires 
// boasts no less than 13 different civilizations, all 
wonderfully balanced against each other, and all 
within the game's evolving age-based design. 

Not only is Age of Empires II a deep, fulfilling 
real-time strategy game, it's also a work of art. The 
amount of visual detail put into all the units and 
structures is unrivaled anywhere in gaming, and 
the animation is amazing, right down to the day-to
day life of your commonfolk; you'll see villagers kill 
sheep and prepare them for food, fishermen cast 
nets and pull in their catch of the day ... every little 
action combines to create a believable, immersive 
little world you to create, control, and ultimately 
become irretrievably lost in. Wrap all this visual 
luster around a tight, fascinating game design and 
you have the undisputed winner of PC Gamer's 
Real-Time Strategy Game of the Year. 

In another year, our runners-up may have 
walked away with the crown. RollerCoaster 
Tycoon revived the theme park sub-genre with its 
rock-solid design and addicting play. The fact 
that it was almost single-handedly created by one 
man (Chris Sawyer) makes it even more remark
able. Dungeon Keeper 2 did justice to Peter 
Molyneux's original design while making the on
screen evil -doing even more fiendishly warped. 
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1be battle for tap sports game of 
1999 was a fiercely contested one, as perennial 
favorite EA Sports released some impressive 
updates to its many long-running series. In the 
end, though, it was 300 and developer Team 
.366 that won our hearts with their standout 
baseball title, High Heat Baseball 2000. The 1999 
edition had already established itself as king of 
the diamond when it came to on-field play, but 
nothing could have prepared us for the sopho
more edition, which marked the series' transfor
mation into one of the most complete sports 
sims on the market. 

Instead of just delivering a great game of 
arcade baseball - which it absolutely does -
High Heat 2000 went several extra steps, giving 
those who prefer to play the role of general man
ager or dugout skipper the chance to live out · 
their baseball fantasies. One of the game's 
best features is the three levels of minor 
leagues you have to manage (or not 
you can opt to have the CPU take con
trol) while in career mode. There are few 
things more enjoyable in sports gaming 
than watching that young stud in the low 
minors work his way up through the ranks 
to have a Hall of Fame career for your club. 

As much as High Heat 2000 delivers 
on making you feel as if you're in control of 
your own Major League ba ll club, the true 
strength of its design is the all-important 
match-up between batter and pitcher. No 
other game, before or since, has portrayed 
this crucial area of the game as well as 
High Heat 2000. With a little practice, you'll 
be able to tell a ball from a strike, but 
somehow, it never becomes too easy. 
You'll have to retrain the "swing at every 
pitch" mentality that other baseball games 

have ingrained in you, but once this transition 
occurs you'll find that you can draw a realistic 
number of walks. 

The rest of the package is nearly as 
strong, whichever way you choose to partici
pate. The fielding controls are excellent, the stat 
tracking is robust, and the artificial intelligenc-e 
of the CPU manager is as strong as you'll find in 
any sports game. If you have any interest in our 
national pastime, you'd be doing yourself a dis
service if you don't give High Heat Baseball 2000 
a try. 

Our first runner-up is NBA Live 2000, the 
latest game in th is always-improving series from 
EA Sports. It speaks volumes about High Heat 
2000that an improved version of last year's cat
egory winner could only muster a second place 
finish this year. Oon't let that stop you from pick
ing up this incredibly fun basketball title, though; 
the on-court play is the best in the business 
thanks to a major improvement of the computer 
Al, and the franchise mode is as much fun as 
the actual gameplay. 

Our second runner-up is NHL 2000. EA 
Sports' beloved hockey series regained a bit of 
its former glory this year (it won th is category in 
both 1997 and 1998) thanks to improved Al , the 
disappearance of the super-goalies that plagued 
last year's game, and some of the best produc
tion values around. Arcade-style hockey just 
doesn't get any better. 



It W8S 00 easy task for a sequel 
to live up to the legacy of 1994's System Shock; 
the original's innovations shook up roleplaying for 
good. Crafting a suspenseful story, deep charac
ter elements, action, puzzle-solving, and flat-out 
ambient dread, System Shock was a PC game 
that took interactive storytelling to new heights. 

Five years later, System Shock 2 arrived 
without the input of Warren Spector, the origi
nal's guiding light. But it didn't skip a beat in con
tinuing the story of the psychotic artificial intelli
gence SHODAN. In this insta llment, players 
could begin as a member of one of several differ
ent military branches, which allowed for a sur
prisingly deep level of character customization. 

But whether you choose to enter the game as 
a marine. psionic agent, or computer hacker. 
the thrills - and chills - come thick and 
fast Ghosts of murdered officers haunt the 
corridors of the derelict starsh ip on which 
you find yourself trapped. Shambling 

mutants chase you everywhere, hungry for 
flesh. And nowhere is safe from the insidious 

voice of SHODAN, whose disguise of support 
lurches halfway through the game into an unmiti
gated cackling malice. 

Employing a variety of stunning audio 
tricks to pull you into the gameworld, System 
Shock 2 does a better job than any other game 
of submerging you in a gripping, cinematic expe
rience ... yes, even more so than the staggeringly 
atmospheric Half-Life. You hoard ammunition as 
if it's gold, in desperate fear of running out. 

PCG AWARDS 

There are times when you approach closed 
doors and you hesitate before entering, not quite 
sure you want to see what's on the other side. In 
short, this game brings real fear to the PC; it's a 
genuine suspense thriller of the first order. and 
a worthy winner of our RPG award. 

Moving onto the runners-up: Planescape: 
Torment is Interplay's follow-up to the hugely 
successful Baldur's Gate, and the RPG gurus at 
Black Isle Studios didn't lose a step in transfer
ring BioWare's smart game engine to an even 
bigger and better universe (see review on page 
82). Playing as a nameless creature who is res
urrected each time he dies, Planescape: 
Tarmentthrows innovative ideas at you from the 
get-go (case in point: a hovering, talking skull 
that serves as a sidekick). With bigger and much 
more ornate graphics than Baldur's Gate. 
breathtaking environments, and open-ended 
game play twists, Planescape: Torment is AD&O
style roleplaying at its finest. 

Ultima IX: Ascension got knocked hard 
around the industry for its bug-infested release. 
But in the fashionable rush to slam Origin for the 
bugs, far fewer people discovered the brilliant 
RPG that lay beneath the furor. The fact is that 
on a top system with bug patches applied, 
U/tima IX is one of the best roleplaying games of 
all time. If it had been released without those 
bugs, it would have run away with this year's 
award - something for all game publishers to 
bear in mind this coming year. 
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It's free. It's basleally just a 
bunch of modifications to a pre-existing title. And 
it's also our Multi player Game of the Year. Team 
Fortress Classic, to state it bluntly, put a lot of 
development teams to shame this year. It was 
more fun and more addictive than any other multi
player-only title relea sed in 1999, and didn't cost 
owners of Half-Life a single penny. How's that for 
customer service? 

Almost all of the levels provide a gripping 
and - really important point here - uniquely fla 
vored style of play. At various points throughout 
TFC, you'll encounter demolitions teams knocking 
holes out from underneath your defenses; spies 
who infiltrate your team and then sabotage you; 

shalp conbast to the bumper 
crop of '98, 1999 was a surprisingly lean time for 
quality simulations. In fact, the year was almost 
over before UK developer Rowan turned out 
MiG Alley, a lovingly rendered and superbly 
engineered look back at the Korean War's early 
jet era. The game's outstanding flight modeling, 
butter-smooth graphics, and rich dynamic 
campaign structure earns it our nod as the best 
simulation of the year. 

The highest compliment to be paid to MiG 
Alley's flight model is that it comes from an era 
that few modern sim designers know about. In 
sharp contrast to the slick, supersonic age of 
Tomcats and Eagles, the fighters of the first real 
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snipers that blow your head open from vast dis
tances; heavy weapons guys who trudge around 
like tanks-on-legs; and all of it ingeniously bal
anced into an almost bottomless pool of gameplay. 

The brill iance of TFC reaches its summit 
with "The Hunted," the assassination/escort 
contest that quite frankly ranks right up there 
with crack cocaine as one of the most habit
forming substances on the planet. One poor 
player tries to survive as a panicked-looking 
civilian, while a cunning cadre of snipers sets 
ambush after ambush and a valiant squad of 
bodyguards tries to clear a route and "deliver 
the package" to a waiting getaway jeep. This 
level is essentially a perfect multiplayer design, 
from beginning to end, regardless of which role 
you're playing, and was by far the most-played 
game at PC Gamer in 1999. 

As the foundation for what will ultimately 
become Team Fortress 2, which will incorporate 
multi -resolution meshing, voice synthesis, and 
leading-edge ske letal animations, TFC is basi
cally a road map to perfect multiplayer action 
gaming. Nothing else held our attention as long, 
made us sweat so much, or brought such big 
smiles to our faces. 

jet war were slow
moving, aero
dynamically ineffi
cient beasts, and 
the faithful re
creation of this far 
more challenging 
style of jet combat 
is the sim's greatest 
strength. 

The graphics 
speak from them
selves, from the 
seamlessness of the terrain right down to the 
customizable nose art. But Rowan didn't settle 
for just supplying a graphically impressive, real 
istic sim; the designers married it to a deep and 
immersive campaign system that brings a 
dynamic, constantly evolving war to the fore
front of the flight-sim experience. As a result, 
you 're never just taking a plane out for a hop; 
you 're contributing to an overall war effort 
whose outcome is dependent on each mission's 
success or failure . This is the stuff sims should 
be made of. 

This year's runners -up honors go to 

Sierra's Tribes is a worthy runner-up in this 
category; the rabid community that still thrives 
around the game is a testament to just how popu
lar this kind of game play is going to be. 

Our second runner-up is Unreal Tourna
ment It beats Quake Ill Arena hands-down (see 
pages 84 through 87 for an up-close examination). 
Its new gameplay modes (particularly Assault and 
Domination) pave new ground for the classic FPS. 
Oeathmatch, we hardly knew ye ... 

Looking Glass' Flight Unlimited Ill and SS l's 
Flanker 2.0. The former set a lofty new standard 
for photorealistic terrain graphics in a general 
aviation sim, drawing huge swatches of the 
American landscape in brilliant detail. The shift 
from flight path to airport approach to landing is 
as smooth as it has ever been in any flight sim. 
Meanwhile, Flanker 2.0 delivered some of the 
most authentic flight physics ever created for a 
PC combat jet simulator. Granted, it's not every
one's cup of tea, and even veteran simmers find 
it a challenge to master every vagary of the Su-
27. But for sheer authenticity, it can 't be topped. 
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TIiis precedent-shallaillg series 
just goes from strength to strength. Atomic Games 
continues to prove that games don't have to be 
rendered in 30 to look sensational, nor sequels 
egreg iously "different" from their worthy prede
cessors. Close Combat Ill: The Russian Front once 
again demonstrates what these games do better 
than any others: vividly recreate the fluidity and 
chaos of real combat without compromising playa
bility. The Russian Front and the Close Combat 
system were made for each other, and the scale 
of the historical events inspired the designers to 
new heights of imagination. 

Bravely simulating the entire war, from 

Who would have thought that a pack 
of unassuming little R/C cars would wind up 
beating every other racing game to the finish 
line? Well, that's exactly what happened this 
year. Representing an exceptional balance of 
realism and arcade thrills, Acclaim's Re-Vo/tis a 
classic finesse game, requiring the player to cut 
corners within centimeters of walls and curbs, 
whereby pushing adrenaline levels into over
drive. The Al is smart and relentless, and each 
map is rendered in stunning, extraordinary 
detail. If physics are your game, Re-Volt easily 
encroaches onto simulation territory. Prepare 
for spot-on accuracy with every turn, slide, 
jump, and landing. Add a set of balanced power
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ups and bonus 
modes of play like 
Clockwork Carnage 
and Stunt Track 
racing, and there 's 
no doubt: Re-Volt is 
the best racing 
game of the past 
twelve months. 

Our runner
up, Microsoft's 

1941 to 1945, 
Close Combat Ill 
offered really 
big maps 
(sometimes 
triple the size of 
those found in 
the previous 
games). which in turn opened up new vistas for 
maneuvering. The basic interface remained the 
same, but was redesigned into a tamer format. 
The abi lity to number units for instant hot-key 
accessibility was a welcome innovation. 
Numerous interesting tactical options were 
implemented (such as the deadly "ambush" 
mode, way-point designation, and off-map 
artillery support) and a huge inventory of new 
weapons added zest to the already-intense visual 
element. Not only was this the strongest Close 
Combattitle yet, it was also a game that delivered 
on all its implied promises and deserves be hon
ored for that, if nothing else. 

As for our worthy runners-up: TalonSoft's 
The Operational Art of War II expanded and 
consolidated the status of Norm Koger's ency
clopedic epic, supplying tons of new scenarios 

Midtown Madness, is no slouch either. Imagine 
thrashing a city bus or New VW Beetle through 
a fully rendered virtual Chicago, and you get the 
idea . Complete with landmarks, savvy pedestri
ans, traffic, and a working stoplight system, 
Midtown Madness lays down a racing milestone 
by creating a living, breathing, 30 city - and 
then letting you trash it. It's tremendous fun . 

and upgrading the immense custom-scenario 
editor. Koger deserves some kind of award for 
his intense follow-through of patches and 
prompt response to consumer input. No serious 
wargaming library should be without a copy, 
preferably the most recent edition. 

Meanwhile, Jane's Fleet Command proved 
to be the perfect modern naval game for thou
sands of PWS HFOHTPH ("People Who Still 
Haven't Figured Out How to Play Harpoon") . It 
combined dramatic 30 action sequences with 
complex operational demands, yet somehow 
made the two elements fit together smoothly. 
For gamers who love naval simulations, it's usu
ally a long thirst between drinks, and Fleet 
Command was remarkably quenching - a much 
better product, in fact, than many gave it credit 
for at the time of its re lease. 



This wn this year's easiest 
category to judge, by a mile. Normally the 
expansion category is hardly our annual awards 
issue's most compelling - a new flight-sim 
campaign here, a few extra dragons and spells 
there - but hardly anything that goes so far as 
to warrant serious consideration for our over
riding Game of the Year award! 

It was all so very different in 1999. Just as 
Va lve's Half-Life re-set the standard for first
person action games a year before, Gearbox's 
Opposing Force woke us up to just what was 
possible with an expansion pack. Big enough 

and different enough to 
almost be labeled a full 
sequel, OpFor(as it has 
become affectionately 
known) is ingeniously set at 
the same time as the events 
of the original game, with 
the player cast as one of the 
"bad" soldiers sent in to 
clean up the mess created 
by Gordon Freeman. 

What follows is a 
stunning reprise of the origi 
nal game's atmospheric mix 
of action and interaction, as 
you'll work together with 
your army buddies to take 
on new breeds of pan
dimensional baddies, solve 
even more complex puzzles, 
and learn a whole new 
armory. And let's not forget the "all-star" multi 
player maps that round out th is stunning pack
age. More played and enjoyed by the PC Gamer 
staff than most stand-alone games in the past 
year, Opposing Force kicks some serious ass. 

WARDS 
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QUAKE Ill ARENA 
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fJuake Ill might not be quite as much fun to play as Unreal 
Tournament, but that certainly doesn't mean that there's nothing spectacular 
about id Software's latest !rag-fest. Sporting such eye-popping graphics 
candy as 32-bit textures and color, smooth (bezier) curves, wicked fog 
effects, and a dizzying array of far-out and frightening player models and 
skins, the astounding work of id's John Carmack, John Cash, Adrian 
Carmack, Kevin Cloud, Paul Steed, and Kenneth Scott set a new high-water 
mark in 3D graphics this year. Now, if some company or individual out there 
is up to the challenge of making an entertaining single-p layer game with this 
engine, we should all be able to die happy. 

~: INTELLIEYE MICE 
I 

For the first Ume in PC Gamer's history, our annual hardware 
award isn't going to a video card. Nor, for that matter, is it going to a set of 
speakers, a joystick, or even a sound card. Nope, this year, our coveted 
gong is going to a mouse - and you are going to be happy about it. Up until 
now, mouse technology has remained largely unchanged. But by replacing 
the standard mouse ball with a tiny digital camera system called the 
lntelliEye, Microsoft has changed the face of mousing forever. Not only do 
lntelliEye mice track far better than your average mouse, but because there 
aren't any moving parts, you'll never have to clean that horrid crud out of 
their innards, either! Heck, these mice are well worth the investment for 
that one reason alone! Get one. Get one now. 
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COVER STORY 
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SYSTEM SHOCK 2 
System Shack 2 achieved new levels of creepiness in 1999, 
with sound design that chilled gamers to their very marrow. The echoes of 
footsteps down passageways, the moans of disembodied spirits in torment, 
and the voice of SH00AN, which oscillated between that of a snarling death
goddess and an innocent laughing girl. The achievement is nothing short of a 
landmark, and should provide developers with the best example of how a 
game can entrance without any graphics considerations whatsoever. 

I ! ! I ~ J ~ ~ ! i I ; I ~ 

HOMEWORLD 
IJuake Ill Arena may boast the year's best graphical 
trickery, but in terms of presenting an all -round visual experience, nothing 
can hold a candle to Homeworld. Its beautiful, graceful images of sleek 
spacecraft moving against an inky void inspired awe from the first frame, 
and the space battles are artfully staged and presented; with each craft 
dispersing its own colored vapor trails, the dogfights play out like some 
cosmic ballet. Homeworld 's graphics draw the player hypnotically into its 
rich gameworld, and leaves images that resonate in the mind long after 
play is over. Beautiful. 
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If music buly is, as Shakespeare said, the food of love, then 
Relic Entertainment's Homeworld seduced us more than any other game last 
year with its grandly operatic and downright stirring score. The scope of the 
tastefully compiled soundtrack ranges from a solemn a cappella choir, who 
introduce the mothership as she drifts from the scaffold, to an eerily serene 
ambient theme that evokes the solitude of space, to vocal cries and battle 
drums that rival the intepsity of Peter Gabriel's Passion or Ennio Morricone's 
work on The Mission. In a medium in which music is all too often an ill
conceived afterthought, Homewor/d's score stands out as a serious and 
respectful backdrop to an equally epic story. 

Dynamlx's sprawling, onllne gaming experiment was the 
first serious attempt at creating a first-person multiplayer experience that 
brought more to the table than just repetitive deathmatch and capture the 
flag . It succeeded brilliantly, giving tired 30 gamers a whole new world of 
jetpacking soldiers and vehicles to play with, beautiful open-air vistas to 
play in, and all-new rules of engagement to live by. What's more, it wrapped 
everything up inside some airtight networking code and what is still today 
one of the best self-contained online interfaces we've seen. Tribes re-wrote 
the ru les of online combat, and as such is a deserved winner of this year's 
Innovation award. 















BY COMBINING THE MOST EXCITING ELEMENTS OF REAL-

TIME STRATEGY WITH THE GRIPPING STORIES AND 

CHARACTER DEVELOPMENT OF FANTASY ROLEPLAYING , 

THE CREATOR OF OT L IHIL TIO IS OUT TO 

CREATE A HYBRID THAT WILL REDEFINE BOTH GENRES 

AND KNOCK DIABLO OFF ITS LOFTY PERCH BY STEP HEN POO LE 

[I 
hris Taylor_ doesn 't invent 
your favorite gaming 
genres - he just makes 
them better. And that's pre
cisely what he and his team 

at Gas Powered Games in Kirkland, 
Washington, intend to do for fantasy 
roleplaying games with their debut title 
Dungeon Siege. 

Breathing new life into existing 
genres isn't anything new for Taylor. For 
15 years, he's been the driving force 
behind some of PC gaming's classics. At 
the tender age of 21, he founded 
Distinctive Software - now Electronic 
Arts Canada - and helped deliver two 
of Accolade's earliest hit titles, Hardball 
2 and Test Drive 2. The company's next 
game, 40 Boxing, was one of the first PC 
games to use motion-capture techno logy 
(Taylor says he's " 90 percent sure it was 
the first, even though we created it with 
Scotch tape and baling wire"), and even 
today it's the undisputed champion of 
PC boxing games. After working on a 
couple of other baseball titles, Taylor 
turned his sights on something entirely 
different: real-time strategy gaming. 

Like millions of other gamers, Taylor 
had snatched up Command & Conquer
only to find it filled with problems that 
annoyed him to no end . "I was sure that 
with C&CWestwood would fix all the 
stuff that bothered me - make units 
shoot as they retreated, have terrain that 
interacted properly with projectiles - but 
it turned out they hadn't addressed any 
of that stuff," he says. "And there was 
one other thing besides all this that I 
wanted in an RTS that I wasn't getting 
out of C&C- intensity and excitement, 
the kind of excitement you see in Saving 
Private Ryan during the Normandy inva
sion and there's stuff happening every
where. Why not? That's what the com
puter can do! We can all play a paper 
game and move one unit at a time - and 
you could damn near simulate some of 
those RTS games on paper." 

So Taylor took his dream of a 3D 
RTS game to Ron Gilbert at Humongous " 
Entertainment (previously known for 
kiddie classics like Putt-Putt Joins the 
Parade). which led to the creation of 
Cavedog Entertainment - and it was 
Cavedog that brought us Total 
Annihilation, an instant classic that 
shouldered its way past a bevy of C&C 
wannabes by proving just how many 
crucial subtleties had been left unex
plored in real-time strategy gaming. The 
game's 3D terrain added a true tactical 

element to combat by providing units 
perched on higher elevations with wider 
range of fire; trees could be used for 
cover, but they could also catch fire and 
destroy any units hiding in them; flying 
metal from explosions caused damage 
to nearby units, both friendly and 
enemy; units gained experience by sur
viving battles - these and many other 
features made TA the new king of the 
RTS hill by delivering a bent-for-hell 
intensity on a scale never before seen in 
a real -time affair. 
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After the success at Cavedog, Taylor -
along with Jacob McMahon and Bart 
Kijanka, both of whom played huge roles 
in the creation of Total Annihilation -
left the company to form Gas Powered 
Games. The first item on their agenda: to 
create a roleplaying game that delivered 
all the adrenaline-soaked action of Total 
Annihilation, while stripping away some 
of the cumbersome conventions com
puter RPGs have accumulated over the 
years and replacing them with the best 
elements of real-time strategy gaming. 
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" Action RPGs get all of us more 
excited than a 'traditional ' RPG, becau se 
in those games you play more slowly 
and methodically," says Taylor. " So we 
thought if we could bring the over-the
top intensity and excitement of Total 
Annihilation to an action-oriented RPG 
- your band of characters bursts into a 
room and wham!, bodies start flying, 
things catch on fire, enemies scream as 
they die - it would be a great way to 
go. And hey, w e know how to do that! 
So let's marry some of this stuff. " 

This proposed "marriage" of real 
time strategy and roleplaying is, of 
course, Dungeon Siege - but as Gas 
Powered Games started work on the 
project they decided to set down three 
overarching goals they would keep in 
focus from start to finish. First, it would 
have to immerse the player from the 
very opening sequence and keep them 
completely immersed as long as they 
were playing the game. Second, the 
questing party would have to consist of 
multiple characters, each under the 
player's control , to make it feel like a 
true roleplaying adventure - that's 
where the RTS elements play a major 
role. Lastly, they wanted to create an 
open-ended character system that didn't 
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DUNGEON SIEGE 

set traditional boundaries to hamper the 
way players might want to develop the 
members of their party. 

Taylor and company are pretty 
serious - no, make that very serious -
about all these points, particularly making 
sure the player is drawn into the experi
ence from the very beginning. That's why 
the story that drives Dungeon Siege is 
essentially hidden from the player at the 
start of the game. Ask Taylor to describe 
the storyline, and you get a laugh fol 
lowed by an answer that seems like a 
toss-off: "You play the role of a hero who 
must save the world," he says. "When the 

game starts you're attacked at your farm
house and you have no idea of who's 
responsible - all you know is that a 
bunch of ore-like things are out to kill 
you." Naturally, you'll learn more and 
more about the forces you 're up against 
as you traverse the gameworld and 
assemble a party, but Taylor feels that this 
cinematic approach - show a couple of 
logos, then immediately pan in on the 
player working on his farm before al l hell 
breaks loose - gets the player immedi
ately into the game. It makes sense: why 
show the bad guy cackling with glee as he 
launches his odious schemes at the start 

of the game (a technique 
common in PC fantasy role
playing) when you can keep 
the player in suspense? 

But for Taylor, the 
single biggest stumbling 
block to player immersion 
or suspension of disbelief 
can be summed up in two 
words: loading screens. 
" Sitting there looking at a 
bar move across the 
screen reminds me that it's 
a computer game," he 
says. "I want to go into the 
world and I want to stay 
there. So one of the design 
goals was to build a 
gigantic world that you 
could play through from 
beginning to end without 
ever waiting for a level to 
load. We' re making indoor
outdoor transitions seam
less - dissolving roofs 
when you go into build
ings, going from an out-
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door environment into a dungeon - just 
walking straight through without any 
pause. " In other words, once you begin 
playing Dungeon Siege you'll never see 
a loading bar - or even wait more than 
a second or two as new terrain data is 
streamed into the game. Imagine 
playing for four or five hours non-stop 
without any type of interruptions as you 
move to a new "level ," and you've got a 
small idea of just how crucial this con
cept really is. 

This idea goes hand in hand with 
the awesome size of the Dungeon Siege 
gameworld . "We wanted to get aw ay 
from was the flat terrain you see in '3D' 
games," Taylor says. "What a lot of 
games use now is a poly-mesh with ver
tices that are 'pulled ' to make rolling 
hills - but you never see a steep cliff 
because there are a lot of technical rea
sons that make it very difficult to do. 
Typically those games have some type 
of maximum height limitations; our 
design goal was to have a massively 
continuous 3D world and be able to go 
vertical - you walk into a dungeon, 
spiral down into the depths of the dun
geon, and just when you're thinking 
you 've gone a long way you realize 
you're on ly ten percent of the way in!" 

What it all adds up to, says Taylor, is 
a true sense of adventure - something 
often missing from RPGs, "where you 
feel like you're running back and forth 
from the town to the local dungeon -
which just happens to be 78 feet away 
from town," he says. " We wanted to 
create a sense of vastness that would 
make the player say, 'Whoa, I'm a helluva 
long way from home - I'm in deep!"' 

CO TROL 
Anyone who played Dungeons & 
Dragons knows that it's definitely a case 
of more the merrier - as Taylor points 
out, " no one ever played D&D with a 
dungeon master and one player." But 
controlling a party containing five, six, 
seven , or ten people can pose some real 
control issues - and that's where the 
real-time strategy elements come into 
play. After fending off the initial attack 
and making your way to town, you ' ll be 
afforded the opportun ity to begin adding 
adventurers to your party - by either 
helping them out of a sticky situation or, 
later on, by paying them a one-time fee. 
Once that happens, a world of possibili 
ties begins to open up because of the 
options an RTS system of control brings 
to the table. 

The f irst advantage is ease of use: 
all the usual RTS paradigms - shift
clicking to set groups, clicking and drag
ging, setting waypoints, point-and-click 
navigation - will be instantly familiar to 
thousands of gamers. From the oblique 
th ird-person perspective, you can then 
set formations, lay down waypoints, 
issue commands, and general ly take 
complete charge of the situation. Even 
an RPG newbie will be able to master 
the situation in very short order. 

But perhaps the most important 
benefit of such a control system is the 
ability to split up your party. Besides the 
obvious tactical uses of splitting your 
force during combat situations, you ' ll be 



able to send parties loaded with booty 
back to the last town you visited in order 
to pick up new items or sell stuff for 
cash - and, wonder of wonders, you 
won 't be forced to make that tedious trip 
yourself! Once they get there, an image 
will pop up telling you they've arrived, 
and with a couple of clicks you're con
trolling them during their transactions 
and encounters w ith new NPCs. Not sure 
what lies over that ridge? Fine - pick a 
couple of party members you might con
sider expendable (Taylor likes to call 
them "red shirts," after the guys in the 
original " Star Trek" who invariably bit 
the dust) and have them scout it out for 
you, instantly switching to their position 
if trouble arises. 

Another great thing about the 
ability to control sub-groups of party 
members and zip instantly to their loca
tion is that it opens up all sorts of vistas 
for mini-quests inside the game. Say 
you're about to cross a rickety bridge, 
and as half your party makes its way 
across the structure collapses and they 
fall into a river that carries them to an 
island. Now you're faced with the task of 
re-uniting your party - but the good 
news is that you ' ll be able to switch back 
and forth between the two groups to 
work out the solution . Oh, there's always 
the option of simply leaving them for 
dead and trying to pick up new friends 
somewhere else, but then new issues 
come into play: were they hauling all 
your valuables? Was your best magic 
user in the group that's stranded? 

This type of control method seems 
wonderfully simple and obvious, yet the 
more you think about it, the more you 
realize just what it will allow Gas 
Powered Games to do in terms of puz
zles, quests, and combat - especially 
when you look back at all the little 
touches that made Total Annihilation 
such an enthralling gaming experience. 

0 BOUNDARIES 
If the GPG team had a mantra, it would 
be this: no boundaries. "We' re very pas
sionate about not setting boundaries 
and rules for the player - we want them 
to be able to do whatever they want, " 
says Taylor. "It's important because 
when you create a lot of rules and 
boundaries, everyone ends up playing 
the same way." 

That's why you won't find a typical 
RPG character-creation system in 
Dungeon Siege - no questions to 
answer, no selection of what primary 
skill your character will have, no skill 
points to distribute, nada. " You start off 
the game as your single hero character, 
male or female, and are presented with 
choices," explains Taylor. "There's a 
magic scroll, there's a melee weapon, 
there's a bow - and that's how you start 
to mold and craft your character. And I 
absolutely believe this will be a total 
reflection of the player. They won't be 
making conscious decisions - they' re 
just choosing from items." Such a 
system achieves two goals: it keeps you 
from digging through menus (which pre
vents you from being truly immersed in 
the experience, one of GPG's big no
nes), and it means your character will 

"\VE THOUGHT IF WE COU LD BRI G THE OVER-TH E-TOP 

TE SITY A D EXCITEMENT OF TOTAL A IHI LAT ION 

TO A ACTION-ORIE TED RPG, IT WOULD BE A G REAT 

WAY TO GO. A D H EY, WE K OW HO W TO DO THAT! So 
LET'S MA RRY SOME O F THI S STUFF." .. . .. . HRIS TAYLOR 

develop "organically" to reflect what sort 
of person you are, thanks to the way the 
game's Attribute system is structured . 

All characters are rated in five 
attributes: Strength, Intelligence, Dexterity, 
Life, and Mana. The first three relate 
directly to skills: Strength directly affects 
your performance in Melee combat, 
Intelligence is vital for magic users, and 
Dexterity determines accuracy when 
using ranged weapons. Instead of saying 
" I'm a magic user - poof! I can cast 
spel Is!" , Dungeon Siege lets you 
become a magic user the way you 'd 
expect: by doing it. What's more, the 
system allows for sub-categories: a 
fi ghter who uses magic occasionally 
becomes a fighter-magic user, and vice
versa. This might sound like a little 
th ing, but think about it: if you never let 
one of your magic users hone their 
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fighting skills and thus increase their 
Strength rating, you could be in a real 
pickle if you 're bum-rushed by a horde 
of skeletal warriors and all he has left 
are Healing spells! 

The most intriguing attribute, 
though, is mana. Every character has a 
"mana-channeling rate" that determines 
how rapidly they draw mana from the 
environment, and it's something you ' ll 
want to keep a keen eye on whenever 
you acquire new members for your 
party. Let's say you hire a helper or 
"squire" with the intention of using him 
merely as a bearer to carry excess inven
tory items, but then notice that his 
mana-channeling rate is incredible -
and you'll have acquired a party 
member who, if you give him the chance 
to use magic spells, could wind up being 
an extremely potent magic user. It's 
almost like scouting for talent in pro 
sports, and what's even cooler is that 
this extends to the corpses you find: you 
could expend a ton of mana to resurrect 
a pile of bones with a sword and armor 
on top and instantly gain a true Goliath 
of a fighter - or, conversely, discover 
that you've unwittingly brought a very 
evil (and grumpy) behemoth to life. 

These aren't the only ways in wh ich 
GPG is tweaking its nose at some tradi 
tional RPG conventions, either. Here's a 
good example: you enter a shop to pick 
up a new sword or suit of armor, plop 
down your hard-earned treasure, the 
item appears in your inventory - and 
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then you realize you should have bought 
another item. Well , that's a bit of bad 
news, because now that suit of armor 
you've owned for all of 10 seconds can 
be so ld for only half its original value! 
This design is pervasive in roleplaying 
games, but you won 't find it in Dungeon 
Siege: no sale is final until you actually 
leave the shop, and even then you ' ll 
have a grace period in which you can 
return it for a full refund . You ' ll even 
have a grace period after buying items 
from individuals strol ling through town 
(though it won't be nearly as long as 
when you 're dealing with shopkeepers). 
And if you 've been frustrated at being 
forced to drop items because you didn't 
have enough inventory space, you ' ll love 
Dungeon Siege's addition of pack mules: 
they carry a ton of stuff, and by having 
someone lead them to a town or fortress 
you can be turning a profit at the very 
same t ime you 're exploring new sec
tions of the world. 
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CHRIS TAYLOR 

MEET ME 

THE OU GEON 
Having such a fine degree of control over 
computer characters is great, but any RPG 
fan will tell you that nothing beats playing 
with or against other people online. 
Dungeon Siege will feature both co-op and 
competitive modes: you ca n play through 
the single-player game with fe llow gamers 
joining your party, or you can opt for com
petitive play on smaller maps with specific 
goals. There might be a map with a castle 
in the middle, for instance, and two parties 
of human players wi ll fight it out to reach 
a certain spot in the castle or ga in contro l 
of a precious object for a specific length of 
time; other victory conditions could 
revolve around the player with the most 
points based on kills, number of artifacts 
and items collected, and so on. Whatever 
the game, the Host will set all the parame
ters for play. 
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Taylor says that Dungeon Siege will 
be " playable over a LAN and the 
Internet. We use a client-server model, 
and offer what some call ' inside-out' 
matchmaking: it's not necessa ry to exit 
the game and launch another program 
to find others to play against. This can 
all be done from inside the game. But 
we' ll sti ll offer all of the older methods 
of finding and launching games." Given 
that the game will be published by 
Microsoft, you ca n expect support via 
the MSN Gaming Zone. 

Just as with Total Annihilation, 
there'll probably be a huge community of 
Dungeon Siege fans cranking out custom 
scenarios (see sidebar), but here aga in 
GPG has simplified the process of finding 
out just what the hell you're getting into 
when you join a user-created level. 
"When someone clicks on a game to join, 
they'll be told that the game has been 
modified," Taylor says. " If you choose to 
download it, you can quit the game and 
read the text-based GAS file that's built 
when the user created the level and find 
out exact ly how the game has been 
altered. And I wou ldn't be surprised if 
some users created front-end menus that 
show you graphically what they've added 
to or modified in the game. " 

On top of all this, look forward to 
some state-of-the-art graphical effects in 
the complete ly 3D gameworld : tru e 
shadows (a nd I do mean true- really! ), 
bri l liant particle effects, co lored vertex 
lighting, and some mind-blowing levels 
of detail - individual 3D weapon 
models lying on the ground, arrows th at 
stay implanted in their target, raindrops 
bouncing off the ground, wind blowing 
snow or rain in the appropriate direction, 
and so much more. Even with the 
release months away, things are looking 
awfu lly good in the visual department, 
and Microsoft's exhaustive Di rectX 
testing lab should ensure the game will 
run on a plethora of systems (a Pentium 
II 300 MHz will probably be the min
imum CPU, how ever). But whi le Gas 
Powered Games' founders Taylor, 
McMahon, and Bijanka are justifiably 
proud of the game's technology, it really 
boils down to one thing: gameplay. 
"Technology and features must serve 
gameplay," says Taylor. " I don't like to 
add anyth ing unless it adds value to 
the gameplay experience. We create 
games, not movies, novels, or 
Shakespearea n plays. Give me game
play, or give me death!" 

Preach on, brother. Preach on . 
l!C.G 
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YOUR ULTIMATE GUIDE TO NEW GAME RELEASES 

The Dark Side of Jeremy 
r::11 ver since he first joined the staff as dependent we had become on Jeremy's 
L:11 our webmaster, and continuing good graces to supply the majority of our 
through his current role as our disc edi- lunch runs. Before long, it became clear 
tor, young Jeremy Wi lliams has been t us that we were, in fact, his slaves ... we 
making a name for himself as the quiet, basically have to do w hatever he says for 
sweet, cherub-faced kid in the back cor - fear of having to once again make lunch 
ner of the newsroom. His w inning runs for ourselves. A nd this has armed 
smile, easy-going attitude, and baby him with a terrible, terrib le power. 
face instantly endear people to him. But the most chilling of our rea liza-
A lways wi lling to make .--------------, tions have been the occa-
the lunch run, never sional glimpses we've had 
complaining about a into his private psyche. 
thing, Jeremy has earned Sometimes, in harmless 
himself a reputation as conversation, Jeremy w ill 
the perfect co-wor ker. let slip a nugget of verbal 

But could it be possi- evil. .. for example, when 
ble that there is another we were all discussing the 
Jeremy, lurking behind contents of our closets, he 
that convivial exterior? joked, " l have a bunch of 

Evidence has come bones in there." He said it 
to light that casts a long, w ith a sort of cryptic half-
dark shadow over the smile, like it was maybe a 
sunny personality we've joke. There was a palpa-
come to associate w ith ble shudder running 
Jeremy. It began the week through us as he turned 
he arrived, w hen our and quietly left the room 
beloved office hamster, after his comment. 
Hammy, met a terrible The truth is becom-
demise. Coincidence? ing plainer with each of 
Perhaps. But Jeremy soon his cheerful grins, " heart-
eased himself into the unofficial role of felt" greetings, and lunch runs. There is 
office mascot, becoming our primary s mething unspeakably sinister brewing 
source of cheer whenever we were ia Jeremy's head. When it fina lly r eveals 
stressed out. Hmm, how convenient! itself in apocalyptic fury, we may regret 

We didn't notice this at the t ime, of not only the day we hired him, but also 
course. Nor did we really notice just how the very day we were born. 

------------------------------- ••···· 

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

www.pcgamer.com 
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CATEGORY: Roleplaying DEVELOPER: Black Isle Studios PUBLISHER: Interpl ay Productions, (800) INTERPLAY, www. interplay.com REQUIRED: Pentium 200MMX, 
32MB RAM, 650MB hard-drive space, BX CD-ROM, DirectX-supported video card with 4MB RAM WE RECOMMEND: Pentium 11 333, 64MB RAM MULTIPLAYER 
OPTIONS: None 

··········-----------
Black Isle Studios delivers 

an enthralling adventure 

through some of the 

most wondrous RPG 

realms ever encountered. 

-----------·········· t's difficult not to make the obvious 
jokes about waking up in the mid
dle of a mortuary with a splitting 
headache and no memory of who 
or what you are. Granted, anyone 
who's ingested a bit too much of 
the sauce can identify with the feel 
ing, but in this case, the occas ion 
that results in the said circumstance 
isn't a long night of booze, but 

death. You see, that's what happens 
when you ' re an immortal. 

That's the opening of Interplay's 
Planescape: Torment - players take on 
the role of the Nameless One, a creature 
who wakes up one day with no memory 
or even any idea of who or what he is. 
After a floating, talking skull initiates a 
conversation, the Nameless One discov
ers a cryptic message carved into his 
back - apparently it's a note to himself. 
And with that, players have to make 
their way out of the macabre mortuary 
and into the labyrinths of Sigil, a city of 
darkness, magic, and portals that lead 
everywhere and nowhere. 

■1 Spell effects are dark, huge, and vividly powerful. Even experienced RPGers will be imp.r~s.~~~: ..... . 

Torment is based 
on TSR's Planescape 
AD&D universe, 
which means that 
instead of elves, 
dragons, and furry
footed munchkins, 
players will 
encounter undead 
zombies, liches, and 
other things that go 
bump in the night. 
Sigil, the city where 
most of the action is 
located, is the central 
hub of the universe, 
where portals open 
to all other dimen
sions. The city is 
ruled over by the 
Lady of Pain, a mys
terious, powerful fig
ure. This rather 
bizarre location, 
along with an immor
tal main character 
who's lived and died 
so many t imes that 
he's become an 
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expert at anything and everything, lets 
the developers do things we've never 
seen before in an RPG - and they do it 
incredibly well. 

The game engine is a modified ver
sion of Bioware's Baldur's Gate tech. 
Although similar, Torment does things 
Baldur's Gate fans have been crying out 

Choose Wise/Y, 
Young Apprentice 
The originality of building the Nameless 
One's career in-game might throw some 
players off at first, but it's really pretty 
easy. The difficult part is assigning 
character points when the game first 
starts. Players should have a basic idea 
of what they want to do when they 
begin the game, and assign points to 
Strength, Intelligence, Wisdom, 
Dexterity, Constitution, and Charisma 
accordingly. Then, in the game itself, 
running across a fighter, thief, mage, or 
other special class of character will let 
players train the Nameless One in a 
variety of skills - although only one 
profession is available at a time. For 
example, players who build up the 
Nameless One's axe proficiency will be 
a bit disappointed when they become a 
mage, and can no longer wield axes. 
That's the AD&D system for ya. 

for. Automaps now 
have auto-nota
tion, as well as 
custom notes. 
The journal breaks 
up quests into 
completed and 
assigned cate
gories. On-screen 
characters are 
larger, and the 
backgrounds far 
more animated. 
Even the spell 
effects have been 
redone to make 
them b igger, bet
ter, and much 
more impress ive. 
However, not all 
the problems with 
the engine have 
been resolved -
pathfinding is 
still sticky, charac
ters block other 
characters, and 
inventory manage
ment is sti ll a 

The streets are filled with a variety of NPCs 
going about their daily lives. .__ ___________ ,. .............. . 

li ttle sub-game in itself. 
The lovingly detai led backgrounds 

lend an eerie darkness to the game. 
Huge gears move ponderously. NPCs 
wander through a squalid city filled 
with garbage. Zombies shuffle along 
ha llways littered with severed body 
parts . And the richer areas of town are 
covered in mosaics, statues, and bril 
liant lights. Wherever you go, whether 
it's the orderly Harmonium or undead
infested Dead Nations, the artwork con
veys the feeling of the area perfectly. 

What rea lly draws you in, how
ever, is the incredibly deep and involv
ing storyline. From the very beginning, 
the mystery surrounding the Nameless 
One is a gem. The story is mostly con
ta ined in dialogue, however, so players 
shou ld expect to do a lot of reading, 

www. Oai l y Ra da r. co m 



especially in the first few hours, w hen 
the entire Hive neighborhood lies open 
and j ust about every NPC w ith a name 
has some quest fo r you. 

While most of the quests are fetch
and-carry jobs, they have some of the 
most interesting story lines. The 
Nameless One might be pursuing 
objects t hat have severe impact on the 
world, or perhaps just uncovering a 
spy's secret plot. M ost quests, however, 
w ill give the player more information 
about t he Nameless One himself, or 
open up new car eers for t he scarred 
main character. 

choices - players can 
choose to be a nice guy 
most of the time, or a total 
asshole to everyone they 
meet, and the alignment w ill 
change according ly. What's 
even better, though, is that 
no matter w hat alignment 
players choose, there's a 
way to get through the 
game. It might be more dif
ficult to get through the 
game if everyone hates the 

The inventory system still requires some micromanagement, but quick
use slots allow fast access to a variety of items and weapons. 

ameless One, but all the 

When players start t he game, they 
can d ist r ibute character points to vari 
ous aspects of t he 

puzzles have mult iple solut ions to 
account for any style of play. 

Just as in Baldur's Gate, players 
ca n pause the game at 

Nameless One, but 
t hat's the last bit of 
out-of-game modifica
t ion they can do. The 
rest of the Nameless 
One's career is deter
mined in-game, 
through ask ing profes
sional specialists to 
t rai n him, or seeking 
instruct ion w it h a mas
ter . Wh en the game 
starts, the Nameless 
One is a basic fighter, 

With so many different 
ways to get through the 

game, it's likely that 
many players will go 

back through just to see 
the alternate solutions 
and discover some of 
the secrets they may 

have missed. 

any time, assign tasks 
to their party, and 
unpause. However, 
the modifications 
Black Isle Studios 
made to the orig inal 
engine keep players 
in the game at all 
times - instead of 
watching player inter
action or combat sta
ti stics scroll by in a 
tiny tex t w indow at 
the bottom of the 

but he can become a thief or a mage by 
simply asking t he r ight people the right 
questions (and usually solv ing a few 
puzzles) . A lso, alignment is determined 
th rough game actions and d ialogue 

scr een, messages fl oat up from the 
character s in the game w indow. Longer 
d ialogue, however, pops up on a w in-
d w that is normally hidden dur ing 
play. Right-cli cking t he mouse brings 

In the Planescape universe, it's quite natural to fight wererats among the decaying bodies of the 
interred dead. The atmosphere in the game is appropriately spooky. 
L------------------------------·················· 
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The automap will automatically add nota
tions to certain places, although players can 
add their own at any time. 
L------------················· 

up a mini -menu, w here players can 
instantly access spells, skill s, items, 
weapons, as well as game options, 
inventory, t he automap, and the jour
nal. This ease of access means less time 
messing w ith w indows and buttons in 
t he inter face, and more concentration 
on w hat's going on in the game. 

While the game forgoes the mult i
player aspects of Baldur's Gate, this is 
no g reat loss. With so many different 
ways to get through the game, it's likely 
that many players w ill go back through 
just to see the alternate solutions and 
discover some of the secrets they may 
have missed. When it comes right down 
to it, this game is a masterpiece of role
playing - the dialogue is some of the 
most well -written of any RPG, t he envi
r onments are varied and downright 
enthralling, the spell effects are mind
blowing, and the story contains some of 
t he most inventive, unique characters 
players will ever have in a par ty. 
Whether or not you're a hard -core fan 
of RPGs, Torment is a must -have. 

- Michael Wolf 
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uake 111 Arena 
CATEGORY: First-person shooter DEVELOPER: id Software PUBLISHER: Activision, (310) 255-2000, www.activision.com REQUIRED: Pentium II 233MHz with 8MB 
video ca rd, Pentium 266MHz with 4MB video card, or AMO 350MHz with 4MB video card, 64MB RAM, 25MB hard-drive space, 4X CD-ROM, 30 acce lerator card with 
full DpenGL support, DirectX-compatible sound card, 28.8kbps Internet connection WE RECOMMEND: Pentium II or Celeron 400MHz processor or higher, 570MB hard 
drive space, 30 accelerator card with 32-bit color capability and 32MB memory, 128MB RAM, 56.6kbps or faster Internet connecti on MULTIPLAYER OPTIONS: IPX, 
TCP/I P, Free Jnternet play, Maximum players: 64 

··········-----------
It's the best deathmatch 

game on the planet. But 

what if you're looking 

for a little bit more 

from your next first

person shooter? 

hile 1999 w ill be remem
bered as the year that the 
world escaped a poten
tial technological col
lapse, it was also the year 
that saw the very real fa ll 
of some major dynasties. 
The Chicago Bulls -
winner of six NBA titles 
in the 1990s and clearly 

the hoops team of the decade - were 
staring at a 3-26 record just a week into 
the year 2000. The Dallas Cowboys, who 
took home three Super Bowl trophies 
over the course of the decade, limped into 
(and right out of) the playoffs with a .500 
record. Oh, how the mighty had fallen. 

Computer gaming has its dynasties, 
too, and one of the biggest of the 1990s 
was id Software. For almost the entire 
decade, id lorded over the realm of first
person shooters with an iron gauntlet: 
Wolfenstein 3D ushered in smoothly 
scrolling FPS action, Doom and Doom II 
took it to the next level w ith vastly 
improved graphics and gripping death
match combat, and Quake and Quake II 
almost single-handedly revolutionized 

Quad Damage doesn't just make mincemeat 
out of enemies - it makes your weapon 
shimmer in a very groovy way! 
~-----------············ ······ 

multiplayer gaming over the Internet. 
And that's not all: an entire industry 
sprang up around id games, from gam
ing services to web sites to third-party 
software vendors. 

Now the hotly anticipated Quake Ill 
Arena has finally arrived - and w ith it 
the end of the id dynasty might be in 
sight. Don' t get the wrong idea: QJJJ takes 
the frantic, gory action millions crave and 
cranks it up several notches in terms of 
graph ics and level design. On the right 
system, your j aw w ill drop at how fantas
tic things look and how fast and smoothly 
the action flows. But when all is said and 
done, Qlll offers little more than Quake or 
Quake II did w hen it comes down to the 
nuts-and-bolts of gameplay - actually 
less, since its single-player game is li ttle 
more than a practice mode for onl ine 
competition. Compared to the rich depth 
of Tribes, the innovative multi player 
modes in Unreal Tournament, and the 
phenomenal single-player drama of Half
Life, Q J/1 feels - I can't believe I'm saying 

GALLERY OF GORE 

this - a bit like a throwback. 
Hot multiplayer action is undoubt

edly what has given Quake and Quake II 
their incredible longevity, and apparently 
Carmack and company felt that so few 
people bothered with those games' sin
gle-player modes that they totally 
revamped that aspect of the game for 
QJJJ. Gone are the days of advancing 
through level after level, blasting your 
way into rooms crammed full of monsters 
and zombified soldiers whose only pur
pose was to halt your progress; in Q J// 
your single-player opponents are Bots 
w ho have the same goal as you: kill every
th ing in sight (or everything that's wear
ing a different color suit than they are, in 
the case of Team Deathmatch and 
Capture the Flag games). 

Let's face it: just about everyone was starting to get a little sick and tired of 
that steroid-filled marine that's been the stock multiplayer character ever 

since Quake first appeared. Sure, you could always download custom skins, 
but wouldn't it be nice if we got a little more choices about our character's 
appearance after shelling out 50 bucks? 

Well, this is one area where id didn't let us down. There's a jaw-dropping vari
ety of characters to choose from in Quake Ill Arena, all exquisitely rendered 
and featuring their own distinct cries of pain and anguish. Choosing favorites 
is hard, especially with so many exotic selections, but here are some of the 
ones I really dug: 

KIISK I 111:Y MYNX i:'.i<I llf\Hl:t H H fl/ :J '; 

"' >. ~ . ;\ ""· ~ ."' "' .. t ; .... . 
w, .. J 

"'..ii' 
.,. 

- .. 
~ 

.,. :- -•-- '9 

j ~ " -~ ', .· . 
.; l 

www. Daily Rad ar.com 



llj The machine gun obviously isn't the weapon of choice, but if you get in close and open up a steady stream of fire you'll be rewarded with buckets of blood ........ .. . 

Skirmish mode is that not only can you 
battle against a bunch o' Bots, but you 
also get to check out all the levels you' ll 
be seeing online without having to follow 
the linear path of the Tourney game. 

So how do the Bots stack up? Very 
nicely, thank you. I 

Yup, these Bots are pretty smart -
but they can also be insolent at times 
during Team games . Over and over 
again during Capture the Flag matches, 
I would launch the game and immedi 
ately issue the " I am the Leader " com-

mand (more on 

This change means there r eally isn't 
a need for a storyline, but one was 
cooked up (or half-baked) anyway. You 
play as a gladiator in the futuristic Arena 
Eternal. You can fight your w ay though 
each of the game's maps in Tourney 
mode, facing one opponent (occasionally 
two) on each level until you face Xaero, 
Lord of the Final Arena (read: the Boss to 
end all Bosses). M ore engaging is the 
game's Skirmish mode, w hich lets you 
play against Bots in both Tourney mode 
and the other three game types: 

wouldn't go so fa r as 
some have and 
roundly proclaim 
that it feels like 
you're fighting 
against human oppo-

Quake IH feels - I can't commands later), 
only to see one of 
my Bot team mem
bers reply w it h, " I 
am the Leader ." This 

believe I'm saying this - a 
bit like a throwback. 

Deathmatch, Team Deathmatch, and 
Capture the Flag. The advantage to 

nents, but then again l don't r eally care 
so long as they don't do anything bla

tantly stupid - and in Deathmatch 
games they rarely do (unless you play 
on the"! Can W in!" setting, w here 
the Bots basically stand around and 
wait for you to deliver the death 
blow). Five difficulty levels let you tai
lor the competition almost precisely 
to your skill level, making for an 
excellent pract ice mode. Play on, say, 
the third highest difficulty setting for 
a while, and you' ll gradually see your 
skills improve enough that you can 
confident ly move on to the next set
ting. There's one exception to this -
the Nightmare setting, w here the 
Bots not only respond to situations 

To survive very long on this map, you'll have to hone in the blink of an eye but can nail 
your jumping and landing skills to perfection. moving targets with the railgun at 
'---------------········ .. ·······- insane distances. 

www.pcgamer.com 

happened con
stantly unt il I realized I had to back up 
my talk w ith actions: if you immediately 
issue a command after claiming that 
Leader role, the Bots w ill obey you. 
Ultimately, the single-player game is 
only a nice w ay to hone your fragg ing 
skills and memorize the command tree 
w ithout looking like a foo l online, and 
on that level it's a complete success. 

Anyone familiar with the first two 
Quake games know s that user-cr eated 
skins are wildly popular, and for good 
reason: everyone got tired of seeing 
rooms full of the same bulked-up Space 
Marine running around, and finally some 
users did something about it. QIII 
addresses the issue by giving you a veri
table rogue's gallery of models to choose 
from when picking your player character . 
M ale and female, alien and human, 
undead and living - there's a little bit o f 
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something for everyone here, and what's 
more impressive is just how finely ren
dered these models are. Not only can you 
see the weapon a foe is wielding, but also 
fine facial details. But while the visual 
variety is excellent, don't expect to gain a 
huge advantage by picking a rail -thin 
character like the skeletal warrior Bones 
or the squat extraterrestrial Orbb - in 
many hours of play I've never seen ene
mies outdistance me unless they'd picked 
up the Haste power-up, and the bounding 
boxes that determine shot damage are the 
same for one and all . 

Even so, the inclusion of so many 
cool characters is a 

platforms move up and down to provide 
access to new areas; heavy fog enshrouds 
arenas, forcing you to keep your eyes 
peeled for movement - all these give you 
that "being there" sensation so vital to the 
success of any first-person shooter. 
Provided you've got time to admire the 
scenery, you'll also love the fact that each 
weapon leaves distinct marks. 

The levels have been wickedly 
crafted, with all the shortcuts, camping 
spots and "killing fields" that make 
Deathmatch fun; many are loaded down 
with the much-ballyhooed "curved 
spaces" made possible by the Quake Ill 

greatly appreciated 
piece of eye candy 
- and it's indicative 
of how much impor
tance id placed on 
making Qlll a visual 
masterpiece. Things 

Unfortunately, more of the 
same is precisely what 

Quake Ill dishes up with 
its multiplayer modes. 

engine, and while in 
my naivete I'm sti ll 
pondering just how 
this makes things 
drastically better in 
terms of gameplay, 
I've got to admit that 

look awfully good on 16-bit v ideo cards 
like Voodoo lls running in SU mode, 
and the imagery is unbelievable with a 
good 32-bit video card like a TNT2 Ultra 
or GeForce. 

Another reason the environments 
feel so alive and immediate is because 
there are so many ways in which you can 
interact with them. Bounce pads send you 
soaring skyward; acceleration pads shoot 
you forward w ith a burst of super speed; 

www.Daily Radar.com 

it does lend an air of 
realism that's a notch above anything cre
ated by the Quake II engine. 

One area that id didn't muck about 
with too much was the weapons depart
ment: the pistol has been replaced with a 
Gauntlet (if you're close enough to use 
this gloved weapon, you're probably too 
close!) but old favorites like the shotgun, 
plasma gun, machine gun, railgun, 
grenade launcher, and rocket launcher 
are all intact. That's fine and dandy, but 
there are gonna be some definite moans 
and groans from countless Quake-heads 
when they see what's been done to the 
mighty BFG: it's basically a pumped-up 
plasma gun with a different colored pro
jecti le. It's no biggie to me - it's still fairly 
potent - but could be a letdown for 
those expecting more of the same. 

Unfortunately, more of the same is 
precisely what Q/ll dishes up w ith its 
multiplayer modes. It's been more than 
two years since Quake II, and what do we 
get for our patience? Let's see, there's 
Deathmatch, Team Deathmatch, Capture 
the Flag, and a Tourney mode, where 
you queue up and watch two gladiators 
go at it until you fina lly get a crack at 
whoever is the reigning champion. I 



don't care how much you love the Quake 
franchise: these are some pretty thin 
pickings for the year 2000, especially 
compared to QIII 's direct competitor 
Unreal Tournament's imaginative modes 
like Assault and Domination, not to men
tion the richly complex yet highly 
rewarding team-based play of Tribes. 
Toss in the fact that only four maps are 
available for CTF play in the retail ver
sion, and you get the uneasy feeling that 
id was so exhausted making things look 
great and play faster than hell (yes, this 
might be the fastest Deathmatch action in 
the world to this point) that no energy or 
imagination was left to implement some 
fresh gameplay modes. 

Even more disturbing than the 
lack of multi player modes, though, is the 
game's matchmaking interface for 'net 
play. Simply put, it's one of the most 
clumsy, inefficient, and frustrating 
designs I've had to work with in several 
years of online play. Want to create a fil
ter so that pinging the master server will 
only return the results you want in terms 
of ping time or a specific map? Tough. 
After hours of scouring the manual and 
documentation I could find no such fea
ture. I'll bet you'd like to know whether a 
game is password-protected before you 
join, wouldn't you? Too bad, because all 
that's displayed after checking the master 
server is server name, map, number of 
players, and the ping time. 

Hey, I think it'd be neat - no, I think 
it should be mandatory - to be able to 
refresh a single server from the server 
list, but apparently that's not an option 
here, unless there's some console com
mand I'm unaware ofto handle that 
chore. (On a side note, I'm still wondering 

The curved surfaces id promised abound in 
DIii, adding a sense of realism as well as 
some very groovy environments. 
~------------···· ········ ······ 

why the only console commands listed in 
the documentation involve Bots - if you 
want all the other useful stuff, you'll have 
to check a Quake III site. And I love the 
way these guys let users take care of doc
umentation for them; I couldn't even find 
a list of console commands at the "offi
cial" Quake3World Web site that's put 
into your Startup menu when you insta ll 
th.e game!) Can you check player scores, 
stats, and pings before connecting to a 
game? No. After enjoying these featu res 
in Tribes and Unreal Tournament, I simply 
assumed that any top multiplayer title 
would include this stuff as a matter of 
course - but you know what they say 
happens when you ASSuMe, right? 

Once you get past these oversights, 
you ' ll be in for some fragging of the first 
order, with blood spraying and heads 
rolling as screams fill the air (each char
acter has a unique cry of pain - very 
cool) . But even here are annoyances that 
somehow made their way into the final 

www . pcgamer.com 

product. Only the top scorers are dis
played on the Results menu, so there's 
not a simple way to see whether teams 
are unbalanced (maybe there's a console 
command - oh, forget it) . Even the 
larger maps have some pretty cramped 
areas, and with Team Damage on, it's 
pretty easy to frag a friend - but the dia
logue at the top of the screen only shows 
who killed you, not if the person was on 
your team. If they're near the bottom of 
the score list, it could take a while to fig
ure not only if they are on your team, but 
also whether the frag was intentional or 
out-and-out team killing. 

I've got to admit that I've been play
ing QIJI like a madman in spite of all these 
differences, and in a few months there 
are sure to be a score of user mods that' ll 
broaden the narrow horizons of the 
game's multiplayer modes. As it stands 
now, though, Quake III Arena only breaks 
new ground in terms oftechnology 
and that's just not enough to keep it at 
the head of the pack when other develop
ers have shown us just how much more 
can be done with online play. 

- Stephen Poole 
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* *** CONFI DENTIAL**** 

III. BREAKING THE OATH : 
TRUTH AND CONSEQUENCES ~U 

1 . A verbal warning accompanied by a review of 
security oath . 

2. A stronger warning , sometimes accompanied by 
browbeating ~cm. and intimidation . 

3. Psychologically working on an individual to 
bring on depression that will lead to suicide. 

4. Elimination of the individual that has been made 
to appear as an accident , suicide or heart attack 

✓ 
~ 

4-

Source s say Deus Ex was c rea t ed by Ion St orm to uncover the 
truth. Some say i t ' s me r e ly the latest conspiracy fueled by 
a madman . And s ome s ay it 's a future training tool made to 
loo k like a hyper realisti c 3 - D roleplaying computer game . 
Whatever it is, proceed with caution. They know you want it . 

SECTOR 1 

The year i s ~ -, and t h e wo r ld is a dangerous and 
chaotic place . Terrori s ts operate openly , killing 
thousands . The world's economics are close to 
collapse and the gap be t ween the insanely wealthy 
and the desperately po o r h as grown to the size of 
the Grand Canyon . Worst of a l l , an ages old 
CONSPIRACY bent on world domination has decided 
that the t i me i s r ight t o eme rge from the shadows 
a n d take control . No one b eli e ves they exist . 
The c onsp ira t ors mus t be sto p ped from spreadin g 
-GRE Y DEATH-. Thi s wor.ld is :fu11. o:f 1ies a n d 
betray a1, a wor.ld where n o t hin g is as it seems 
and entire na t ions c an seeming1y be turned at 
t he pushed o :f a button. TRUST NO ONE. 

No. 34561 
< TRUTH 

o Fight terrorists, 

~'.iii~if 
BUI.L'l' ON RP.AL CONSPIRACY TBEOBIES 
curre nt events and sxpected 
ADVANCEMENTS i n t e chnol ogy . 
Rese <!lrch shows , i. t c~:a happen . 

RECOGNIZABLE, REALIS TIC ENVIRONMENT~ 
Many l.ocationa artt u ui l. t from. a cti:ial 
bl.ueprints . And evtiry objoct i .n the 
e n viro nments is usefn:l . 

as ordered by UNATCO , 
t o mainta i n control over 

o Surv ive c ons t ant attac k 
and/or inc arce ration 
as you e s tab lish t ies 
to a new ally base . 

IDOS 
eido s . com 

JOIN THE CONS PIRACY 
a t deusex . com II 

· Ex, ION Storm names and logos are trademarks of ION Storm, L.P. All Rights Reserved. © 1999, 2000 ION Storm. Eidos Interactive and the Eidos • ·• . ·, 
ts · live logo are registered trademarks of Eidos Interactive. © 1999, 2000 Eidos Interactive. AMO , the AMO logo, Athlon and combinations thereof , are : ··-, 

. ~~~.(narks of Advanced Micro Devices, Inc. The ratings icon is a trademark of the Interactive Digital Software Association. · 

, 
l 
l ·, 
I 

I 
: 



o Send any and al l informati on to 
www . unatcc . com . I t could be the 
difference between life and death . 

o Establish a n ew b ase of 
op erat ions wi t h ] 5 ]?Pf 
and forge all i a nce s . 

o E'ind a way to bu i l d your own 
capabilities t o t h e poin t where 
y ou have a cha n c e of defeatin g 
the one wi t h God-like powers . ..,<~---
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Fig. 2 . 1 bu i ld y our 
own c apabilities 
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Fig . 2 . 3 mainta i n f 
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abriel Knight 3 
CATEGORY: Adventu re DEVELOPER: Sierra Studios PUBLISHER: Sierra , (800) 757-7707, www.sierra.com REQUIRED: Pentium 166 with 3D card (Pentium 233 without), 
250MB RAM, 4x CD-ROM, 35MB hard-drive space, Windows-compatible sound card WE RECOMMEND: Pentium 300, 64MB RAM, 4MB 3D accelerator card 
MULTIPLAYER OPTIONS: None 

··········-----------
It's a long, deep adventure 

in the most classic sense, 

and that alone is welcome 

enough to make you over

look the game's flaws. 

abriel Knight 3 arrived at the 
tail end of our an nual awards 
cycle, in which no winner 
was named in the 
"Adventure" category 
because almost no adven
tures were published. It's 
tempting to make a Serious 
Point about the decline of 
adventure games, but the 

simple fact is that gamers are choosing 
other, faster -paced forms of entertain
ment. The last noteworthy graph ical 
adventure, Grim Fandango, died on the 
shelves despite being an incredibly fun, 
witty, stylish game. There's no po int 
lamenting the death of the adventure 
game: you gamers killed it. 

Now along comes Gabriel Knight 3, 
a classic-style adventure with 50-plus 
hours of gameplay, rich locations, a 
deep story, plenty of objects to pick up 
and use, and lots of situational and 

environmental puzzles. 
It has everyth ing that 
we loved in adventure 
games going a ll the 
way back to the text 
parser, and it's even in 
3D. It also requires you 
to radically re-adjust 
your gaming expecta
tions to a more leisurely 
pace. In the 3D action 
age of drive-by gaming, 
a title that requires you 
to find a piece of tape in 
the back of a closet 
requ ires a bit more 
attention to detail, a 
sharper mind, and a 
w illingness to take your 
time a nd sort things 
out rationally. 

Gabriel Knight 3 

Your conversations with the chateau's various personages will 
unravel a spectacularly twisted plot that's worthy of any adventure. 

~------ ------------- ······· ··· ... · ..... 
does a ll this pretty well while offering a 
s tory full of fascinat ing turns . Gabriel -
a Schattenjager, or monster hunter - is 
in the French town of Rennes-le
Chateau, a nexus fo r alternative reli 
gious historians. A treasure hunt has 
drawn various oddballs and misfits to 
the town, and the kidnapping of a young 
girl soon makes them all suspects in an 
even greater myste ry involving the 
Merovingian dynasty (see sidebar), vam
pires, Templars, Masons, and the rest of 
the grab bag of Fortean freakishness . 

The story is told in chapters over 
three days, with days divided into five, 
six, and eight time periods. You 
advance to the next time segment when 
you've spoken to the right people and 
solved the right puzzles. In some of 
these segments, you assume the ro le of 
Grace Nakimura, Gabriel's ass ista nt. 
Interactions are based around an effec
tive pop-up icon bar. Conversations are 
initiated by clicking on a character, a nd 
then on a picture icon keyed to a partic
ular subject; object puzzles use the same 
interface. Inventory items are eas ily 
swapped in and out of Gabriel's active 
hand and are used to solve these puz
zles . As you get further in the game, 
you' ll gain access to other tools, includ
ing a fingerprinting kit and SIDNEY, the 
Schattenjager Information Database. 
SIDNEY is a helpful computer that not 
only lets you look up information, but 
also enter key data on suspects for 
analysis. It all combines to create a very 
fulfilling and challenging puzzle-based 
adventure that manages to stay fresh 
and interesting . The only elements that 
fee l out of place are a few time-based 

A great deal of effort apparently went into accurately recreating the locations in the book, particularly 
Rennes le Chateau. There are some truly gorgeous scenes in the game. 

Everything seems a bit too bright and happy
looking to sustain any real suspense. 

'-------------------------------- - - · · · ·· · ·· ·· ·· · ·• •00 
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and jumping puzzles, w hich mar an 
other w ise pure adventure experience 
with inappropriate action sequences. 

Though the adventure elements 
and storyline are entertaining, they are 
seriously compromised by tw o critical 
fa ilures. The most glar ing hits you the 
moment Gabriel opens his mouth, and 
its name is Tim Curry. Without a doubt 
this is the single most grating voice per 
formance since the early days of CD
ROM conversions. Curry, an 
Englishman, has adopted a slow, 
w hiskey-slurred southern patois t hat 
demands a slug in the jaw every time he 
opens his yap . W e've cut this guy 
enough slack since Rocky Hor_ror (a 
crummy movie anyway) and it's time he 
be condemned to Home A/one sequels 
fo r the rest of his career . No matter 
how momentous the event, Gabriel can 
be counted on to react with w orld
w eary sarcasm. Other character s also 
adopt rid icu-

narrative structure are strong. 
GK3 uses a decent 3D eng ine fo r 

character s and environment. This 
enables the cr eation of some good 
models and attractive locations. The 
geography and layouts have apparently 

been thor 
lous, high
school-play
quali ty accents 
and wind up 
sounding like 
Pepe Le Pew, 
Boss Hog, Fat 
Bastard or 
some other 
broad charac-

Characters also adopt ridiculous, 
high-school-play-quality accents 
and wind up sounding like Pepe 

oughly 
researched, 
and there is 
indeed a 
veracity to the 
look and feel Le Pew, Boss Hog, Fat Bastard, or 

some other broad characterization 
dependent upon nationality .. 

of various 
places. 
Character s 
have decent 

teriza tion 
dependent upon nat ionality. 

The approach to numerous charac
ter s throughout the game seems to be 
str aight out of a cor respondence course 
called Character Creation Through 
Stereotyping. Everyone is a caricature, 
and though they move the plot along, 
they never convince as effective charac
ters in a good story should. M aking 
th is far wor se is Jane Jensen's utter 
inability to script convincing, clever, or 
sharp dialogue - i t's an abundance of 
cli ches, with a tendency to pass snide 
cynicism and sarcasm off as actual w it. 
This is too bad, since the plotting and 

animations 
and pretty good lip-syncing. Rooms are 
rarely so cluttered you can' t zero in on 
important elements if you have a good 
eye. The camera can also be moved 
around the room independent of a 
character, so you may look around at 
things and then have Gabriel or Grace 
per form an action . 

The problem wi th the graphica l 
element is not the level of detail, but the 
overall dull look. After so many games 
with atmospheric lighting and posi
tional sound, the environments of GK3 
sometimes wind up feeling like sets. 
Flat, even lighting is the culprit. There 

www. pcga mer.co m 

The Merovingian Dynasty 
Gabriel Knight 3 is based on a cluster of classic 
fortean enigmas tied to the Meroviingian 
Dynasty and the sman French village of Rennes 
le Chateau,, its church, and its mysterious pastor 
Father Sauniere. The dominant theory - popu
larized by alternative historians (or crackpots, 
depending upon your viewpoint) Baigent and 
Leigh in, Holy Blood, Holy Grail - is that Jesus 
survived the crucif ixion, was protected by 
Joseph of Arimathea, married, and had chi ldren. 
These ch i,ld ren became part of the Frankish 
nobility, and the Templars, Masons, Priory of 
Zion, and other secret sects have spent 2,000 
years protecting the bloodline and the secret. In 
the process, the Templars deposited the alchem
ical secret of transmuting base elements into 
gold in the chapel at Rennes. 

While the theory may sound far-fetched, it 
sprang from indisputable historical fact. The 
chapel at Rennes did have links to both the 
Templars and the Masons. The Templars did loot 
a large amount of treasure from the Holy Land. 
They also performed secret excavat ions beneath 
Jerusalem (among the l'ast to do so in the Temple 
Mount) and, some believe, found key biblical arti
facts . Father Sauniere did indeed excavate in the 
chapel, and then mysteriously came into a great 
deal of wealt h. (Most likely he came upon a cache 
of treasure looted from the Holy l and.) Anything 
beyond this is wild! speculation. 

Horror novelist Chet Williamson (father of 
our own Killing Box golden boy Colin Williamson) 
recently published an excellent trilogy of novels 
on this very subject. Collectively dubbed "The 
Searchers," the three novels are City of Iron, 
Empire of Dust, and Siege of Stone. 

are few of the evoca tive shadow s that a 
horror adventure needs to sustain a 
mood. The r esult is acceptable, but 
Sierra w ould have done better to spend 
its money licensing Unrea l. 

Gabriel Knight 3 is a decidedly 
mixed experience. On the one hand, 
you have a deep, inter es ting, and com
pelling story to ground some very 
clever and sa tisfy ing puzzles . The inter 
face is unobtrusive and the environ
ments inter es ting. On the other hand, 
you are fo r ced to spend hours at a time 
with a lead character of almost unbear
able obnoxiousness and possessed of a 
voice that makes an eloquent elocutor 
of Roscoe P. Coltrane. But i f you' re a 
fan of what many people have w ritten 
off as the moribund adventure genre, 
GK3 w ill definitely give you a nice fix 
fo r your habi t. 

- T. Liam M cDonald 
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••• resistance is futile.11 

-PC Accelerator 

11A virtually flawless masterpiece11 

- Future Gamer 
11 

••• will shake up the gaming landscape11 

- CNET 
11 a next-generation game in every sense ... 11 

- The Adrenaline Vault 
11The 3D shooter for the next millennium. 11 

- gamesmania.com 
11 

•• .I have to tell you, it1s pretty damn cool 11 

- IGN.com 
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Interstate '82 
CATEGORY: Action DEVELOPER: Activision PUBLISHER: Activision, (310) 255-2000, www.activision.com REQUIRED: Pentium 233; 32MB RAM; 400MB hard-drive space, 4X 
CD-ROM drive, 16-bitvideo card with 4MB memory, DirectX 7-compatible sound card WE RECOMMEND: Pentium 333MHz, 64MB RAM, Direct3D-compatible video card with 
a minimum of 8MB memory, 56.6kbps dial-up connection or better for Internet play MULTIPLAYER OPTIONS: Seria l, IPX, TCP/IP, Maximum players: 8 

··········-----------
Activision dips into the 

retro-vehicular homicide 

well once again, but this 

sequel slips a gear below 

the original. 

-----------·········· 

Things get off to a 
rocky start in, of all the 
places, the intro 
sequence. It's not at all 
a case of hammy voice
acting or poor writing; 
indeed, the entire 
sequence is tense 

aybe it's because it had 
a very tough act to fo l
low. Perhaps it was all 
the hoopla generated by 
eager fans dying to get 
their hands on the 
sequel to one of their 
favorite games. Or it 
could be that we gamers 
have grown so accus

and gripping, and the 
acting's just fine . The 
problem is how it looks: 
dark, grainy images 
w ith almost no sense of 
detail, and background 
textures that seem to 
swirl and bleed 
together. Jeez, this is a 
non-interactive segment 
- can't it look better 
than w hat we'd have 
seen four years ago? 

Apparently round tires for jet airliners hadn't yet been implemented 
in the alternate universe of Interstate '82. 
'--------------------, ................ .. 

tomed to mind-blowing 3D graphics 
that anything less than state-of- the-art 
w ill satisfy. 

Whatever the reason, one th ing's for 
certain: Interstate '82 never grabs you by 
the throat and pulls you completely into 
its alternate universe of high-speed auto
motive combat the way Interstate '76 did. 
That doesn't mean it fails on all counts; 
stick with it long enough, and you' ll find 
some pretty gratifying drivin' and 
shootin' action, along w ith a wacky plot 
chock-full of references to 1980s culture 
and politics. Unfortunately, it's a safe bet 
that a lot of gamers - especially ones 
who expected all the same gameplay ele
ments they loved in Interstate '76 - might 
give up before they reach that point. 

W ell, at least the quality's good 
enough that you know what's going on: 
Groove Champion, hero of Interstate 
76, is try ing to reach his sister Skye on 
the phone when two goons (one's got a 
M ohawk, so you know it's 1982!) burst 
in w ith guns pulled. Groove manages to 
dive out the window of his ratty trailer 
in the desert and make it to his r ide, but 
before he can pull away he skids out of 
control and wham! - all we know is 
that our man "Swinger" is definitely not 
all right. 

You play as Taurus, the smooth
talking soul brother who handled your 
training in Interstate '76. You have to team 
up w ith Skye to find w hat's happened to 
her brother and w ho's responsible. Just 
as in a Bond flick, you' ll have to drive and 

.------------------------------, fight your way not 
only through a 
steady stream of reg
ular bad guys, but 
also a seri es of suc
cessively tougher 
head honchos - and 
of course there's a lot 
more on the line than 
the lives of Taurus, 
Skye, Groove, and 
Skeeter the mechanic 
(yep, he's back too). 

The plot ulti 
mately ties in covert 
internationa l 
intrigue, Contras, 
and Ronald Reagan 
himself. It unfolds to 
the beat of an origi
nal DEVO sound
track unearthed 
from the band's 
stashes. The ambi-

Though primarily an action game, there are a few nice puules in /-82, like using a ence is certainly 
blasted trailer as a ramp to enter a shopping mall. apparent, but '80s 
'---- --------------------, ................. sch tick isn' t enough 
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to warrant an all-new game. 
The big letdown as far as I-82 goes 

is in how the designers chose to 
streamline the original 's wealth of 
options. In an effort to make 1-82 more 
accessible, much of the nitty-gritty of 
specification and weapon loadout has 
been removed in favor of generic cus
tomizations. While th is definitely allows 
you to move through the setup sections 
fast and get right to the fighting, i t 
weakens both the fighting and the over
all game by denying fans of the original 
the fun of car customization. 

Beyond that, I-82 just seems to 
emphasize the goofy more than the 
gritty, and loses a lot of its predeces
sor's punch in the process. The Las 
Vegas levels are intended as show-stop
ping set p ieces, but the only reason they 
stop the show is to make you shake 
your head in disapproval at the oddbal l 
scenery. Some of the underground 
sewer levels and the fantastic Area 51 
level show off some wonderful design, 
but too much of the game is spent blast
ing through areas that seem intent on 
making you moan w ith their cuteness. 

A ll in all, Interstate '82 just made 
me nostalgic for the original. Maybe it's 
j ust further proof that the eighties were 
a disappointment. 

-Stephen Poole 
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Battle of the Bulge 
CATEGORY: Real-time strategy DEVELOPER: Atomic Games PUBLISHER: SSI, Inc ., (408) 737-6800, www.ssionline.com REQUIRED: Pentium 200, 16M B RAM, 45MB 
hard-drive space, Windows-compatible sound card WE RECOMMEND: Pentium 11200, 32MB RAM MULTIPLAYER OPTIONS: Seria l, IPX, TCP/IP, Free Inte rnet play: 
IGZ, Maximu m pla yers: 2 

·· ··· ·· ···------------
Do we really need 

another Battle of the 

Bulge game? Well no, 

but when the game in 

question is this good, 

that's almost irrelevant. 

------------·········· 
ruth be told, I was not eager 
to review this game. Starting 
with Avalon Hill's boardgame 
(circa 1965), I've played/ 
reviewed so many Battle of 
the Bulge games that I really 
didn't want to revisit that 
campaign yet again. I mean, it 
always turns out the same, 
doesn't it? Initial German suc-

cess, grinding siege of Bastogne, Panzers 
run out of gas, skies clear, Germans get 
hammered from the air, Germans lose. 
The Germans always lose, unless you give 
them a huge, historically inaccurate 
advantage, in which case you're no 
longer dealing with a simulation of the 
real Ardennes Offensive. 

So maybe the highest compliment I 
can pay Close Combat IV: Battle of the 
Bulge is to say that it manages to avoid a 
deadly been-there, done-that syndrome. 
Paradoxically, by focus ing on a wide vari
ety of tactical situations, it manages to 
convey the flavor of the Ardennes cam
paign without making you feel straitjack
eted by the larger historical constraints. 

Be careful with your tanks - infantry units 
can take them out at close range. 

'--- ---------·········· ········ 

Also paradoxically, Atomic has 
revamped the campaign structure to 
make the evolving situation clearer. The 
whole battlefield is divided into some 4-0 
sections, each corresponding to an 
important tactical node, and after the 
opening round of German attacks you' ll 
have lots of choices as to where and how 
you'll fight each new battle. Gone are the 
squad-by-squad replacements seen in the 
earlier games; instead, you're presented 
with kampfgruppen (battle-groups) forma
tions, each of which has its own reserve 
units and supply caches lumped together 
in a pool. If one of your squads has its full 
compliment of armor, you can't over
assign vehicles to create super-units (all
tank units eventually dominated some CC 
III battles to a ridiculous extent). To have 
any chance of winning, the Germans 
must capture American gasoline dumps; 
and when individual squads run short of 
weapons and ammo, you can see them 
"scavenge" from the dead. 

The AI is surprisingly aggressive, 
although it seems much sharper han
dli ng American defenses than it does 
managing German attacks. It will make 
devastating use of the "ambush" mode, 
especially in street-fighting situations. 
Infantry on both sides display a much
improved ability to destroy armor at 
close range (historically accurate by 
this stage of the war). AT guns defi 
nitely score more often when firing on 
the side or rear of enemy tanks. Off
board artillery (for the Germans) and 
air support missions (for the Allies) 
are avai lable when supplies and/or 
weather permits. 

Graphically, CC JV lives up to the 
high standards of its predecessors. The 
snowy forested terrain looks bitterly 
cold (you can almost hear the wind 
moan through the pines), and the myr
iad Belgian vi llages seem to be of plau
sible size and appearance. All the usual 
war-movie vignettes are here: grenade 
attacks, surrenders, tiny bazooka rock
ets, shattered units skulking under 
cover, etc. By now, Atomic's artists 
have this stuff down cold . 

There are idiosyncrasies, though, 
which are sure to bother some hardcore 
grogs: too many flame-throwers and 
rocket-firing halftracks, too many 
spasms of wretched path-finding on the 
part of German vehicles, and a persis-

www. pcgam er. com 

The new campaign map makes it easy to see the 
strategic changes from battle to battle. 

tent tendency for Shermans to knock 
out Panthers with one shot (historically, 
it was just the opposite), but I guess 
you have to take into account that 
hardcore veteran players are not likely 
to be attracted by another Battle of the 
Bulge game. 

If you're mainly interested in tacti
cal challenges presented in colorful 
environments, you'll get your money's 
worth. If your primary interest is in the 
actual Ardennes campaign, be aware 
that despite Atomic's slick new presen
tation, the Germans still lose (unless you 
give them every possible handicap) . 
Also be aware that the multi-player 
experience is hamstrung by the pre
determined replacement pools. 

If you're not hopelessly burned o ut 
on the subject of the Bulge, you ' ll find 
this to be a solid and freq uently exciting 
wargame. If you are .. . well, you 've prob
ably skipped reading this review, 
haven 't you? 

- William R. Trotter 







:"one o 
1 
1 

e es a ven ore 
' 

***** pletely visceral experience from scene on 
you interested to the shocking conclusio 

aying the be 
aced my bar 
om the expe 

- incite PC 



• 
ser1 es o ever race a '' 

- Next Generation Online 

***** ·-·•'"':'\~-·--- "the most complete, the most ambitious, the most compelling, the most 
intelligent, and yes, ... the finest game the genre has yet produced.'' 

"H . ere 1s 
everything 

you want in an 
d '' a venture game. 
- Tnne Digital 

- Adventure Garner 

~IERRA™ . . 
,,,,,,,,,,,7 s T u o I o s www.s1errastud1os.c 

© 1999 Sierra On-Line, Inc. All Rights Reserved. Sierra Studios, Gabriel Knight, Blood of the Sacred, Blood of the Damned are trademarks of Sierra On-line, Inc. Any other trademarks are the property of their respective owners. 

Go to www.pcgamer.com/request Product #083 





Think VDU can 

drive better 
than the pros? 

Prove ii. 
More real tracks, 
cars, and drivers. 



5uild A Kingdom. 
Rule The Nile. 
Live forever."' 

;- 4 ERR AN 1)@04$11;~ 
/~ T U D I O S C:,ar-r,~_t , 

www.sierrastudios.com 
, , 

www.1mpress1onsgames.com 

Go to www,pcgamer.com/request Product #742 

From The Mak~r:~ 
Of Cae~ar )U .,. 



11A breathtaking achievement in 

the cit!j-buildinggenre 11 

- PC Acceleracor, 

9 out of 10, Killer Game A ward 

11 fharaoh 1s blend of addictive gamepla!j 
and excellent mission design kept 

me at m!j computer straight through 
man!j nights, a rare occasion after 

ten !)ears of writing game reviews ... 11 

- IG .PC 

9 out of 10 

11 
••• one of the best real-time strateg!j 

games I have ever seen!" 
- Gamecropics 

5 out of 5 

11This is what immersion is all about. 11 

- Daily Radar 
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FIFA 2 
CATEGORY: Sports DEVELOPER: EA Sports PUBLISHER: EA Sports, (650) 628-5999, www.easports.com REQUIRED: Pentium 166, 
16MB RAM, 4x CD-ROM, 50MB hard-drive space WE RECOMMEND: Pentium II 266, 64MB RAM, Bx CD-ROM, 375MB hard-drive space, 3D 
accelerator card, Gamepad MULTIPLAYER OPTIONS: Serial, !PX, Maximum players: 20 

··········------------
EA Sports once again 

demonstrates why it 

boasts the only real 

soccer game in town. 

-----------·········· 
/FA 2000: Major League Soccer 
(MLS) is the sixth version of EA 
Sports' venerable soccer game. 
Ever since the first FIFA hit in 
1994, the series has almost 
always been at the forefront of 
critics' Best Sports Game lists. 
This year FIFA 2000 has added 
the MLS license to the game 
and sent an already strong 

franchise into the stratosphere. 
I was very excited w hen I found out 

that EA Sports had acquired the M LS 
license. MLS, in case you didn't know, is 
the official "Division 1" soccer league in 
the USA. This is a huge marketing plus 
for the title here in America, but unfortu
nately the game doesn't fully use the 
license to its potential - it's more like an 
afterthought and was seemingly thrown 
in after the game was completed. 

The game itself has plenty of options 
to choose from, including standard exhi 
bition, league, and Cup games (all of 
which can be customized). The gameplay 
has been slowed down a tad from last 
year's ping-pong action, but I still think it 
should be even slower . The emphasis is 
definitely on passing the ball to get an 
open shot on goal, but you can still make 
frequent end-to-end runs. Even though 
you can no longer choose in-game offen
sive tactics, and are reduced to four skills 
instead of more than ten from last year, 
the game is very satisfying even at the 
unrealistically fast pace. The ball physics 
are great, and you won't find a better 
action game of soccer anywhere. 

FIFA 2000 gets frustrating when 
you try to set up your own MLS league. 
The only way to play in an MLS league is 
to create your own league, which for 
some arcane reason does not have the 
real-life MLS rules, playoffs, or divisions. 
The MLS rosters are not complete by 
any means. For example, the New 
England Revolution's roster only has one 
goalkeeper and places many starters like 
Mike Burns and Ivan M cKinley on the 
bench. Yes, you can modify thi s, but it's 
very annoying. 

The graphics in the FIFA series have 
always been spectacular, and this year's 
model is no exception. Even though it 
may be hard to believe, the graphics are 
even better than last year 's game, right 
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Corner kicks are a great scoring opportunity 
- lob the ball in and get a striker's head to it! 
'------------··· ······· ··· ··· ·· 

down to the headbands on the individual 
players. If you're familiar with the team 
you select, you can easi ly recognize who 
the players are just at a glance. 

The sound this year, however, is a 
major step backward compared to previ
ous editions. From the dull Robbie 
Williams title song to the in-game com
mentary, i t's an all-round disappointment. 
This year EA decided to "American ize" its 
FIFA game even more by ditching the 
expert commentary from John M otson 
and Andy Gray that we heard in previous 
editions (they're now heard only in 
European versions of the game) and 
instead signing up ESPN announcer Phil 
Schoen and U.S. Women's Team member 
Julie Foudy to go into the broadcast 
booth. Phil sounds exactly like he does on 
ESPN, which is to say, um, not very good. 

www . Oa ily Rada r.com 

He doesn't mention players by name 
except on very rare occasions, and some
thing seems wrong w hen an American is 
calling an English Premiership game. It 
seems to me that Phil and Julie were 
given John Motson's old script, because 
the sayings sound exactly like last year's 
game - except that there are less of 
them. I recommend you turn off the com
mentary altogether. 

Though it's not exactly a perfect 
MLS league sim, FIFA 2000 is sti ll well 
worth buying on the strength of its rock
solid gameplay and unimpeachable 
graphics. If you don't care for M LS, l' ct 
strongly recommend hunting down the 
European version because it has much 
better play-by-play. Here's hoping EA 
makes full use of the MLS license - and 
brings back the expert commentators -
in next year's model. 

- Dan Clarke 



Tomb Rai er: The Last Revelation 
CATEGORY: Action DEVELOPER: Core Design PUBLISHER: Eidos Interactive, (415) 538-0999, www.eidosinteractive.com REOUIRED: Pentium 11266 (Pentium 11 233 
w/hardware acceleration), 4x CD-ROM, 16MB RAM, 4MB video card, 1MB hard-drive space WE RECOMMEND: Pentium 11 450, 64MB RAM MULTIPLAYER OPTIONS: 
None 

··········------------
Eidos' venerable vixen 

is back again ... but this 

series' essential spark 

has long since flickered 
and died. 

egular as clockwork, a new 
Tomb Raider game is r eleased 
annually w ith concordant 
marketing hoopla, conve
niently accessible just prior to 
the w inter holiday shopping 
season. 1999 was no different, 
as the fourth game in the 
celebrated series arrived w ith 
as much mul ti-media hype as 

we've come to expect . But once you look 
beyond all the fancy bus ads and bill 
boards, the quest ion remains: after four 
years w ith only minimal upgrade work 
done to each new installment, has Tomb 
Raider gone stale? 

This time around, the w orld's most 
popular silicon (and, presumably, sili
cone) based adventu rer mistakenly sets 
free the Egyptian god Set from its 5,000-
year old imprisonment. Now Lara must 
lock aw ay the spirit again before the 
world is destroyed by its w rath . Thrown 
into the mix is Dr. W erner Von Croy, 
Lara's arch-ri val, w ho vows revenge on 
our femme fatale for leaving him trapped 
at the start of the game, and there are a 
few good plot twists woven throughout 
the story, told via the now ubiqu itous 
rendered cutscenes. And fo r serious fans 
of this series, The Last Revelation sheds 
some light on w hat spawned Lara's 
career as an archaeologist in the first 
place; the (mandatory) tutorial goes back 
in time w ith Lara as a sixteen-year-old. A 
nice touch indeed, but for those w ho 
already know how to jump and swim, 
th is is a waste of t ime, 
and it should've been 
left op tional as w ith 
past incarnations. 

appearance thanks to 
single-skin technology. 
Essentially, this means a 
smoother -looking lead 
character w ithout the 
sharp corners on her 
elbows and knees, 
among other, um, female 
traits. The environments, 
however, look much the 
same as in past games, 
even w ith the implemen
ta tion of bump-mapped 
surfaces. The light ing 
effects have been 
enhanced considerably, 
w hich is especially 
noticeable as there's 
more actual tomb-raid-

After a swim, look closely and you'll see water droplets drip off ing in this sequel, so 
Lara's body .. . another minor graphical enhancement. sunlight seeping into a 
'--------------------··················· crack in the ceiling adds 

The cut-scene sequences are some of the 
gaming industry's best, with inspiring pre-ren
dered animation and good voice-over talent. 
'------------·· ·· ············ ·· 

ment in the grand scheme of things. 
Lara can now swing from ropes, shimmy 
up poles, and crawl in tight spaces. 
Inventory objects must be occasionally 
combined as well, such as two pieces of 
an item, or by fusing laser -s ighting to a 
revolver to accurately plug skeletons in 
the head. There are more puzzles to bal
ance the action than in the previous 

games, and to Core's credit, none 
are too obscure. And fortunately, 
gamers won' t be forced to t r aipse 
around a huge map to find the 
solution to nearby conundrums, 
as experienced in last year 's dis
appointing Tomb Raider Ill. 

The j eep and motorcycle
based sections featured here may 
not be novel to t he Tomb Raider 
series, but one of the nail -biting 
level cl imaxes in Th e Last 
Revelation surrounds an intense 
high -speed chase atop a moving 
train. Kudos to Core fo r pull ing 
off such a memorable sequence. 

welcome atmosphere. Any way you slice 
it, though, it's the same old game eng ine 
with just a few modifications. It's time to 
scrap the code fellas, and start anew. 
After all, you can only add a new layer of 
paint to the same car so many times. 

A f ew annoying shortcomings still 
r emain : control nigg les such as having 
to be perfectl y lined up w ith an object 
to pick it up or manipulate it, cl ipping 
problems w here Lara may lose half her 
body in a wall o r another large object, 
and the shifting cinematic ca mera 
ang les that sometime hinder the action 
onscreen instead of enhancing it. 

Save for the first Tomb Raider, 
released back in 1996 to an audience of 
gawking male adolescents (ourselves 
included), The Last Revelation is the best 
in the series ... but that's not saying too 
much w hen most gamers admi t that the 
series has been in free-fall for years. 
Undeniably, Core Design created a w in
ning formula and has since milked it fo r 
all it's worth, but at the expense of inno
vation in both graphics and gameplay. 
Let's just hope we can get a new and 
improved Tomb Raider and Lara Croft 2.0 
fo r the next century, instead of a 
rehashed cash-cow from the past. 

- M arc Saltzman 
Gameplay is about 

the same as past Tomb 
Raider diversions: 
explorat ion, shooting 
bad guys (human, ani
mal or other) and solv
ing environmental puz
zles along the way. 
There are a few new 
moves and minor game
play tweaks in The Last 
Revelation, but they 
don't really add up to 
much of an improve-

Visually, there's been a few 
~-----·············· ···· noticeable improvements to Lara's 

PC GAMER March 2000 
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Flight imulator 2 
CATEGORY: Fl ight sim DEVELOPER: Microsoft PUBLISHER: Microsoft, (425) 882-8080, www.microsoft.com/games REQUIRED: Penti um 166, 32 MB RAM, 4X CD-RO M, 
420MB ha rd-drive space, Windows-compatible sound ca rd, WE RECOMMEND: Pentium 500, 128MB RAM, 12MB 3D accelerator, 500MB hard-drive space, Joystick, 
Throttle, Rudders MULTIPLAYER OPTIONS: Serial, modem, IPX, TCP/IP, Free Internet play: IGZ, Maximum players: 2 

··········-----------
Microsoft loads its new 

version of Flight Sim 
with features, but some 

may end up feeling 

merely overstuffed. 

icrosoft Flight Simulator 
2000 is a tough call, since 
your enj oyment of its 
stunning array of featu res 
w ill be directly propor 
tional to the power of 
your sys tem and your 
patience w ith bugs. If you 
have anything less than a 
Pentium Ill 450, 128M B 

RAM, and the best current accelerator 
card, you can expect low framerates, 
long load times, and frequent crashes. If 
you do have the horsepower, you can 
expect some of the bes t civil aviation 
gameplay in town. 

The Flight Sim graphics eng ine has 
been rebuilt from scratch, and it 's top
fli ght (if you' ll excuse the pun). But i t's 
the other enhancements that make this 
a much more powerful sim. A mong 
these are the addition of new planes 
and the improvemen t of fli ght models 

across the board, the expansion 
of the airport database, six 
highly detailed cities (and six 
more in the Pro Edition: see 
sidebar), improved weather 
modeling, more configuration 
options, and a stronger focus 
on t raining. Fans of the series 
w ill still r ecognize it as Flight 
Sim from the antiquated drop
down menu (which is overdue 
for ret ir ement) and the overall 
feel of the package, but changes 
and improvements have 
impacted every sing le aspect of 
the sim. 

A s revered as the Flight 
Sim ser ies is (it still remains one 
of the bes t-selling franchises of . , 

1 1 all time), recent versions have 1s your cup of tea, then you I be well-served . . ...... ...... .. ... . 
been excessively sloppy. The last, FS98, think w hat a lesser system would y ield . 
ran like a dog even on the top systems of It does, however, look pretty sweet. 
the day. This tradition of poor coding The six complete cities are London, 
has continued into the present, w ith an Paris, New York, Los Angeles, San 
ambit ious design humbled by slipshod Francisco, and Chicago. Gone are the 
3D per formance. As visually beautifu l as texture blocks, replaced by a qui te effec-
Flight Sim 2000 is - and it is w ithout tive elevated terra in mesh approach. 
ques tion one of the fi nest -looking fl ight This provides sharper terra in v isuals, 
sims ever - much of that beauty is sim- more plausible elevation levels, and a 
ply was ted because flight turns into a better integration with objects. Object 
slide-show . Even set to medium detail models look terrifi c (particularly the 
levels and using just about the most landmarks) and no longer appea r to be 
powerful consumer -level system on the plopped onto a tex ture. The eye candy 
market, I experienced some pop-in and goes even further w ith nice fl uffy clouds 
visible texture smoothing. I shudder to (you can even set the cloud types), good 

lighting effects, and evocati ve weather. 
Flight Unlimited still does weather better 
visually, but this is a close second. 
Scenery load times were okay on my 
system, but I understand these dive into 
the 30 to 90 second ter r itory fo r mere 
Pentium !Is. I didn' t notice a lot of hits to 
the disc or hard drive in-game, w hich 
can dump per formance into the gutter, 
but view-switching was somewhat slow 
and occasionally caused a lockup . 

In the guts of the beast, the pro
gramming is much tigh ter. The two new 
planes in the reg ular edition are the 777-
300 airliner and the Concorde. This 

II! New York is one of six detailed cities that come with the regular release. Six more come with the Pr~-~-~!~!~~----·· 
If there were any more gauges on this con
trol panel, I might go stark raving mad. 
~----------- ··· ···· ··· ·· ···· ·· 
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brings the total to 10 aircraft, plus the 
Jetranger III helicopter. Dazzling re
creations of instrumentation and handling 
make this a real treat (and a real chal
lenge) to fly. You can even drop the nose 
on the Concorde! Cockpits have received 
a real boost in complexity and accuracy, 
plus full implementation ofG PS systems. 
The moving map display is tied to both 
the GPS and a powerful fl ight planner, 
enabling the creation of cross-country 
fl ights with ease and accuracy. 

Flight models are remarkable, and 
weather modeling the best yet. When 
connected to the Internet, you can 
download current-real world flight data 
(provided by Jeppesen) right into the 
game, though this caused freq uent lock
ups for me. A dazzling array of options 
allows you to adjust for any condition, 
flight type, or system fai lu re on-the-fly, 

There are more than 21 ,000 airports included in the airport database, which means you can fly from 
almost any conceivable Point A to Point B in the world. 
'------------------------------- ········· ··-····· 

but I still fi nd it irritating that you can 
still really only modify one type of flight 
parameter at a time without going back 
to the 30 eng ine. 

The airport database is simply amaz
ing, clocking in at more than 21,000 air
ports worldwide. These are better han
dled than in Fly!, with towers and other 
objects to eliminate that tarmac-on-ply
wood feel common in large databases. 
The lack of good 

The Pro Edition takes th is even further 
with more explanation and detail. A very 
complete online help fi le and documen
tation adds to the effectiveness as a 
training tool. It has fina lly reached the 
point where someone considering real
world fl ight training should make this 
his or her first step in the process. 

Flight Sim 2000's long-lasti ng 
appeal is grounded largely in its open-

ness as a system: a 
cockpit and tower 
chatter is a major 
fa iling, however. To 
call it "sparse" is 
awfuJly generous. 
Other sims have 
made radio commu
nication a major 
aspect of civil flight 
because it is a major 
aspect, but Flig.ht Sim 
2000 has only the 

Flight Sim 2000 has 
finally reached the point 

where someone 
considering real-world 
flight training should 

make this his or her first 

feature that conti n
ues in this latest ver
sion. Previous hacks, 
scenery, and custom 
aircraft can be 
brought forward 
into th is edit ion, and 
the wide-open 
adaptabi lity has 
remained. It's too 
bad that a des ign 

step in the process. 

most rudimentary chatter and communi
cation options. This is a gaping hole in an 
otherwise superlative design, and one 
that Microsoft needs to rectify if it intends 
to keep this franch ise moving forward. 

The final, and in an important way 
the best, major enhancement is in train
ing. Movies, walkthroughs, and a 
detailed manual keyed to pre-con
structed tutoria l missions make th is a 
serious first step to learning how to fly. 

The Concorde is a beast to fly, and will serve 
as a test for your flying chops. 

www . pcga mer . co m 

that covers almost 
every imag inable aspect of flight (save 
cockpit chatter) and looks so good 
should run so poorly on many machines. 
A little more time and craft expended on 
tighten ing up the 30 code could have 
solved th is. People don't buy a new ver
sion of an old game just to turn off the 
new features. Yes, it means the game wi ll 
have a longer competitive life and run on 
systems down the road, particularly 
since Microsoft wi ll certainly patch it 
regularly. But that doesn' t help us much 
now, when all we want is to fly arou nd 
Dallas with six or fewer system lockups. 

-T. Liam McDonald 
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Jane's F/A-18 
CATEGORY: Flight sim DEVELOPER: Jane's Combat Simulations PUBLISHER: Electronic Arts, (800) 245-4525, www.ea.com 
REQUIRED: Pentium 266 or Cyrix 6x86 or AMO K6, 64MB RAM, 4X CD-ROM drive, 250MB hard-drive space (plus 100MB for saved games and 
Windows swap file), 4MB 03D graphic accelerator WE RECOMMEND: Pentium II 350, 128MB RAM, Bx CD-ROM drive, 580MB hard-drive space, 16MB 030 
supported accelerator card MULTIPLAYER OPTIONS: Serial, Modem, IPX, TCP/I P, Free Internet play on Jane's Combat.Net, Maximum players: 8 

··········------------
In the face of some 

hostile action, the Jane's 

team continues to 

accomplish its mission. 

race under fire. That's the 
best way I can think of to 
describe the efforts of the 
Jane's Combat Simulations' 
Baltimore crew over the past 
year. Despite watching many 
of their San Mateo comrades 
being dismantled and re
assigned shortly after Jane's 
WWII Fighters left the run

way, and then witnessing the outright 
cluster-bombing of the former Texas
based Origin Skunkworks Jane's A-10 
team, they put these distractions behind 
them and persevered with their goal of 
producing a naval aviation sim worthy 
of the Jane's legacy. Surpassing the 
high standards set by past titles like 
F-15 and Longbow 2 is a Herculean 
task, but they have succeeded magnifi 
cently with FIA-18. 

Jane's F/A-18 is not ,-------------------------, 
only the foremost naval 
aviation simulator to 
ever grace a hard drive, 
it's also one of the finest 
jet combat study sims of 
any type ever built. It 
should be made clear 
right up front, however, 
that FIA-18 is not a 
product for casual fly
ers. Players seeking an 
Air Quake-style experi
ence from within the 
cockpit of the Navy's 
latest multi-role fighter 
had best look elsewhere. 
FIA-18 is a no-nonsense 
combat simulator that 
ambitiously attempts to 
model every aspect of 
the new F/ A -18E Super

It's time to punch out. Explosion effects and damage modeling are 
handled superbly in F/A-18, just as you'd expect from Jane's. 

hornet in all of its rich complexity. 
Although the sim's avionics and 
weapons modeling can be de-tuned 
slightly, there are still more than 180 
individual keyboard and joystick com
mands to be mastered before the experi
ence can be properly appreciated. 

One of the most compelling aspects 
of F/A-18 is its remarkably authentic pre-

SIX INNOVATIONS 

sentation of naval carrier operations. 
Whether you select one of the sim's 
Instant Action, Single Mission, or 
Training sorties, or delve straight into its 
large North Cape campaign, you will 
more often than not be faced with the 
considerable challenge of launching and 
recovering your Hornet on the deck of a 
constantly pitching and rolling aircraft 
carrier. Jane's has chosen to eschew the 
fully animated CAT launch crews that 
Digital Integration has employed in its 
competing SuperHornet title, but 
between F/A-18's working jet blast 
deflectors, steam catapult effects, and 
LSO (Landing Signal Officer) interaction, 
there are potent reminders every step of 
the way that you're part of a mobile 
naval strike force. 

Jane's F!A-18 is to combat flight sims what Quake was to first-person shooters. 

Breathing new life into the bleeding-edge jet sim genre is a remarkable accom

plishment, and F/A-18manages to stretch the envelope in six different areas: 

1 CARRIER OPS 
Cat launches, moving decks, and 
"controlled crash" recoveries. 
Nobody's ever done it better. 

3 GRAPHICS 
The nighttime pyrotechnics in 
F/A-18 are positively stunning 
thanks to the sim's juicy real
time lighting effects. 

5 MISSION BUILDER 
F!A-18's comprehensive Mission 
Builder utility effectively gives 
you access to the same powerful 
tools that the programmers used. 

2 AVIONICS 
So you wanna take this bird for a 
spin? You may want to RTFM 
(read the f""ing manual) before 
you release those wheel brakes. 

4 WEATHER 
Lashing thunderstorms and heavy 
cloud layers will remind you 
quickly that this isn't some 
Mediterranean pleasure cruise. 

6 MULTIPLAYER 
Fully integrated co-op and head
to-head Internet play on Jane's 
cost-free and lag-free match
making service redefines the 
term "multiplayer support." 

www. Daily Radar.com 

Jane's combat sims have always set 
lofty new standards for authentic avion
ics and flight model fidelity, and FIA-18 
continues this tradition admirably. In 
fact, the Superhornet's avionics suite and 
weapons delivery systems are so compre
hensively modeled that even the most 
grizzled of flight sim veterans will proba
bly need to spend several hours with the 
sim's 200-page manual and training mis
sions just to get up to speed. Utilizing a 
remarkably legible 3D-only cockpit, the 
individual MPD (Multipurpose Display) 
screens found in F/A-18 offer the same 
level of functionality and authenticity one 
might associate with a full -blown military 
simulator. Line-of-sight radar, SEA sur
face search, multiple HARM launch 
modes, auto-tracking FUR - they're all 
in place, and they all work as advertised. 

Ultimately there is no substitute for 
hands-on practice with the plane's vari
ous radar sub-modes and target acquisi
tion features. The surprisingly cryptic 
manual does a very poor job of offering a 



Setting up custom aircraft loadouts is like a 
visit to the candy store - it's all good. 
~-----------············ ······ 

"how-to" primer for flight sim newbies. 
Even hardcore simmers will find them
selves hitting the pause key quite regu
larly just to pore through the fine print 
and look up the correct procedure to arm 
and release the Hornet's extensive collec
tion of air-to-air and air-to-mud ord
nance. It took more than 10 hours of stick 
time before I became comfortable w ith 
F/A-18's interactive cockpit display 
(almost everything is mouse-clickable), 
but once I got the hang of it, the experi
ence was intensely rewarding. 

Ditto with the flight modeling. 
Although the avionics complexity in F/A-
18 can be dialed back a few notches to 
accommodate fi r st-time flyers, there is no 
such option (or need) w ith the sim's 
physics engine. The advanced fly-by-wire 
characteristi cs of the E-model Super
hornet allow the plane to practica lly fly 
itself, so even rookies should be able to 
push the outer limits of its user-friendly 
flight envelope quite quickly. A comput
erized Flight Control System (FCS) 
makes it very difficult to exceed g-limits 
or generate accelerated stalls in this bir d, 
so the fli ght model is consequently quite 
forgiving and stable. Stable doesn't mean 
unsophisticated, however, as subtle 
changes in w eather conditions or the air
craft's weapons loadout and fuel state 
w ill have a discernible and thoroughly 
plausible effect on its performance and 
stick r esponse. 

A s w ith most serious flight sims, 
FIA-18 also comes with an extensive joy
stick mapping utility to permit customiza
tion of its imposing collect ion of keybo~rd 
commands. A handy j oystick axis profi ler 
even allows you to alter the pitch, roll, 
and yaw response curves for your specific 
controller . Despite this helpful utility, I 
found that the sim's stick response was 
still much too touchy w hen attempting 
tricky carrier traps or mid-air refueling. I 
inevitably ended up chasing the stick dur
ing each of my fa iled attempts to link up 

True to the Jane's name, comprehensive air
frame and ordnance reference information is 
only a few mouse-clicks away. 

., Oh say can you see by the rocket's white glare? Weapons delivery is rendered with exceptional au~~-~-~~!.~!~· ... 

w ith the tanker, and after about the tenth 
wave-off! finally just blew the bastard out 
of the sky with a hail of20mm cannon 
fi re. Thankfully carrier traps can be tack
led by the plane's fully automatic A CLS 
(Automated Carrier Landing System) 
which, as in real li fe, 

ity th at easily ri va ls o r surpasses any
thing currently on the market. 

permits a hands-off, 
computer-controlled 
landing. 

With free Internet connecti vity in 
place at JanesCombat. Net, the co-op 
and head-to-head mul tiplayer compo
nent of F/A- 18 is equally impressive. I 

The North Cape is a 
very busy place once the 

game's shooting war heats 
up, and dedicated sim fans 

should delight in the 
highly immersive battle

field environment that the 

linked up with 
Jane's lead pro
g rammer C.J. 
" Smut" M art in for 
a couple of prob
lem-free fli ghts 
that demonstrated 
just how rock-solid 
Internet play can 
be w hen it's coded 
right. A lthough we 

The superb real
time lighting effects 
that were used to 
such good effect in 
F-15 and Longbow 2 
have been deliciously 
enhanced in FIA-18. 
Nighttime miss ile 
launches light up the 
exterior of the aircraft 

Jane's crew has created. had the advantage 
of an ADSL-to-

in a convincing flashbulb-like manner, 
and you will even encounter a cool glare 
effect off the "glass" of your MPD 
scr eens. A lthough not quite up to the 
standards set in Jane's USAF, the D3D
fueled terrain graphics are never theless 
very weil done, and include such 
advanced features as reflective water and 
beautiful volumetr ic layers of cloud and 
smoke. Full weather implementation is 
also included, and the sensation of cata
pulting off of a pitching carrier deck into 
a raging thunderstorm must be experi
enced to be believed . 

F/A-18's four-part semi -dynamic 
campaign takes place in and around the 
Russian Kola Peninsula and involves a 
solid mix of Fleet Defense, CAP, CA S, 
SEAD, and Strike missions. The North 
Cape is a very busy place once the 
game's shooting war heats up, and ded
icated sim fans should deli ght in the 
highly immersive battlefield environ
ment that the Jane's crew has created. 
A tremendously deep Comms menu has 
also been implemented, and the inces
sant r adio chatter can be almost over 
w helming at times. Adding further fuel 
to t he sim 's replayability is an enor 
mous full -featured Mission Builder util -

www . pcga mer . com 

cable hookup, bet a 
testing reports would suggest that t he 
dial-up connect ions for t he game are 
every bit as smooth . 

Despite some very minor imperfec
tions, Jane's F/A -18 is the most ambitious 
and well-cra fted combat fligh t sim to hit 
the market since Falcon 4.0. Unlike 
MicroProse's earlier bug-stri cken effort 
however, F/A-18 is also one of the most 
stable pieces of software I have ever had 
the pleasure of test-flying. I f the prospect 
of sliding into the imposing cockpit of the 
Navy's kick-ass new Superhornet appeals 
to you, then you can stop your search for 
that "next big sim" right now. 

- Andy M ahood 
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CATEGORY: Sports DEVELOPER: Radical Entertainment PUBLISHER: FOX Sports Interactive, (970) 522-5369, www.foxsports.com/interactive/ REQUIRED: Pentium 200 
without hardware acceleration or Pentium 166 with hardware acceleration, 32MB RAM, 125MB hard-drive space, 8X CD-ROM, High-color capable 1MB PCI video card 
WE RECOMMEND: Pentium 233, 64MB RAM, supported 3D graphics accelerator MULTIPLAYER OPTIONS: 10 players via LAN, No Internet or modem games supported 

··········------------
This challenger to EA 

Sports' crown still has 

a way to go, but it's 

showing definite promise. 

------------········ ·· 
ext to EA Sports and its high
flying NHL series, Van
couver's Radical Enter
tainment (Brett Hull Hockey 
'95, NHL Powerplay 96, and 
NHL Powerplay 98) has been 
by far the most prolific devel
oper of hockey titles for the 
PC. Its past titles have hit and 
miss in different areas, as 

does NHL Championship 2000. 
Professionally appointed with all the 

audio-video trappings of a Fox Sports 
television broadcast and an impressive 
allotment of options, NHL Championship 
comes across as a high-class affair right 
from the ou tset. Users can customize 
individual graphic and sound settings, 
adjust resolutions to as high as 1024x768, 
tailor the rules in all key areas, and 
choose between three intelligently gradu
ated difficulty levels. Trades and free 
agency only add to the possibili ties, as do 
"sim" versus "arcade" modes and some 
basic coaching options. You can create a 
player from scratch and make him as 
superhuman as your heart desires. 

But once on the ice, the game's 
weaknesses are evident in short order. 
Most notable is the truly defective line 
change procedure, wherein an entire 
unit must get themselves comfortably 
seated before the next line even hops 
the boards. This means unbearable 
delays when replacing lines during a 
play stoppage and completely open ice 
for the opposition when changing on 

One way of dealing with Jaromir Jagr is to 
plant him face-first into the glass. Darryl 
Sydor does just that here, effectively strip
ping Mario Jr. of the puck. 

'---- ---------.............. .. .. 

provocation or penalty. 
So why don't I give it a 

lower score? Simply because 
NHL Championship also does a 
lot of stuff right and sometimes 
even outplays the EA game. For 
the most part, it successfully 
recreates the thoughtful ebb 
and flow of the pro game and 
features some of the smartest 
players to ever grace PC 

_,, ______ ., hockey. Defensemen get inside 

the blueline, centers go to the 
net and w ingers find openings 
with eerie authenticity. 
Granted, surging forwards can 
and will go offs ide, but that's 
far more realistic than the mag
ical skates of NHL 2000. 

What Fox Sports hockey game would be complete without And the game usually 
the Fox Trax puck streak? Here, a shorthanded Penguins rewards carefu lly manufactured 
team fires the puck down the ice to relieve pressure. opportunity over dumb luck. 

the fly. What's worse, players begin to 
leave the ice immediately instead of 
waiting until it's safe to do so. 

Radical has compensated for this 
obvious hole in the worst possible way; 
by making your Al opponents shock
ingly inept until a change is completed. 
That this temporary artificial unintelli 
gence rears its ugly head whenever you 
find yourself at a two-man disadvan
tage borders on ridiculous. In the end, I 
was forced to play with line changes 
turned off. Grrr. 

Radical's reputation for realism has 
thus far been superior to any competi
tion - there are many who swear NHL 
Powerplay 96 boasted the best AI ever 
put into a hockey game. Unfortunately, 
this rep may be compromised by N J-IL 
Championship. Bodycheck an opponent 
with enough force, and he' ll catapult ten 
feet into the air. Drag the puck out over 
the blueline then back in again without 
incurring an offs ide. Whimper help
lessly as goalies freeze pucks w ithout 

The replay mode is far less sophisticated 
than that of EA Sports' NHL series, meaning 
you can't save or customize the views of 
goals like this one. 
'-------------........ .. ...... .. 
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...... ............ Methodical passing plays, 
booming slapshots through an opening, 
breakaways, deflections, and dekes all 
work better than rapid button-clicking. 
NHL Championship has its gameplay 
perks too, such as double-clicking 
"dump" plays that don't travel so far as to 
bring an icing ca ll, flip and drop passes, 
lovely spin-o-ramas, and realistic goal 
totals. And there's one final thing - it 
took me a very long time indeed to 
become even moderately successfu l, and 
that bodes well for long-term satisfaction. 

Graphically, NHL Championsh ip 
2000 is pretty fair in its own right, 
though expectedly short of the polish 
and raw excitement of its only real PC 
hockey rival. Player animations are 
jumpy - seeming ly missing every sec
ond frame - and without dynamics. 
Goa ltenders are the exception to this 
rule, w ith great glove hand and 
smothering routines, but otherwise 
everyone looks stilted and lumbering. 

Unfortunately, NHL Championship 's 
only competition just happens to be one 
of the finest sports games in existence. 
And that reign remains unthreatened 
until Radical refines what is a very 
promising but still problematic effort. 

-Gordon Goble 
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REVIEWS 

Test Drive 
CATEGORY: Racing OEVELOPER: Pitbull PUBLISHER: lnfogrames, (877) INFOGRAMES, www.infogrames.net REQUIRED: Pentium 233MMX, 32MB RAM, 4X CO-ROM, 
250MB hard-drive space, 4MB 30 accelerator card, OirectX 7.0 (included on CD) WE RECOMMEND: Pentium 111 , 64MB RAM, 16MB 30 accelerator card 
MULTIPLAYER OPTIONS: None 

··········-----------
About the only thing 

that lnfogrames' latest 

motorfest will test is 

your patience. 

------------·········· 
've never been a huge fan of 
lnfogrames' (nee Accolade's) 
disappointing Test Drive arcade 
racing series, but after a lengthy 
spin with its 1999 model, the mild 
distaste I formerly harbored for 
this long-running franchise has 
turned into outright hostility. Test 
Drive 6 is unequivocally one of the 
worst PC driving games that I 

have ever played. 
I knew I was going to be in for a 

painful ride right after installing the 
thing. Snagging a bright red Jaguar 
XKR from the game's crowded show-

room of licensed vehicles, I proceeded 
to enter a quick three-lap race against a 
small field of AI drivers . In a matter of 
seconds I was rudely introduced to the 
most horrific control scheme ever shoe
horned into a PC racer. The smoothest 
and most well- in tentioned of joystick 
deflections on my part while turning or 
braking would cause the car to execute 
an immediate snap turn to the left or 
right, and this situation only got worse 
as my speed picked up. After several 
backwards trips into the barriers, I ulti
mately decided to retire my MS 
Precision Pro USB joystick in favor of 
an analog Thrustmaster NASCAR Pro 
steering wheel and pedal combo. 

Still no go. The steering and braking 
response was every bit as scary with the 
wheel as it had been with the joystick. 
Switching to an analog CH Flightstick 
and then a digital gamepad proved to be 
a further waste of time. Test Drive 6 
doesn't offer any kind of controller null
zone adj ustment, so you're stuck with a 
driving game that is, for all intents and 
purposes, undriveable right out of the 
box. I eventually went back to my origi
nal USB stick and resigned myself to 
driving a hovercraft with the hyper
sensitive steering response of a car doing 
80mph in reverse. 

lnfogrames and developer Pitbull 
claim that Test Drive 6 has been 
updated with a completely revamped 
physics model that gives each car its 
own unique handling characteristics. 
And while it may be true that the 
game's '69 Dodge Charger accelerates 
and corners differently than the '99 
Dodge Viper, the use of "physics 
model" and Test Drive 6 in the same 
sentence is oxymoronic to the extreme. 
There are no physics at work here at a ll. 

Each vehicle yaws around on a 
central axis like a well-oiled 
Lazy Susan and seems for all 
the world to be floating on a 
cushion of air that insulates it 
completely from the pavement. 

This outlandish driving 
model completely undermines 
Test Drive 6 's key selling point 
- its enormous collection of 37 
licensed sports and GT cars . 
The game's vehicle list contains 
some impressive vintage and 
current offerings from manu
facturers like Ford, Plymouth, 
Lotus and others but choosing 
one over the other is akin to 
"test driving" an X-Wing or Y
Wing. Any similarity between 
the offered vehicle and its real-

This blocky-looking Aston Martin Project Vantage attempts to make life counterpart is effectively 
up for its lack of detail with a high-gloss wax job. limited to a rough-hewn exter-

~------------------··················· nal skin treatment. 
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Traffic can be a real pain at times, but you 
can handily bounce most of the slowpokes 
out of the way with a well-timed collision. 
'------------·················· 

A number of different gameplay 
options are available, including a Cop 
Chase mode, Solo Race, Challenge, and 
a multi-race Tournament. The latter is a 
cash-based series of championships 
where you can upgrade cars that you've 
purchased with race winnings. 
Challenge events pit you against the 
clock sans any Al competition, and Cop 
Chase offers a "pull over the speeders" 
dash through the streets . No multi
player option of any kind is available 
(not even split-screen) but this is proba
bly a good thing because I wou ld never 
want to inflict this sort of punishment 
on anyone that I know. 

Test Drive 6 gains back a few 
points with its attractive collection of 
fantasy courses, but these lush D3D
enhanced visuals must be carefully fine
tuned at the options screen to avoid 
lengthy game-killing stutters and 
pauses. I was forced to turn everything 
down to the bare minimums in order to 
achieve a playable environment with my 
Pll-300/Voodoo 3 set-up on some of the 
game's busier tracks . 

Test Drive 6 is an unconscionably 
inferior title. Please, lnfogrames, retire 
this ailing series before anybody else 
gets hurt. 

-Andy Mahood 
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REVIEWS 

Abomination 
CATEGORY: Real-time strategy DEVELOPER: HotHouse Games PUBLISHER: Eidos, (415) 538-0999, www.eidosinteractive.com REQUIRED: Pentium 166, 32MB RAM, 
4x CD-ROM, Windows-compatible sound card WE RECOMMEND: Pentium 233, 64MB RAM MULTIPLAYER OPTIONS: Play-by-E-mail, TCP/IP: 1-8 players, Modem: 2 
players, Maximum players: 8 

··········------------Shoddy gameplay, dumb 

Al, bad interface, lame 

graphics ... well, at least 

Eidos got the name right! 

------------·········· t's always nice to find a new game 
in the squad-based combat genre 
that X-COM made great. Actually, 
let me rephrase that: it's nice to 
play a good squad-based combat 
game. You see, there's a wretched 
chunk of "gaming" filling up my 
hard drive right now called 
Abomination: The Nemesis Project, 
and I looked forward to writing this 

review as much as I gleefully anticipate 
getting hit in the face with a two-by
four (Ed. note: Colin does not much 
enjoy receiving such blows). 

Let's fill you in on the background 
story: mankind has 
been ravaged by a 
super-virus that turns 
the average human 
into a drooling, blood
vomiting beastie. The 
only way to avoid 
being transmogrified 
into a walking chunk 
of meat is to join up 
with the Faithful, a 
mysterious cult that 
promises viral immu
nity to all of its mem
bers. The Faithful 

eral northeastern cities, and the only peo
ple who can stop their Ultimate Goal of 
World Domination TM is a highly trained 
black-ops force. Your mission is to lead 
these agents to victory over the scum
sucking hordes of evil. 

So what we've got here is an army 
of commandos versus gun-toting zom
bies, which, in theory, should be cool. 
Unfortunately, the designers blew it big
time, and Abomination is an appropriately 
titled game if ever there was one. 

The first thing you' ll encounter is 
one of the most incomprehensible inter
faces ever displayed on a monitor. You 
can click on a character or drag a box to 
select your commandos, and right-click
ing brings up a maroon-on-red command 
box with obscure-looking icons. These 
can change your commandos' aggres
siveness, firing orders, range attacks, and 
whether or not they will reload their 
weapons (why you'd have that last option 
turned off is beyond me). Unfortunately, 
none of these really do anything, as your 

group of manly ass
stompers has the col
lective IQ of a gerbil 
at the shallow end of 
its gene pool. And 
for heaven's sake, 
don't select a charac
ter and expect them 
to do anything -
when a commando is 
highlighted, they 
won't even attack 
zombies who are 
shooting from point
blank range. 

In short, all of 
your team's move
ments must be con
trolled by the player, 
resulting in a mind
less click-fest that's 
no fun at all. On the 
plus side, you can 
shift the game into a 
pseudo-turn-based 
mode by hitting the 
space bar: the action 
stops, and you can 
give characters 
orders in a leisurely 
fashion. This is a big 
help when your team 
splits up, since it's 
necessary to baby-sit 
each individual com
mando. Fortunately, 
the random foot sol
diers who team up 
with you work on 

You've gotta love those giant towers of human and alien flesh. They blow up real their own, and 
good, and would make Paul Verhoeven proud. exhibit a level of 
L------------------------................. intelligence much 
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■ Four highly trained agents against one zombie 
is never a fair contest ... unless the agents 
suffer from crappy Al, in which case the 
undead always win. ._ ___________ ................ . 

higher than your supposedly genetically 
superior commandos. 

I guess it was apparent that good 
graphics couldn't really save this game, 
so nobody bothered trying. While the 
backgrounds are semi-atmospheric 2D 
bitmaps, the characters themselves are 
crudely detailed polygonal dudes who 
scuttle around with funny walks. The 
sound is also quite "unique," with shouts 
of "Die, mutant scum" and other uncon
vincing battle cries that sound like they 
came from microphones on the desks of 
drunken programmers. And all of this is 
set to an obnoxious soundtrack. 

So is there a plus side to this squad
based time bomb? Well .. . the random 
mission generator is capable of creating 
several million zombie-blasting assign
ments, and there's the option to play a 
campaign via E-mail, if your machine is 
too laggy to cut the mustard for the real
time Internet play. Actually, I couldn' t find 
a soul playing Abomination over Mplayer 
in the first place, so forget that. 

Even though the premise of 
Abomination is cool enough, the atrocious 
interface and hackneyed gameplay aren't 
enough to do the scenario justice. While 
the game itself is stable and runs with 
nary a crash, so little is new, exciting, or 
even halfway-notable, there's simply no 
reason to buy this drooling zombie of a 
product. Next, please. 

-Colin Williamson 



REVIEWS 

NBA Basketball 2000 
CATEGORY: Sports DEVELOPER: Radical Entertainment PUBLISHER: Fox 
Sports Interactive, (970) 522-5369, www.foxsportsinteractive.com 
REQUIRED: P200 (w/o 3D acceleration), P166 (with 3D acceleration), 32MB 
RAM, 85MB hard-drive space, BX CD-ROM WE RECOMMEND: Pll300, 
64MB RAM, 220MB hard-drive space, 8MB 3D accelerator card 
MULTIPLAYER OPTIONS: Hot Seat, Serial, !PX, Maximum players: 10 

T 
ry and remember the worst artificial intelligence you 've 
ever witnessed in a sports game. Go ahead, I'll wait here 
for you . Okay, got it? Well, whatever game you came up 
with, you can forget about it now. We have a new cham

pion and its name is NBA Basketball 2000 from Fox Sports. 
Regardless of the game's other plusses or minuses, it all 

boils down to the fact that there is absolutely no challenge 
whatsoever when playing against the computer, and the Al is 
truly MIA. You can literally take any player in the league -
from the most dominant superstar to the lowliest bench
warmer - dribble down the court (pushing your "defender" 
along with you the entire way), position yourself directly under 
the basket, and slam-dunk the ball through the hoop. Every 
t ime. No steals. No fear of your shot being blocked. Nothing. It 
is truly sad. Things are minutely better if you get a few humans 
involved, but don' t count on your computer teammates being 
any help. 

As for the rest of the package, there's enough glitz to 
make you think you might have made a decent purchase ... until 
you start playing the game. The graphics are decent (though 
the player movements are stiff, and they all look like they' re 
wearing shoulder pads) and the overall presentation wi ll kinda 
make you think you're watching a Fox Sports TV broadcast. 
Even the announcing is pretty good, with the dependable Doc 
Rivers providing the color commentary. 

There's really very little point in going into any of the other 
details. After one game - hell, after one quarter - you'll be 
slapped in the face with the painful feeling that you've been 
taken, and if you're lucky, the local software store you bought the 
game from will exchange it for something - anything - else. 

Even if there weren't two other (and may I add, far, far 
superior) options for PC basketball fans in EA Sports' NBA 
Live 2000 and Microsoft's NBA Inside Drive 2000, there would 
be no way I could recommend Fox Sports' entry into the mar
ket. Phew, what's that smell? Oh, it's NBA Basketball 2000. 
Somebody open a window! 

- Rob Smolka 
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Old flames die 
out, but I can 
always make 



tar Trek: Hidden Evil 
CATEGORY: Adventure DEVELOPER: Presto Studios PUBLISHER: Activi sion, (310) 255-2000, www.activision.com REQUIRED: Pentium 200, 32MB RAM, 4x CD-ROM, 
285MB hard-drive space, Windows-compatible sound card WE RECOMMEND: Pentium 300, 64MB RAM, 3D accelerator MULTIPLAYER OPTIONS: None 

·· ········------------
Activision's bold attack 

on the Star Trek fran

chise stumbles at the 

first hurdle with this 
lame pseudo-adventure. 

-----------·········· 
wish I had counted all the abysmal 

Star Trek games I've been forced to 
sit through (this is my job, after all) 
since 1994's Judgment Rites, the 
last good one. It must now total in 
the dozens. At least Hidden Evil 
isn ' t the worst. In fact, it looked 
primed to turn into an interesting 
game at any moment. Then it was 
over, and I was left with a box and 

a disc and a whopping four-hour hole 
in my day. (I understand the folks at 
Daily Radar nailed it in three, but they 
don ' t have a two-year-old in the house.) 

Hidden Evil puts its worst foot for
ward with some mandatory combat 
training sequences. The engine is a 2D 
environment with 3D characters: an 
approach that rarely works (witness the 
missed opportunity of Nocturne). 
Training introduces you to the joys of 
phaser fire in such a world, requiring you 
to shoot while turning circles to figure 
out if the target is in front or behind you 
until the auto-targeting decides to kick in. 

You also get to test the Vulcan 

Nerve Pinch by sneaking up on some
one. This works fine in the tutorial, but 
people don't often conveniently present 
their backs in actual gameplay, so you'll 
rarely use it. The other two interface 
tricks are a tricorder, which points out 
things you should find yourself and 
gives them meaningless technobabble 
descr iptions, and a commun icator to 
talk to Picard and Data so they can tell 
you they're off somewhere making an 
actual movie and therefore unable to 
join in the game. 

The story unfolds through chap
ters with absurd ly easy solutions. 
Following the incidents of Star Trek: 
Insurrection, your character (a simple
minded junior officer) uncovers 
some alien technology, a portal, a 
bit of genetic code, and an evil 
Romulan plot to use all these things 
for something bad. They must have 
used a similar plot device in a cou
ple dozen episodes, but hey, it 
works if you don 't th ink about it too 
much. If you walk around you ' ll 
pretty much bump into a ll the 
answers, most of wh ich involve, 
well, walking around. You can pick 
things up and use them until some
thing happens, which is pretty 
quickly since there are almost no 
objects to pick up. Sometimes you 
may have to shoot at something, 
which may or may not be a creature 
that can be affected by phaser fire . 
Just shoot until you figure it out. Or 
don 't . It hardly matters. 

These side-splitting combat 
.-~--;;::----------------------, encounters are 

found in most chap
ters, and consist of 
several enemies 
running madly 
around the screen 
like ducks derailed 
from a shooting 
gallery. The diffi
culty level of these 
combat encounters 
is tied to the angle 
you're stuck in 
when you start. If 
you have a mostly 
top-down view, 
you'll be able to 
point in the right 
direction and the 
auto-firing will take 
care of the rest. If, 
however, the view is 
at 90-degree angles 
to your character, 
you can count on 

Here's one of the amusing combat sequences, wherein bad guys run back and forth some serious depth 
until you can kill them. Even if they do get off a lucky shot at you, you're fully perception issues. 
healed a few minutes later when you move to the next chapter. Objects sometimes 
~-----------------------················· get larger or 
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Every time your character activates the Vulcan Nerve 
Pinch he looks at his hands like his fingers smell. 

smaller, so you can tell if they're mov
ing closer or further away, but this 
helps not one jot since you rarely have a 
clear idea of relational positioning. 

The game looks okay, but the lack 
of depth perception hinders an already 
crummy combat dynamic. There's an 
interesting story and some attractive 
(albeit small) environments to explore, 
but if this takes you more than a few 
hours to complete, it may be time for 
you to load up that Jar-Jar game. For the 
same price as Hidden Evil you can buy 
six of the original Star Trek episodes or 
two movies and a case of beer and avoid 
the game-induced migraine altogether. 

-T. Liam McDonald 
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The look may be drab, but the racing is good, especially when you get 
a crowded field on a figure-eight track. ~------------------.................. . 

Dirt Track Rae in g 
CATEGORY: Racing DEVELOPER: Ratbag PUBLISHER: WizardWorks, (425) 
398-3051, www.wizardworks.com REQUIRED: P266 (w/o 30 accelerator), 
P200 (with 30 accelerator), 32MB RAM, 65MB hard-drive space, 4x CD
ROM WE RECOMMEND: PII300, 64MB RAM, 210MB hard-drive space, 30 
accelerator MULTIPLAYER OPTIONS: Serial, IPX, TCP/ IP, Maximum 
players: 10 

W 
e all know you can't judge a book by its cover, and now 
a similar axiom must be applied to game publishers. I'll 
admit to cringing more than a bit when I received my 
copy of Dirt Track Racing and seeing that dreaded white 

and red WizardWorks logo on the box. I mean, really - these 
are the guys that made bad hunting games fashionable as well 
as extremely profitable. But you know what? Despite its 
appalling pedigree, this game isn't half bad! In fact, I'd have to 
say that it's pretty darn good. Will wonders never cease? 

Dirt Track Racing, from developer Ratbag (who gave us 
the enjoyable racer Powerslide last year) realistically simulates 
the sport of, you guessed it, dirt track racing. While it doesn't 
have the high profile of, say, a NASCAR, there are plenty of 
weekend warriors out there who compete just as hard as the 
professionals. And that's what this game does best; it really 
makes you feel like a participant in a dirt track league. 

The physics model feels very accurate (and is highly 
adjustable if you don't like spinning out all the time), and the 
season mode includes everything you'd find in a full-featured 
sim at twice the price (the MSRP is only $19.99). There are 
myriad ways to tweak your car's performance, plenty of cir
cuits to enter in three different racing classes, and a slew of 
other adjustable options to tweak the gameplay to your liking . 
The computer-controlled drivers behave realistically, and if 
you want some human interaction, fire up the network ver
sion of the game and have at it. The online performance 
proved very satisfying. 

On the downside, the graphics, while serviceable, are drab, 
and the texturing on the cars is very basic. It kind of looks like 
the whole game was created using the original Quake engine 
colors. There are plenty of tracks, but they're all very short, and 
mostly uninteresting to look at. I know that it's realistic, but it 
does get rather boring after a while (which is probably why I 
don't have any inclination to try the sport for real). All in all, 
though, if you're a racing fan, it's easily worth the 20 bucks. 

- Rob Smolka 
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Always preferred 
my weapon to my 
woman anyway. 
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Rage Fur MAXX 
COMPANY 
ATI, 
(905) 882-2600, 
www.ati.com 

PRICE 
$299 (M.SRP.) 

T 
he doubled "Xs" in the MAXX's 
name are there to highlight the fact 
that two Rage 128 chips, the same 

ones used in the original Fury, drive this 
card. The dual chips work together using a 
technology called AFR, or Alternate Frame 
Rendering. By way of AFR, each chip ren
ders alternate frames without having to 

wait for the other 
chip, and the end 
result is an SLl-like 
performance 
increase over a sin
gle Rage 128. 

While the 
MAXX's box hypes 
the fa ct that it is a 
64MB card, the 
reality is that 
because of the 
card's unique archi
tecture - with 
each chip having its 
own 32MB - the 
end result is that 
you're only using 

■ DIAMOND/S3 

32MB of total on board RAM. This 
isn't the end of the world since 
every other card out there 
only has 32MB right now, 
but don't be fooled into 
thinking you're going 
to get true 64MB 
performance. 

Like the original Fury, 32-bit 
rendering is top-notch. Images are bright 
and vibrant, and rank right up there with 
those produced by cards like the GeForce 
and G400. In 16-bit, however, ATI is still 
having difficulties keeping pace with the 
rest of the pack. The MAXX has some 
truly horrific alpha blending problems at 
this color depth. OIi/takes the biggest 
beating when running in this mode, with 
certain transparent textures appearing to 
have an odd sparkling effect that we've 
only ever seen with the Rage 128. 

The MAXX's performance is a mixed 
bag. It's faster than even the GeForce DOR 
in some instances in D3D, but in OpenGL, 
unless you've got a very fast CPU (we're 
talking 700MHz or so) it trails rather far 

Viper_l_l ____ _ 
COMPANY 
Diamond/SJ, 
(800) 468-5846, 
www.diamondmm.com 

PRICE 
S199 (M.S.R.P.) 

N ow that S3 has its teeth firmly 
buried in Diamond Multimedia's 
tender flesh, many video card 

lines like the Viper, once reserved for 
NVIDIA-based chips, are seating S3 chips 
exclusively. Case in point - the new 32MB 
Viper II packs the power of S3's Savage 
2000 controller chip. 

Like every S3-based card since the 
Savage3D, the 2000's key feature is its sup
port for S3TC (texture compression). And 
while we'd like to say that its hardware 

PC GAMER ■ MARCH 2000 ■ WWW.OAILYRAOAR.COM 

T&L engine was also an 
important feature, it's 
difficult to do that at 
this point since the fea
ture is totally disabled by the shipping 
software drivers. According to representa
tives at Diamond, however, an upcoming 
driver revision should enable it. 

Like the two other video cards 
reviewed this month, the Viper II renders 
some rather stunning 32-bit color images 
- albeit with some mildly bothersome tex
ture dropout from time to time. We chalk 
this problem up to shaky drivers, and 
expect it, like the T&L issue, to be resolved 
in the near future - we hope. 

Despite many flaws such as limited 
D3D tweaking options, zero OpenGL user 
adjustments, and the other driver related 
issues we've already mentioned, the Viper 
II still ends up being a fairly speedy card. In 
fact, it's faster in many games than the ATI 
Rage Fury MAXX, especially on slower to 
mid-range processors. All that, plus, it's a 
$100 less expensive. 

As we're sure you can tell, the main 

behind. Also, while the 
frame rate is much 

improved by disabling V
sync, the two Rage 128s can 

sometimes get "confused" talk
ing to each other in this mode, 

and therefore the card, according to 
ATI representatives, should only be run 

with V-sync enabled if you wantto 
avoid any strange artifacting (they 

also promise a fix in future driver revi
sions). In the meantime, though, it's hard to 
recommend the MAXX over the Annihilator 
Pro when they are both selling for the 
same price. 

thing keeping the Viper 
II from getting an Editors' 

Choice award is al l these 
damned driver issues. While 

we might have been able to 
excuse any one of them indi

vidually, there's simply too many piled up 
together to recommend this card very 
highly. In fact, even though it can tend to 
be a bit slower at times, a big-name TNT2 
Ultra is still a very viable option at this point 
if you are looking for a card without any 
driver flaws to speak of. Food for thought, 
anyway - at least until Diamond and S3 
finish the Viper ll 's drivers in earnest. 



■ CREATIVE LABS 

Annihilator Pro 
W ith only a few short months on 

the scene, NVIDIA's GeForce 
3D chip has already become 

the elder statesman of this newest genera
tion of 3D accelerators. While cards like 
the ATI Rage Fury MAXX and Diamond 
Viper II can keep pace pretty well in cer
tain situations, overall, the GeForce is still 

king - especially now that we have DDR. 
Back in our January 2000 issue, we 

reviewed the first two GeForce cards to hit 
the market Creative's Annihilator and 
Guillemot's 3D Prophet. In that same arti
cle, we also told you about a RAM technol
ogy called DDR that would be making its 
way to a GeForce card near you very soon. 

That time is now. 
In case you've forgotten, DDR 

stands for double-data rate, and what it 
means is that unlike standard SDR 
memory that ships with every other 
video card out there, DDR can process 
two instructions at a time, thus making 
it effectively twice as fast as ordinary 
memory. So, even though Creative Labs 
has slowed the physical clock rate of 
the Pro's memory down from 166MHz 
on the Annihilator to 150MHz on the 
Pro, the real difference between the 
two is more like 166MHz versus 
300MHz (150MHz X 2). 

Interestingly, the differences 
between the SDR and DDR versions of 
the Annihilator don't really show them-

I 

lfSjREVIEWS 

se lves at low resolutions or in 
16-bit color. No, the real excitement starts 
when you crank up to 32-bit color and 
begin piling on tons of effects - like in 
Quake /II: Arena. With everything cranked 
to the max, the Pro spit out extremely 
impressive frame rates across the board. 
Does this mean you should rush out and 
buy a Pro if you've already got an SDR 
GeForce? Probably not, but if you've got an 
older card, or if you're building a new sys
tem and looking for the fastest, most pow
erful 3D card (with the best drivers, we 
might add) around, Creative's new 
Annihilator Pro is definitely the way to go. 

COMPANY 
Creative Labs, 
(800) 998-1000, 
www.creativelabs.com 

PRICE 
$299 (M.S.R.P.) 



HSREVIEWS 
■ KARNA PRECISION 

Razer BoomS/an 
COMPANY 
Karna Precision, 
www.razerzone.com, 
(877) RAZERZONE 

PRICE 
$69 (M.S.R.P. FOR 1000) 
$99 (M.S.R.P. FOR 2000/ 

OTHER 
I !I I , 

A good, run-of-the-mill 
Microsoft or Logitech 
mouse is still A-Okay as far 
as we're concerned, and a 
Microsoft mouse with 
lntelliEye technology is 
even better. And, if you're 
looking for something 
really different, consider 
taking a look at trackball 
mice from Logitech and 
Kensington. 

T 
he Razer BoomSlang is a mouse 
geared specifically for gaming. It 
takes advantage of Karna Precision 

Technology, which uses a focused light to 
count mouse ball rotations. The end result 
is that the Razer BoomSlang is one very 
accurate mouse - or should we say 
"mice," since it ships in two different fla
vors, the 1000 and the 2000. The 1000 
has a resolution of lOOOdpi (dots 
per inch) and the 2000 has 
(you guessed it) 2000dpi 
for increased onscreen 
precision. By compar
ison, the mouse you 
use right now likely 
runs at around 450dpi. 

Because ofthe 
BoomSlang's higher dpi rat-
ings, these mice seem faster and more 
accurate when playing many types of 
games - most notably, first-person shoot
ers. Aside from being one of the "driving" 
forces (pardon the pun) behind the 
BoomSlang's speed and high resolutions, 
the software it comes with makes just 

■ALTEC LANSING 

ADABBO 
COMPANY 
Altec Lansing, 
(800) AL TEC-88, 
www.alteclansing.com 

PRICE 
$299 (M.S.R.P.) 

OTHER 

W e first heard 
Ailee's new 
ADA880s at 

Comdex late last year, 
and at the time, they 
sounded very good 
indeed. Of course, we 
were listening to them 
in a very frantic , noisy 
environment, so any 
real evaluation had to 
wait until we finally got 
a set into our office. 

-
Now that we have, we're not quite as 
impressed as we were at the show. 

For starters, while the 880s come 
with four speakers, they aren't like the 
four-way speakers you're probably 
accustomed to. The two rears are used 
in games or movies that use either Dolby 
Prologic or Dolby Digital (if you're con
necting via a S/PDIF cable); the rest of 
the time, like when you're just listening to 
music or playing a game, they're simply 
inactive unless you "force" Dolby 
Prol ogic mode with the press of a but-
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about every feature of these high-tech 
mice adjustable. From the mouse and 
scroll-wheel sensitivity to the button layout, 
to being able to configure the mice to work 
if you're a lefty or a righty, the software is 
definitely robust. 

But how do these mice handle, you 
ask? In a word, smooth. In 

fact, they are the 
smoothest, most 

precise mice 
we've ever 
used -

regardless of 

since Karna 's software is able to 
bump up the PS/2's, ordinarily slow 

polling rate. Sensitivity aside, however, 
the two extra buttons on the sides of the 
BoomSlang are a little cumbersome. It's 
very easy to press them accidentally 
since they're located right where your 
thumb and pinky rest naturally. Also, the 
mouse ba ll is situated toward the back
end of the mouse instead of the middle as 

ton . Once you do this, 
however, the resulting 
sound quality drops 

into the toilet, as 
presence falls 
away and all you 're 
left with is a very 
wet, very saturated 
reverb effect that 
just sounds - and 

- we're being kind 
----- ""'"'..., here - poor. 

These speake rs are 
far from a total loss, though, when 
they're setup in two-way mode (accom
plished by stacking the rear speakers 
atop the fronts via a rather ingenious 
connections scheme). Or, if you simply 
don't use the rears for anything at all, the 
two-speaker output from the ADA880s is 
rather nice. The subwoofer, while only 
pumping 40 watts (the satellites split 
another 40 for a total of 80 watts RMS for 
the entire system), still manages to 
thump along pretty well. Heck, the setup 
even comes with a wireless remote con-

with most mice. As a result, wheil w 
used the BoomSlang on seve al diffe1 ent 
mousing surfaces, the mouse ball often 
lost contact with the pad when we pulled 
the mouse toward us. This led to 1110, e 
than a few missed shots with the sniper 
rifle in Unreal Tournament. Also, the Razer 
BoomSlang is a big mouse, so if you've 
got small hands, you may be in trouble. 

While the BoomSlang isn'tthe 
world's most comfortable mouse, and it 
isn 't even the most practical mouse, it is 
the smoothest, most accuI ate I,1ouse 
we've ever used. lfthat's your pri .. iaI y con
cern, then give the BoomSlang lin o look. 

trol for making adjustments while you'i"e 
away from your desk. Unfortunate ly, we 
found ourselves using th e reI no,e cJS our 
primary way of adjusting these speake1 s 
because the knob on the rigl ,t fro 11 ·a ,el
lite that is used to tweak eve,yti1i,1~ f1u111 
the volume to the bass and · ,ellle se -
tings is extremely stiff. 

At $299, there's just no way we can 
recommend the ADA880s over l<l ipscli 's 
$249.99, THX certified, 400 watt v.2- ODs -
even with Altec's fancy Ie1110 e coI,tro . 
Keep an ear out, though, as Altec ·s aliout 
to release a set of THX-certified ~µeakets 
of its own. We'll keep you posted. 



GAMING 
"With its newest Area 51 system, 
Alienware once again proves that 
it builds the game machines that 
dreams are made of." -PC Gamer 

"FAST, PACKED & STACKED" 
-Boot Magazine 

MACHINES 

"The Fastest PC we've 
ever seen, bar none!" -

-Maximum PC 

"Performance was simply stunning" 
-Computer Gaming World 

Go to www.pcgamer.com/request Product #091 

All major credit cards accepted. 
1339S Southwest 128th St. Miami, Florida 331 S6 

toll free: 'I (B00)494-33B2 
www.alienware.com 







IBM, Gateway, HP, 
and Apple buy our 
memory direct. 

[ Can YOU handle the power? 

"I really like your fast personal serviL·e, a11d have 

fo1111d your memory •'el)' reliable. I have told otl,ers 
in GTE abo11t yo11r company • •• It's a pleasure 

to do b11siness wit!, yo11." 
Richard Tanis, GTE Wireless 

Compare the Savings ... 

64MB Upgrades 
Compaq Kingston Crucial 
Presario 5304 $186.00 $94.49 
Presario 5070 $1 86.00 $94.49 
Presario 5360 $186.00 $94.49 

Micron Electronics Kingston Crucial 
Millennia 400 $154 .00 $94.49 
Millennia 450 $154.00 $94.49 
Millennia MAX 450 $154 .00 $94.49 

Gateway Kingston Crucial 
G6-450 $154.00 $94 .49 
G6-400 $154.00 $94 .49 
Performance 450 $154.00 $94.49 

IBM Kingston Crucial 
Aptiva (2153) Model E2U $154 .00 $94.49 
Apliva (2139) Model E5D $154 .00 $94.49 

HP Kingston Crucial 
Pavilion 4530 $186.00 $94.49 
Pavilion 4535 $186.00 $94.49 
Kayak XU PC Workstation 

440BX Chipset $207.00 $106.19 
Vectra VL Series 8 $154.00 $94.49 

Apple Kingston Crucial 
Power Mac G3 PC100 $154.00 $94.49 
Power Mac G4 $168.00 $94.49 

Crucial prices reflect an automat ic 10% discount 
for ordering online. Prices were taken from Crucial and Kingston 
Web sites on 12/30/99, however, they can {and do) change daily. Prices 
may vary accoo:ting to specific system requirement 

] 
Buy your memory direct from one of the largest 

memory manufacturers in the wortd. Performance, 

reliability, selection and factory direct savings -

Crucial Technology, a division of Micron. 





HSTECHQ&A · 
Slot 1? Slot A? What on Earth 
are you talking about? 

D 
ear Greg is still popular with the young people, so Greg 

answered one personal question for you this month. But be 

warned - if you're not a fan of Rocco Siffreddi, you may want 

to skip this one. Greg also tackles some sticky motherboard issues and 

gets high praise from a reader. Keep those suck-up letters coming! 

m First of all, I need to ~ D'oh! Sorry about that 
compliment you on the one, Damien. I certainly 

great job you're doing at didn't mean to lead you 

PC Gamer. The Hard Stuff is an astray! Luckily, the Addtronics 

excellent resource that always 6890A is a standard ATX-type 

keeps me on top of the latest tech- case, and any standard ATX power 

nical issues and developments. supply should fit in it just fine . 

I also want to say that ,~ Depending on where 

you did an awe- .. ~ ~ • you got 

some job in -~~ ,~6.,, your 
the article • W _;,(~ W case, you 

you did ~ /// can prob-

about ab ly get a 

building 

your own 

PC. I'm 

working on 

building my 

own right now, 

and the article 

will be a huge 

help when I 

finally get all of 

the parts in. (I have a feeling our 
Dear Greg may be embellishing 
these letters on occasion - Ed.) 
My question for you has to do with 

the article, though. I used it and 

your Trinity page as a basis for 

buying the parts for my computer. 

You don't ever mention anything 

about a power supply in your arti

cle or in the Trinity page, so I 

ordered a case from Addtronics, a 

6890A - just the case, with no 

power supply. I figured it came 

with the motherboard, and it 

apparently didn't, as there isn't 

one with it. So do I need to order a 

power supply from Addtronics? If 
so, which one? This is the only 

part of the computer I haven't fig

ured out yet, so any help you could 

offer would be much appreciated. 

Thanks, and again, congrats on a 

great job! 

- DAMIEN GROSSER, VIA THE 
INTERNET 

that you can have 

plenty of power for 

any peripherals and 
cards you might add to your com

puter down the road. 

m I wanted to know if 

AMD's Athlon chips 

work on Slot 1 mother-

boards, or would I have to pur

chase a different motherboard 

specifically for the Athlon? 

Physically, Pits and Athlons look 

to be almost identical, as do the 

slots on the different mother

boards, so I was hoping to just 

swap chips. 

- TOMASZ CZERECHOWICZ. 

VIA THE INTERNET 

Unfortunately, you can't, 

Tom. While the two 

chips look the same, 

they are electronically different 

and each requires its own type of 

slot. If you want an Athlon proces

sor, you're going to need to get a 
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motherboard that was made to 

work with it. 

m I recently purchased a 

GeForce-based Asus 

V6600. lwentforthe 

deluxe model because of its video 

ins and outs, but now I'm having 

problems. While the card works 

fine under normal conditions 

(playing games on my PC monitor), 

the instant I plug in the S-Video 

cable, I get an error message say

ing "divided by O," then a message 

from Asus pops up and says that 

I'm not getting a steady 3.3 volts 

from my motherboard. As soon as I 

remove the cable, the card starts 

functioning again. 

I currently have an 0220 

PIIBXB motherboard with a 

350MHz Pit processor. I have four 

PCI slots and none are filled. 

There are no hardware conflicts 

with any devices. I called Asus 

and because of language issues, I 

could barely understand the per

son on the other end of the phone 

and got no help whatsoever as a 
result. Is there anything I can do 

about this, or am I stuck needing 

to get a new motherboard? I was 

thinking of upgrading to an 

Athlon-based system before this 

happened, anyway, but when I 

called Asus they said they didn't 

recommend Athlon motherboards 

for use with their V6600 card. 

What's up with that? 

- TODD ADAMS, VIA THE 

INTERNET 

Yes, it sounds like your 

existing motherboard 

isn't pumping out enough 

juice . Unfortunately, it's a fairly 

common problem, and we've dealt 

with it in the past here at the Hard 

Stuff. Generally speaking, mother

boards by large manufacturers like 

Intel, Asus, A-Bit, etc ., don't suffer 

from power issues like you've 

described. If you go for an Intel

based motherboard again, make 

certain you know ahead of time 

whether or not the board is putting 

out a true 3.3 volts . When it comes 

to in-depth motherboard info, good 

sites to check out on the web are 

www.sharkyextreme.com and 

www.tomshardware.com. Both 

sites have writers that are aware 

of the AGP power issues, and are 

sure to mention any problems in 
their motherboard reviews. 

As for whether or not you 

can put a GeForce in an Athlon 

system, well , regardless of what 

Asus is telling you, you should be 

You should be able to put a Geforce card in an Athlon system as long as you 
have a decent motherboard. Check out the web for in-depth motherboard info. 



able to put one in - as long as 
you 've got a decent motherboard 
(though you' ll only get AGP 2X). 
This month, we 've changed our 
recommended Athlon motherboa rd 
from the FIG SD-11 to the MSI 
6167, which we've found to be a 
superior board overa ll. Go for this 
motherboard, and everything 
shou ld be just fine when using the 
Asus GeForce . 

m I've been going mad try
ing to find out if PC-133 
(133MHz) SDRAM runs 

with the Intel Coppermine mother
board cc820. The Intel website 
says it doesn't need it, but every-

one else seems to be using it any
way (e.g. Alienware). Can you 
explain to me why this faster 
memory would or wouldn't run on 
the cc820? 

- ALEXANDER SINOYANNIS, 
VIA THE INTERNET 

We ca lled Alienware and 
asked just that very same 
question. Accord ing to 

representatives there, the reason 
they tend to use PC-133 with this 
board is two-fo ld: A) it' s generally 
better memory overall , and B) They 
buy PC-133 memory in such bulk 
these days, that it's sometimes just 
about as inexpensive to put it in as 
PC-100 memory. As a ru le, how-

much speed difference between 
the two RAM types when used with 
motherboards like Intel's cc820 that 
use what's called a "memory hub" 
to run SDRAM on a board/chipset 
that was designed to run RAMBUS 
memory. RAMBUS-type memory, 
while enabling impressively higher 
performance in Coppermine sys
tems, costs as much as $7 or $8 a 
MB right now. And when you 're 
talking about games today recom
mending as much as 128MB of 
RAM or more, that gets mighty 
pricey mighty quick! 

m I have a question regard
ing RDRAM, otherwise 
known as RAMBUS. Is 

this type of RAM faster than stan
dard PC-133? Do I need a special 
kind of motherboard to use it? My 
plan was to put an Athlon 650MHz 
or 750MHz as the heart of my 
next system, and I just wanted to 
know if RAMBUS would be mak
ing an appearance in AMD's side 
of the fence. 

- MA TT OELORIE, VIA THE INTERNET 

C Well, the issue of RAM
BUS' true speed is in 
some question right now. 

Currently it only works in Intel i820 
and i840-based motherboards. Du e 
to some early production problems, 

HSTECHQ&A 

RAMBUS didn 't take 
off as fast as was pro
jected, and so at the 
last minute Intel came 
up with a way of mak
ing i820-based 
motherboards function 
with standard 
SDRAM. This solution 
is called a memory 
translator hub, and 
while you can now 
use good old fash 
ioned PC-100 DIMMs 
in i820 motherboard s 
like the Intel CC820, 
performance lags far 
behind systems that 
use RDRAM instead. 
The question is, are 
the RAMBUS-based 
systems faster 
becausetheyarenl 
dealing with a memory 

translator hub or because RAM
BUS rea lly is that much fa ster? 
That question still hasn't been 
answered to my satisfaction - not 
in real-world benchmarks, anyway. 
Also, as I mentioned in my previous 
answer, current RDRAM prices are 
sky-high . 

As for AM D's use of RAM 
BUS, right now, you 're out of luck 
bec ause the struggling semicon
ductor company isn't quite sure it 
wants to go down that road as of 
yet. In time, however, that may 
change. We'll keep you updated. 

For comparison, the bottom module 
is RDRAM and the top is SDRAM. 
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Do UNTO YOUR 

OPPONENTS BEFORE 

THEY DO UNTO YOU. 



Microsoft• SideWin(ler--Dual Strike helps, yo1,1 humiliate and ctegra~e opponents in tons of action & adventure 

games. The rotating perspective controt allows you to_look, aim and fire faster. And with a D-pad, programmable 

buttons· and _two triggers, terrorizing is effortless. 

C> 1999 Microsoft Corporation. All rights reserved. Microsoft and SideWinder are eithe r registered trademark or trademarks of Microsoft 
Corporation in the U.S. and/ or other countries. 



T. LIAM MCDONALD 

EXTENDED PLAY 

Mooning Pirates 
M echWarrior 3: Pirate's 

Moon is a thoroughly 
conventional but never

theless satisfying set of new 
missions for last year's most 
thoroughly conventional 
mech sequel. Heavy Gear lI 
may have offered some more 
interesting twists on the 
genre, but MW3 is a slick and 
satisfying experience, and 
there's little cause for com
plaint about Pirate's Moon. 

Apparently, the brass 
w asn't all that impressed with 
your heroics at the end of the 
original campaign, so they 
stuck your ass on a godfor
saken rock in the middle of 
nowhere to sit on guard duty. 
You won't sit for long; the 
campaign chucks you right 
into the deep end, assuming 
that you just finished the 
original campaign about five 
minutes before and still have 
all your skills sharpened. I 
didn't, having finished and 
deleted the original a couple 
months ago. Thus, the first 
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I 
Tom gets back in the Mech Warrior saddle with a prolific 

new add-on pack and digs his heels into some tough new 

Operational Art of War campaigns . 

mission was a real nut
cruncher. Sent out on a rou 
tine escort mission, you 
encounter a heavy and a 
scout who is more bother 
some than he should be. 
Then, you have to break off 
and fall back 
rapidly to pro
tect your base 
from a couple 
mediums. This 
means you have 
to finish the pri
mary quickly 
and get to the 
base defense 
immediately. 
Either one is 
easy to fail , and 
this is just the 
first mission . 

Tom 's new Arbitrary 
Rule for Computer Game 
Design #534: the first mission 
of an add-on disc shouldn 't 
be as hard as the last mission 
of the original. 

Despite this steep curve, 

www. DailyRa dar . com 

the missions are very good, 
albeit a little busy. Something 
nasty is always happening to 
yank you away from a pri
mary. The cause of this fren 
zied atmosphere is a band of 
mechwarrior pirates who 
toss you off the very rock you 
were sent to protect. The 20-
mission campaign includes 
full salvage rules, a pretty 
decent mission structure, and 
good color and narrative 
commentary in-cockpit and 
during briefings. Slightly 
modified vers ions of these 
missions can also be played 
as the pirates, but these don't 
use standard campaign rules 
and don't have salvage. 

The new missions, along 
with multiplay and quick 
start, take place on four new 
maps: Canyon's Edge, Road 
to Madre, Desolation Ridge, 
and Madre Crater. These 
have some interesting geo
logical features and make for 
good strategic exercises, but 
the A I doesn't seem to deal 
with them all that well, at 
least not in instant action 
mode - more than one 
opponent walked right into a 
crater and melted himself . 
These new maps are effec-



lively tailored for the new 
base attack multiplay mode. I t 
can be played team or solo, 
from either side, and with 

lengthy tr ansit times. 

one base (one side attacks, 
the other defends) or two 
(each side has its 

The seven new mechs 
are mostly standard mech 
fare, w ith the only really 
in teres ting addition being the 
Elemental. Remember those 

own base). It's a 
good addit ion to 
th e M ech ca non. 

These missions 
have some inter
esting geological 
features and make 
for good strategic 
exercises ... it's a 
good addition to 
the Mech canon. 

annoying little 
buggers that 
looked like 
something out o f 
"fribes? Well, you 
ca n now play as 
one, w hich adds 
some interesting 
poss ibilities, 
such as swarms 
of Elementals 
against one 
assault mech. 

Multiplay 
sessions can also 
be set for multi 
ple rounds. In 
between each 
round, the win
ners are g iven 
salvage points to 
upgrade their 
gear. I haven't 
spent quite enough time w ith 
this to see if longer sessions 
get r adically unbalanced, but 
th e co uple rounds I tried 
seemed to parse out points 
fa irly. One minor problem 
w ith the multiplayer element 
is the size of the maps, 
which are a touch spaci ous, 
resulting in occasional 

The other six 
new chassis include three 
heavies (among th em the out
standing Masakari), two 
mediums, and a scout. The 
select ion of new weapons are 
mostly variations on familiar 
types such as laser s, machine 
guns, missiles (including a 
single warhead w ith a 150-
meter range and the power 

of a full LRM sa lvo), and the 
gauss. No surprises, but wel 
co me for the fa ns, which 
pretty much sums up the 
w hole package and indeed 
the original game. 

Mud and Blood 
Talonsoft has given us the 
first add-on for Norm 

Always read the README.TXT file included with 
patches for an exhaustive list of changes! 

AGE OF WONOERSvl.2 (G.0.D.): Massive patch I Al in 
both World and Tactical modes has been enhanced. world 
Al is more likely to make alliances with players it is at 
Peace wi th, Lord Al Heroes now 
get +3 EXP/day, instead of the 
previous +5 EXP/day. faster net
work play, 2 additional Al levels. 
AOWV1_2.ZIP 

AGE OF EMPIRES II Al 
(Microsoft): Computer player is 
no longer prone to resign after a 
few minutes of play. 
AGE2CPFIXEXE 

DESCENT 3 vl .3 (Interplay): 
Numerous fixes and additions 
including significant memory 
savings, added ability for 
objects to cast .. negative"' light, fixed randomness in ambi
ent sound patterns. new command-line options added for 
further customization. 03_US_ 1.3_PATCH.EXE 

DRIVER v2.0 (GT Interactive): Changes include a new con
trol to switch between analog and digital control pads, 
added a user-definable dead zone amount, keys now func
tion when in joystick control, analog steering has much 
more range than before. NOTE: This patch will cause exist
ing recorded replays that use joystick control to no longer 
work. ORIVERUSPATCHV2.EXE 

RE-VDLT(Acclaim): Ability to disable the Museum 2 stars 

that caused problems with some 3D cards, ability to disable 
force feedback. and 3D sound support for Aurea! A3D 1.0. 
DirectSound 3D and DirectSound3D with EAX 2.0. REVOLT
PATCH1207ZIP 

COMMAND & CONQUER: TIBER/AN SUN vl.17 
(Westwood): Not much is known 
about the effects of this patch 
beyond the description on the 
Westwood web site stating that it 
provides "'even faster gameplay 
well as other new features ... 
Sounds good to us. TS117EN.ZIP 

UNREAL TOURNAMENT 402 (GT 
Interactive): Another very substan
tial patch. Changes include fixed 
D3D detection, fixed NT crash on 
exit, suicide can now end overtime 
of a tied game, turn fog off by 
default for D3D, fi xed CTF alternate 

-----'-"';.a~ path problem. fixed bots not always 
playing take hit sounds, players can no longer switch to ille
gal team if server is full and force team ba lance, don·t kill 
spectators in the pressure chamber. numerous server perfor
mance improvements. UTPATCH.402.EXE 

FREESPACE 2v1 .02 (Interplay): Changes include a Glide 
texture stretching fix, stand-alone server CD checking fix, 
pilafs score added to multiplayer debriefing, technical data
base does not show duplicates of each weapon. intro movie 
no longer shows up twice in cutscene player after cam
paign, wingmen now receive a score bonus when large 
ships are destroyed, mission 3-4 conversation added. 
SF21X-12.EXE 

YOUU FINO ALL OF THESE PATCHES ON THE CO' PLUS, YOU"LL FINO OUR PATCHES ARCHIVE AT WWW.PCGAMER COM 
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Koger 's masterpiece The 
Operational Art of War 
Volume II: Flashpoint Kosovo. 
The new offer ings are: 
Vietnam Invas ion '69, NATO
Warsaw Pacl '78, Grenada 
'83, Kuwait '91 , Yugoslavia 
'99 (Kosovo), Hungary
Rom ania 2000, Libya-Egypt 
2000, Russo-China 2000, 
Seoul 2000, Bulge 2000, and 
U.S. Civil War 2008. The unit 
database has also been over
hauled for greater accuracy, 
including a more detailed 
modeling of armor. A lmost 
all of these new maps are in 
th e 100-turn ca tegory, mak
ing t hem absolutely huge 
affairs that can easily con
sume 40 hours each. The 
painstaking detail in creati ng 
orders of battle (including 
hypothet ica ls), maps, and bal
anced scenarios is tru ly 
amazing. Any one o f the 
large-scale ballles could 
stand alone as its own gam e. 

Talonsoft also closes the 
door on Op War 1 w ith Th e 
Operational Art of Wai~ 
Volume I: Wargame of the 
Year Edition: a bundle includ 
ing the game, Battle Pack 1, 
and a number of new scenar
ios exclusive to this ed ition . 

ecG 



Captures the 
BflSEBflll , 

fOOTBflll 

and 
HOCKEY ... 

001VIPETITIVE TEA.l.VI GA.1VIE 

Join a Regiment - Lundrttds 
of rttal pttople in one unit. 

Test your skills in minions tLat pit II team 
From your Regiment against II rival t1111m. 

Bravely lead an attack Lut YOU DIE if your 
teammates don't cover For youl 

Command and train new players - develop 
team tactics in Regiment practice sessions. 

The best strategy 
wins - so recruit, 
drill and bring your 
Regiment to the top! 



DAN MORRIS AND MICHAEL " SANDMOOSE " LUTON OPINION 

MuLTIPLAY 

Did Unreal Survive the Quake? 
DM: So whodunit ... Quake ill 
or Unreal Tournament? 

Ml: You're not actually trying 
to provoke a riot, are you? 
Civil unrest is at an all-time 
high, and you want to ask this 
question? Oh well, I guess 
that's what we have these 
night sticks for. Might as well 
get some use out of them. 
After playing both of these 
games all the way through, I 
can say beyond the shadow of 
a doubt that damn, you need a 
buttload of RAM to really 
enjoy either one. But when you 
get down to brass tacks, it's 
obvious that Unreal Tourna
ment trumps Quake III in 
almost every way possible. 

DM: Ah, just like Seattle. 
Remember Seattle? Heh! I got 
to cave some friggin' heads in 
outside that World Trade 
Organization rally. Hee hee. 
But yeah, I initially got so 
absorbed with Quake III that I 
couldn't even make time for 
Unreal Tournament. The bril
liance of the death matching 
(and, I must say, the CTF) 
seemed tough to beat. But 
once I gave UT its fa ir shake, I 
became a convert as I saw 
how deep and team-oriented it 
was. The Assault mode is 
unbelievably fun . 

Ml: The Assault levels were 
by far my favorites, especially 
the D-Day beach invasion mis
sion. For the first time in a 
long time, I stood in awe of a 
level design for a first-person 
shooter. Quake III had some 
great levels too, but I could 
never quite shake that feeling 
of deja vu - like I've basically 
seen most of those levels 
before. But what about the sin
gle-player bot Al? .While the 
bots in Quake III are light years 
ahead of Quake 11, they still dis
appoint in the face of the com
petition. The bots in Unreal 
Tournament are the most 
human-like I've ever seen. I 
was especia lly impressed with 
how they functioned in CTF 
mode. I would assign two or 
three bots to guard my flag 
and they would go out and 
first gather weapons appropri
ate for flag guarding and then 

I 
There are two prime suspects for Multiplayer Game of the 

Yaear. Our detectives nab the guilty parties, rough them up 

bit, and violate their civil rights . 

find the best sniping spots. 
They even seemed to know 
where the choke points were 
and would try to cover those in 
their fields of fire. Brilliant! 

DM: But we should still prob
ably give Qlll its propers. The 
curved surfaces, reflective 
light tricks, and ghostly 
transparency effects are 
awful nice. I think the essen
tial problem with Quake Ill 
(as wi th its forebears) is that 
it's principally an engine first 
and a game second. It's 
almost as if id Software finds 
itself compelled to add a 
game around a mind-bog
glingly grand new game 
eng ine. The real achieve
ments, as with Half-Life, will 
be the games that use the Qlll 
skeleton to form great new 
games from the engine. UT is 
the winner because it accom
plished both tasks - a 
powerhouse engine with a 
fully realized game. 

Ml: Propers? What kind of 
word is that? You 're just mak
ing stuff up now. But you're 

right about Quake Ill. Despite 
the edge that Unreal 
Tournament has over it, it's 
still a great game and a lot of 
fun to play. It wou ld have 
been nice to have had more 
wi ld curved and reflective 
surfaces (like those in the 
screenshots we first showed) 
but I understand the perfor
mance penalty was just too 
high to pay. I also have to 
admire the sheer variety of 
Quake lll 's cast of characters . 
There's a player model to suit 
just about everyone's person
ality. I like to play as the giant 
eyeball myself. Here in the 
squadroom, people have 
been talking about the "feel" 
of the two ga mes and how 
Quake lll feels more solid 
than Unreal Tournament, if 
that means anything. 

DM: You're definitely right 
about the model variety. This 
extends even to the individual
ized sound libraries. I love the 
alien squeal Orbb lets out 
when he gets croaked. As far 
as "feel" is concerned, I think 
this is what people mean: the 
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environments in Qlll 
feel like they've got a 
harder edge and 
darker ambience, and 
it's easier to get into. 
I was first a little 
suspicious about UT 
because it has that 
glowy, gleamy look 
that doesn't 
immediately screa m 
"hardcore first-person 
shooter." Qlll looks 
like action in the bow
els of a future- tech 
hell, and it's awesome. 
Granted, I ultimately 
came to like UT's big
ger, more complex lev
els more than Qlll's, 
but the feel is certainly 
d ifferent and a matter 
of preference. I think 
where UT rea lly tap 
dances all over QJ/J is 

with the weapons, and their 
uses in combat. 

Ml: Ah, the weapons! This 
was one of the b iggest cri ti 
cisms w ith the original 
Unreal. The weapons were 
just too weak and ineffectual. 
With UT, however, they've 
been beefed up and tweaked 
into one of the most powerful 
and balanced set of weapons 
ava ilab le today. With the 
exception of the pistol and 
bio-rifle, you can get kills 
equally as well with the entire 
line of weapons so you can 
use what suits your playing 
style instead of running for 
the rocket launcher a ll of the 
time. The alternate fire mode 
for the pulse gun is my per
sonal favorite - just one con
tinuous stream of lethal green 
stuff. And when it comes to 
close-quarters battle, the Flak 
Cannon more than gets the 
job done. 

DM: All right, we have our 
man, then. Too bad this town 
just ain't big enough for the 
both of them. ECG 
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ROB SMOLKA 

THE POINT AFTER 

Leave Me Alone! 
I hate multiplayer games! All 

right, maybe that's a bit 
harsh - I do get a kick out 

of going up aga inst a feUow 
gamer with bragging rights 
on the line from time to time. 
What's got my shorts in a 
bunch is the gam ing indus
try's growing fascination 
with au things online. It 
seems like every day we hear 
about another company that's 
look ing to milk the supposed 
cash cow of Internet gaming. 
What scares me is that solo 
play wi U soon become an 
"added" feature, much the 
same way multiplayer options 
were viewed not too many 
years ago. 

When you think about it 
from a design standpoint, 
making a multiplayer-only 
sports game is Like having a 
free ride. With the polygon
pushing power of today's 
computers, making an attrac
tive game is not nearly the 
chore it once was. What 
makes or breaks a sports title 
almost always comes down to 
arti fic ial inteUigence and how 
to make a number-crunching 
computer simulate real peo
ple. It's actually quite easy 
to crea te a game that can 
defeat even the best players 
- the chaUenge is to balance 
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I 
The antisocial and curmudgeonly Smoke makes a plea for 

develo pers to improve the single-player aspect in sports 

games instead of focusing only on multiplayer elements. 

the CPU's abilities to m ke 
it feel "human." 

The good news is that 
this year's crop of sports 
games have made major 
strides in accomplishing th is 
delicate balance. No, none of 
them are perfect, and it wiU 
probably be a long while 
before any game's AI can 
tru ly approach the unpre
dictability of a hL man oppo
nent, but that's not the point. 
Even a fairly convincing com
puter opponent aUows me to 
play when I want, for as long 
as I want, without having to 
dea l wi th the baggage that 
comes with playing against 
another person, and I'd hate 
to lose that. 

I'm about as weU
equipped as you can be for 
online ga ming. I have a pretty 
fast com puter both at home 
and at work, and my Internet 
con nection is solid and 
speedy, so it's not a matter of 
perform ance (at least from 
my side). What turns me off 

to on line gaming is - in a 
word - nuttiness. 

It's no secret that the 
Internet is a haven for the 
unwashed, socially challenged 
masses, yearning to annoy. I 
can't teU you the number of 
times I've logged on to play a 
game, only to find my·oppo

together a monthly magazine 
takes a fair amount of work, 
and having a life outside of 
the office req uires more than 
a little time management. So 
when an hour or two of gam
ing time opens up, the last 
thing I want to do is waste it 
searching around fo r an 

nent with barely 
enough function
ing brain ceUs to 
qualify as a 
human being, or 
who's so insecure 
that as soon as 

It's no secret 
that the Internet 

opponent or 
playing on ly half 
a game because 
little Johnny 
can' t stand to 
have his pre
cious record 
blemished . 

is a haven for 

he starts losing, 
his connection 
"accidentally" 
terminates. 
There's nothing 

the unwashed, 
socially challenged 
masses, yearning 
to annoy. 

Okay, I can 
hear you saying, 
"Well, just find 
some reliable 

more frustrating than playing 
against a sore loser. 

On the other hand, there 
are always a few players 
who'U devote their lives to 
mastering a particular game, 
tak ing extreme pleasure in 
humiliating you. Going up 
against one of these experts is 

like beating your head 
against a wall - and 
they're not shy about 
tell ing you how much 
you suck. Actua lly, I 
take back what I said 
before; there is some
thing more frustrating 
than a sore loser, and 
that's a gloating wi n-
ner. 

I'm not saying 
that you' ll run into 
these types of players 
consis tently, but it 
happens often enough 
to discourage me 
from even attempting 
to find a game most 
of the t ime. Time is 
also a factor. A com
mon misconception 
about people who 
work for gaming 
magazines is that we 
play games all day -
oh, if only that were 
the case. Putting 

people to play against and 
schedule a time to meet." In a 
perfect world this might be a 
viable solution, but I find it 
hard to predict when I' ll be 
ava ilable to play. I'm sure a 
lot of you are in the same 
boat, and trying to coordi
nate a time that's right can be 
a real headache. 

My biggest problem 
with online gaming is that it 
isn't conducive to my style of 
play. I get the most enjoy
ment from playing multiple 
seasons and seeing how my 
team evolves over time. Sure, 
league play is possible with 
multiple players, but it's a 
veritable scheduling night
mare. Truthfully, I just can't 
be bothered. 

I'm curious how the 
readers of this column fee l 
about this subject. If you look 
at the sports ga me reviews I 
write, you may notice that I 
mainly discuss how the sin
gle-player portion of the 
game works. Is this how the 
majority of you play the 
game? Am I out of touch with 
the rest of the sports gamers 
out there (hey, it wouldn 't be 
the first time)? Please drop 
me a line at rob@pcgamer. 
com and let me know. ll!CG 
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COLIN WILLIAMSON 

THE KILLING Box 

The Shoot-'Em Up Showdown 
0 h, the horror. Contrary to 

our initial predictions, 
Quake III Arena and 

Unreal Tournament ended up 
shipping darn near simulta
neously, resulting in a bloody 
clash of the deathmatch 
titans. Thus the typically joy
ous holiday season ran red 
with blood, as the Internet 
crowd erupted into full-scale 
war. This Christmas I found 
my time, and affections, 
divided between three bril
liant multiplayer games. On 
websites and message boards 
everywhere, fellow garners 
were arguing over rocket 
launcher placement in 
Q3DM4, shock rifle splash 
radius, and whether or not 
Paul Steed could kick Cliff 
Bleszinski's ass in real life . 

So what's the scoop? 
Who prevailed in the greatest 
title-versus-title showdown of 
the millennium? Enter PC 
Gamer on its magical flying 
horsie to dish out the props 
and the ass-beatings to the 
parties responsible. This 
month, I'm going to closely 
compare three rnultiplayer 
milestones and determine 
which will stand the test of 
time. 

In the first corner, we 
have Unreal Tournament from 
Epic Games and Digital 
Extremes. This plucky con
tender comes with plenty of 
single-player experience, 
along with a graphics engine 
that's still looking good after 
a year of competition. Plus, 
one of the UT designers was 
behind the Internet's Cat 
Scan contest, where hun
dreds of entrants mashed 
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Colin hands down the definitive verdict on which of these 

three hot headliner multiplayer games really rules the 

action-gaming roost. 

their felines into flatbed scan
ners with hilarious results . 

In the darkly lit, brown 
and gothic-looking corner, we 
have Quake III Arena from id 
Software. After defining the 
first-person shooter genre for 
the rest of the industry, id 
decided to concentrate on 
what it does best - hardcore 
deathmatch garneplay. 
Actually, I get the feeling that 
id can't do much more of any
thing but hardcore death
match gameplay, but I'll shut 
up about that for now. 

And in the third, some
what pixelated corner, we have 
Combat for the Atari 2600. 
Even though it's a little behind 
the times, the grand-daddy of 
multiplayer computer battle is 
ready to take on both newcom
ers with grit and gumption. 
Combat kicked ass then; does 
it kick ass now, against the 
best and brightest in modern 
multiplayer mayhem? 

Interface 
For as long as we can 
remember, gamers hankerin ' 
for online play had to go 
through a third-party player
matching service, like 
GameSpy. But when Valve 

built a mini-server browser 
into Half-Life, the masses 
took notice - it's currently 
one of the most-played 
games on the Internet, and 
the number of players per 
day makes my head spin. 

In turn, Unreal 
Tournament's interface is 
even more robust, featuring a 
beautiful mouse-driven GUI 
that's as user-friendly as you 
can get. General set-up is a 
snap with the Windows
styled interface, and the 
game courteously takes you 
by the hand - a plus for 
newbies who don't even 
know what the tilde key is. 
Finding somewhere to play 
on line is never a problem, 
and servers have been regu
larly packed since launch. 

Quake Ill 's interface 
doesn' t fare quite as well. 
Actually, it looks like a 
slapped-together cluster
screw with no regard for 
functionality or design-. 
hell, I've seen better inter
faces in unlicensed bootleg 
Super Nintendo games. At 
least the server browser is 
halfway decent, but I'd still 
rather use GameSpy. 

On the other hand, 
Combat gets you into blister-
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ing tank-versus-tank mayhem 
without a hitch. A variety of 
games are accessible by 
pressing the select button on 
the console itseJf(ingenious, 
and dead simple). Sadly, the 
player-matching service is a 
bit lacking; instead of pointing 
and clicking with the joystick, 
I had to physically call up my 
friend Dave and ask him if he 
wanted to come over and 
play. This is an unfortunate 
result of the 2600's lackluster 
networking capabilities. 

Graphics 
When it comes to graphics 
engines, few people can kick 
'em out like John Carmack. 
The Quake III renderer pro
vides the ability to create 
curved surfaces (this makes 
all the difference in the world 
to some people, but I can't 
figure out why), and right 
purty special effects. Though 
the texture detail is mind
numbingly beautiful and the 
player models are the results 
of too much testosterone, the 
majority of the game's envi
ronments are close-quarters 
dungeons and other murky
brown Goth pits. Every level 
looks like a different Cure 
concert. In short, ninety per
cent of the arenas look like 
the same stuff you pounded 
through in the first two 
Quake games. The only 
noteworthy addition to id's 
deathmatch formula is the 
jump pad - hop onto these 
circular patches, and you're 
sent sailing through the air 
like Sonic the Hedgehog. 

On the other hand, the 
Unreal engine has the 
uncanny ability to create 
unbelievably huge vistas with
out expense of frarnerate. The 
UT maps show a lot of creativ
ity, and range from your stan
dard close-quarters garages 
and dungeons to spaceships 
hurtling through the cosmos 



at light-speed, to galleons 
floating on the open sea, to 
giant meteors orbiting a 
planet (the spinning motion of 
that level is qui te effective at 
inducing nausea). Though you 
can only choose from human 
character models (as of now, 
anyway), they feature mar
velously detailed faces and 
great idling an imations. Just 
think of it as 1hbes on meth. 

Lnstead of wrestling with 
the chore of a high-end 3D 
engine, Combat goes for a 
more stylized, "less is more" 
approach to in-game visuals. 
The cruelty of human conflict 
is reflected in the minimalist 
representations of tanks and 
planes: if Quake [[] is a Monet, 
Combat is a Mondrian. But if 
you're still put off by the block
iness of the graphics, you can 
turn on hardware anti -aliasing 
- fi nd the sharpness control 
on your TV set and crank it aH 
the way down. You can also 
blur the image somewhat by 
ingesting large amounts of 
alcohol, but this may result in 
control problems. 

Al 
All three games attempt to 
cozy up fashionably with the 
single-player crowd by includ
ing intelligent com puter-con
t rolled opponents who fight 
and die like real humans. 
Unreal Tournament succeeds 
the most admirably, with a 
cast of characters who play 
just like the fellow gamers 
you'd meet online. They camp 
out in logical locations, run 
like hell when wounded, and 
explode into meaty chunks 
real good. Best of all, they 
communicate via voice, and 
have no qualms about shout
ing "Die, bitch" as they steer a 
remote-controlled warhead 

into your bread
basket. 

The bots in 
Quake ru aren't 
quite as human 
as the Unrea l 
Tournament guys 
- but feature a 
scripting lan
guage that 
allows you to 
type in detailed 
orders. Though 
phrases like J 
AM THE 
LEADER and 
SARGE GET 
THE FLAG are 
quite useful, they 
still can ' t grasp 
commands along 
the lines of YO 
DOOFUS, STOP 
RUNNING IN 
CIRCLES AND 
FOLLOW MY ORDERS. 

Instead of giving you 
verbal beatings with 
recorded voice taunts, Qill's 
bots taun t you with text mes
sages. While there are hun
dreds more taunts than UT, 
the downside is that they 
sound like they were written 
by a 15-year-old glue-sn iffer 
(On second thought, those 
would probably have been 
funny). And at higher levels 
of difficulty, enemies have no 
problem s niping you with a 
railgun from a half-mile away 
- if you can beat the fin al 
boss on Nightmare mode, I 
regard you as a deathmatch 
lord . Now go read a book . 

Right now you're proba
bly thinking "Wait a second! 
Combat should be exempt 
from this category - it's a 
two-player-only game!" Au 
contraire: the artificial in telli
gence in Combat is much 
more subtle, simu lating a sui 
cidal opponent who has noth-

ing left to live for. The enemy 
tank will s it motionless for 
hours, contemplating the 
fu lilily of war. One t ime, I 
th ink my enemy twitched a 
bit, but that was probably 
because the cat bumped the 
second joystick. Brilliant, but 
Unreal Tournament takes the 
lead for its cha llenge factor. 

Gameplay 
Th is is what it a ll boils down 
to, and Unreal Tournament 
kicks Quake lll's ass like it's a 
no-holds-barred match 
between Royce Gracie and 
my dead Uncle Grover. While 
QJlJ limits you to stock death
match and weak-ass CTF, UT 
hits you in the fac with an 
ouu·ag ous number of game
play mod s and special fea
tures. Th best of Lhese is 
Assa ult, best described as 
first-person Command and 
Conquer. One team has to 
attack a base and secure 
objectives, while another 
team Lries to keep 'em out. 
Domination requires tactical 
control of map points (simi lar 
to TeamFortress' Canal 
Zone). And don't forget to 
turn on the "mutators," 
which completely modify 
your game - activate "low 
gravity" and "jumpmatch," 
and you're playing The 
Matrix ! All of the mutators 
can be combined at once, 
and used in any type of net
work game. It's worth noting 
that some of these mutators 
can be recreated in Qlll with 
a bi t of scripti ng and console 
work, but it isn't the dead-
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simple point-an d-cl ick affair 
of UT. 

Activision's e, uberar. t 
PR sp iel describes Quak flT 

as "pu re arcade death match.'" 
This cleverly trans lates as 
"the same running-arou d
and-killing-stuff we\·e beaten 
to death over the last five 
years.'' While uT takes a 
giant step forward in team
bascd, social play, Qtrake m 
remai 1s rooted in the sarr:e 
mindless slaugh ter tha t·s 
grown weaker with each 
pass ing in carnati on . Planned 
featu res like mu lliple ch rac
ter classes, jetpacks, grap
pling hooks, and d ropping 
ammo to run faste r 1-v re all 
given the a, e, and the result 
is a p red-down game ti at 
shys away from trying any
thing n w for fear of alienat
ing its hardcore au dic. cz. 

But when all's s id a d 
done, ombat is the winner. 
Despite its lack of 32-bit tex
turing an d the absence o f 
quadratic NURB p tches, th e 
exhilaration of g meplay 
modes like Tank-Pong, 
Fighters versus Bomber, and 
Jets is inspired gam ing bril
li ance. But if you must have 
the latest and greatest, my 
advice is to run out and buy 
Unrea l Tournament, order 
some pizzas, and hold a ll 
your calls. As is tradition, it 
might be w ise to hold off on 
Quake III until the Internet 
user base ac tu ally finishe the 
game in a few months with 
the traditional player mods . 
As for me, I'm going to go 
pl ay Atari. 
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MICHAEL WOLF 

ALTERNATE LIVES 

Nihilistic Storytelling 
I couldn't believe my luck. 

After months of waiting, 
drooling, and anticipating, I 

was finally going to get a 
chance to check out the 
Storyteller portion of 
Nihilistic's upcoming 
Vampire: The M asquerade -
Redemption. For those who 
don 't know, the Storyteller 
portion of Redemption is the 
multiplayer aspect that will 
let players who run the game 
(known in pencil-and-paper 
roleplay ing as Dungeon 
M asters or Game Masters) 
con trol all the action and 
events for a group of player 
characters traveling through 
the gameworld (in this case, 
the ancient and modern eras 
of Vampire). Nihilistic 
promises the abil i ty to create 
cus tom maps, scripts, and 
even models or whole new 
game systems depending on 
how deeply a player wants to 
delve into the scripting lan 
guage. For less intensive 
adventures, the Storyteller 
can simply possess any char
acter at will for live conversa
tions with NPCs, or spawn or 
kill monsters as needed. 

After months of hearing 
all about it from Activision 
and Nihilistic, I finally had a 
chance to go directly to 

ihilistic's offices in San 
Rafael, California, and partic
ipate in a game with Ray 
Gresko, president of Nihilistic 
and Vampire's lead designer. 

The Storyteller has a 
whole host of menus, 
commands, actions, 
and abilities available 
to him. He can 
instantly possess any 
creature. He can cen
ter the camera on 
whatever character 
he desires. He can 
have private conver
sations with an indi
vidual character, or 
initiate conversation 
through an NPC. He 
could instantly spawn 
a monster, trigger a 
script, or simply 
watch the action 
unfold. The power of 
the Storyteller is 
absolute, and can be 
as complex as run-
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I 
After a rousing Storyteller game of Vampire: The 

Masquerade - Redemption, Da Wolf shares his adventures 

in a game where another player takes on the role of God. 

ning through a series of 
scripts that controls in-game 
movies, or as simple as just 
watching over the players as 
they fight the computer-con
trolled NPCs. 

After getting the gist of 
what to expect, I sat down to 
begin a game. I was in 
charge of a basic fighter who 
was the leader of the party. 
M y compan ion was Serena, a 
smart-mouthed vampire with 
a penchant for sarcasm. We 
began our adventure in a 
smoky inn, deep in the heart 
of a nameless medieval city; 
just one of several multi
p layer modules that wi ll sh ip 
with the finished product. M y 
companion (played by a 
Nihilistic employee) started 
badmouth ing the locals, and 
no matter how much I tried 
to silence her (being the 
gentleman that I am), she 
managed to provoke just 
about everyone. 

Eventually, a couple of 
local drunks related a story of 
how a disease had struck the 
town . Their most holy object, 
the reliquary from the local 
church, had been stolen. And, 
naturally, werewolves wan
dered the landscape beyond 

the city limits, making 
evening travel suicidal. Upon 
leaving the inn, we came 
across a gnarly Nosferatu, 
who had a task for us, wh ich 
of course required entering a 
dank, dark dungeon and bat
tl ing some undead nasties. 

While I'm greatly abbre
viating the story here, the 
feeling of immersion was 
incred ible. My companion 
Serena let forth a constant 
stream of sarcasm, which I 
attempted to parry w ith my 
somewhat lacking w it - all 
within character, of course. 
As we combated the bad 
guys, we often died, but the 
Storyteller would quickly res
urrect us. The rest of the 
team wou ld occas ionally 
gather around the monitors, 
saying things like "Check out 
that trap I just added," and 
" Make him go through the 
labyrinth." W e killed. We 
laughed, and eventually I got 
to watch over Ray's shoulder 
as he simply and easily kept 
track of our progress, 
spawned a few new mon
sters, and deftly resurrected 
us from the grave when 
things got a bit too crazy. 
Unlike the multiplayer aspect 

of Baldur's Gate, 
players in 
Vampire don't 
need to stick 
together. The 
Storyteller's 
machine loads all 
levels that p lay
ers are currently 
occupying, so 
even if they'r e 
scattered all 
through the 
game, the 
Storyteller can 
j ump from one to 
the other, which 
also means 
Stor ytellers can 
create puzzles 
that require 
teamwork and 
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communication to pass. 
What really stuck me 

was the fee ling of playing a 
mu ltip layer game, but w ith 
real rolep layers. Granted, in 
practice it might be difficult 
to find players who want to 
take their roles ser iously Gust 
as in most massively multi 
player games), but the ability 
to easily chat, perform 
actions, and react to the envi
ronment made the game feel 
like a massively multiplayer 
game w it h on ly a few people 
in it (and a lot fewer com
ments like "Where can I find 
the Axe of M ight?"). And 
most of the immersion came 
from the NPCs, with whom 
we had real conversations, 
not ca nned dialogues meant 
to point players in a sing le 
direction (granted, Ray's typ
ing ski lls make talking to 
N PCs a time-consuming 
affair, but pre-written d ia
logue responses helped with 
that) . The Storyteller's con
stant presence was obvious 
- he was in the characters 
we spoke with, in the mon
sters we fought, and in the 
clues we got to help us 
through the labyrinth . 

The worst part of the 
even ing by far was w hen the 
food arrived, and we took a 
break. The computers 
cr ashed (the game's still an 
early version, after all) which, 
unfortunately, marked the 
end of the journey for the 
evening (I 'd just gotten 
through the labyrinth, too!). 
The resuJt is that now, after 
having had a taste fo r the 
m ult ip layer aspects of this 
promising roleplaying game, 
and imagining what it would 
be li ke w ith several charac
ters all p laying their ro les 
with a well -versed and inven
tive Storyteller to drive the 
adventure, my desi re fo r the 
fin ished product is greater 
than ever. 

l!CG 
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WILLIAM R. TROTTER OPINION 

THE DESKTOP GENERAL 
WARGA:'IIES HISTORIC A~D MILITARY SL\IULATI01'S TACTICAL CO:'IIBAT 

iYo quiero South American wars! 
A 

bout a year ago, I called 
readers' attention to a 
then-new web s ite named 

magweb.com where the mi li
tary history/wargaming 
enthusiast could, for a modest 
user fee, browse through a 
fantastic archive of esoteric 
and hard-to-find publications. 
When USA Today named 
Mag Web one of its select "Hot 
Sites," I decided it was time to 
take another, deeper look, to 
ascertain the value of this 
resource to a hypothetical 
wargame designer (someone, 
say, who's using the modeling 
utilities that come with 
Operational Art of War). 

The Napoleonic and Civil 
War periods were just too 
easy, as were the two World 
Wars. Then I remembered an 
intriguing scenario in Norm 
Koger's Age of Rifles, dealing 
with a little-known but exceed
ingly bloody war between 
Bolivia and Paraguay in the 
years 1932-1935. I knew it was 
named the "Chaco" War after 
the desolate wasteland the two 
nations were squabbling over, 
and I knew it was devastating 
(approximately 20 percent of 
the male population of 
Paraguay perished). I sus
pected, also, that the between
world-wars technology and 
tactics would prove interest
ing, as would the logistical 

I 
The Colonel designs a hypothetical wargame and puts 

magweb.com to the acid test . His conclusion: Any 

historical scenario can be modeled using this resource . 

challenges - in short, a very 
interesting topic for a home
grown wargame. 

So I logged on to 
MagWeb and started digging. 
The first revelation I encoun
tered was a quarterly journal 
named El Dorado, published 
by the South and Central 
American Military Historians 
Society. Would you like to 
read a once-Top Secret report 
on the Peruvian armed forces 
in 1925, filed by the U.S. mili 
tary attache in Lima? It's here, 
folks. Or check out the 250-
odd unit patches worn by 
Panamanian troops since 
WWII? That's here, too. 

More to the point, I 
quickly located an incredibly 
detailed article on the use of 
armor in the pivotal battle of 
Ayala (July, 1933), and a long 
bibliography of books in 
Spanish (many of which, it 
turned out, could be special
ordered through one of the 
rare book services that adver
tises on MagWeb). I also fou nd 
smaller articles on the various 
South American naval and air 

forces during the thirties. 
Probing deeper, I turned 

up the fact that Game 
Designers Workshop had actu
ally published a Chaco War 
board game in the seventies. It 
would now be incredibly rare, 
of course, but through 
MagWeb's bulletin boards and 
discussion g roups, sooner or 
later I'd find some o ld grog
nard who would be willing to 
sell me his dusty copy, or at 
least loan it to me. 

The next revelation was a 
more modern board game 
packaged with issue no. 12 of 
Command Magazine, which 
also featured a superbly 
deta iled historical essay. As it 
happened, I had that issue 
stored in the attic and was able 
to retrieve it, but just knowing 
it existed woulq enable another 
researcher to send off for a 
back issue (it's still ava ilable!). 
And with this discovery, I sud
denly had God's own plenty of 
information about the Chaco 
War: Maps, orders of battle for 
both sides, types of tanks, 
planes, and arti llery employed, 

and lots of additional refer
ence sources. 

In the space of a single 
afternoon, I located and 
printed out approximately 50 
pages of useful information 
and discovered that my idea 
for an "original" game was 
valid only in the PC format. I 
never had to leave my desk; I 
never had to spend hours 
tracking down obscure data 
at the local university library, 
nor did I have to wait weeks 
for the inter-library loan sys
tem to locate the more eso
teric, Spanish-language 
books (if, indeed, they could 
be obtained at a ll) . 

In theory at least, I 
now had enough hard infor
mation to sketch out the 
basic parameters of my 
hypothetical game. And I 
had it a ll in the space of 
four rather pleasant hours . 
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But wait! There's more! 
As every researcher knows, 
one of the most delightfu l 
aspects of that chore is the 
serendipitous discovery of 
what I ca ll Stuff-1-Learned
While-Looking-Up-Other
Stuff. I a lso read about three 
limited but very interesting 
wars between Ecuador and 
Peru (in 1941, 1985, and 1995, 
respectively) . Each was fought 
over some God-forsaken (but 
resource-rich) province in the 
Andes or in the jungles of the 
Upper Amazon. Each was 
very different from the other. 
Helicopter and special forces 
operations dom inated the two 
modern wars, and a irborne 
operations decided the out
come in 1941 . 

Turns out that Peru's high 
command had paid attention 
to the recent blitzkrieg victo
ries in Europe and, with help 
from an Ital ian training mis
sion and a few dozen Caprioni 
bombers and transports, 
formed a small but elite air
borne force, which performed 
brilliantly in the 1941 conflict. 
Jeez, who woulda thunk it? 

So now my hypothetical 
PC wargame metamorphosed 
into a modular quartet of 
mini-games base on these 
extraordinary but little
known conflicts. 

As far as I'm concerned, 
MagWeb passed the test with 
fl ying colors. As of January 
2000, the site had a rchives 
from 75 journals (approxi
mately 17,000 articles with full 
text and graphics), discussion 
groups, a shopping mall, and 
lots of free samples you can 
download if your interest gets 
piqued. A year 's subscription 
works out to about five dollars 
a month. It would have cost 
me that much just to photo
copy the information from the 
library. So, all you amateur 
wargamers, you now know 
where to do your digging. 

l!CG 
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ANDY MAHOOD 

COLUMN 

Dec. 7, 1999: A day of infamy 
D

ecember 7, 1941, will be 
forever remembered as 
the date on which the 

Japanese executed a surpr ise 
early morning air raid on the 
U.S. Navy base at Pearl 
Harbor and p lunged America 
into World War Two. FDR's 
angry denuncia tio n of the 
attack - "a day that will live 
in infamy! " - would ulti 
mately become one of the 
most celebrated q uotes of 
our century. 

I 
Andy commiserates as it becomes obvious that Hasbro is 

pulling the pioneering MicroProse out of the simulation 

market for the foreseeable future. 

December 7, 1999, will 
be reme1n bered by dedicated 
fl ight sim enthusias ts for an 
en ti rely different type of sneak 
attack. It was on this date that 
Hasbro Interactive released its 
now infamous press release 
outlining the company's plan 
to discontinue Falcon 4.0 -
perhaps the most revered 
combat jet simulator ever 
developed fo r the PC. As soon 
as this news hit the Internet, 
thousands of 

to dump millions of dollars 
and countless man-hours into 
the development of a complex 
piece of software like Falcon 
4.0 fo r a relatively small niche 
market when a simple plush 
toy can outperform it by a 
thousand to one. 

Or would you? When 
Hasbro took over MicroProse 
in 1998, they knew exactly 
what they were buying. In 
addition to a highly touted 
line of PC st rategy titles like 
X-COM and Master of Orion, 
MicroProse was also the cre
ative fo rce behind such criti 
cally acclaimed simulations as 
Gunship, Tank Platoon, 

European Air 
devoted F4 fans 
around the 
world responded 
en masse with 
cries of outrage 
over Hasbro's 
cavalier dis
missa l of their 
favorite mili tary 
flight simulator. 
"Burn in hell, 
Furby and 
Pokemon!" was a 
common theme 
with some of the 
move's· more 
vocal opponents. 
"Who do 

The inescapable 
fact is that Hasbro 

War, and, of 
course, Falcon. 
The Falcon 4. 0 
project was only 
a couple of 
months away 
from frui tion at 
that point, and 
most of its con
siderable devel
opment costs 
had already been 
realized. 

has chosen to pull 
MicroProse out of 
the sim market 
altogether and the 
remarkable legacy 
established by 
pioneers like Sid 
Meier, Andy Fast for

ward to winter 
of 1999, and the 
picture becomes 
dramatically di f-

these phi listine 
toymakers 

Hollis, and Gilman 
Louie comes to a 
sad close. ferent. Despite 

some extensive 
think they are? Cancelling 
Falcon just to make room for 
more stuffed animals and 
trad ing cards!" 

Well, the simple answer 
is that they are toymakers first 
and foremost and their priori 
ties are naturally going to lie 
with what gives them the best 
return on thei r money. Sure, it 
sucks that the fickle desires of 
some snot-nosed ankle-biter 
are ultimately controlling the 
industry that gives us our new 
flight sim prod ucts, but 
whaddayagonnado? From a 
purely pragmatic point of 
view, you'd have to be crazy 
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patching, Falcon 4.0 still con
tained a significant number of 
bugs and only managed to 
achieve modest retail success. 
Gilman Louie, the guiding 
light of MicroProse, also 
decided to jump the Hasbro 
ship in order to head up a 
new venture capital company 
developing information tech
nology fo r the CIA (perhaps 
he saw the writing on the wall 
at Hasbro and decided to 
work for some people whose 
agenda didn't involve catering 
to kiddies). Combine these 
two factors wi th the through
the-roof popularity of talking 

Fur by doll s and Pokemon col
lectibles, and you wind up 
with a corporate decision that 
practically makes itself. 

So why did these toy
makers step in a nd buy 
MicroProse in the first place? 
Was it a lways part of their 
pla n to trim out the hig h
cost/low-return s imulation 
line in favor of more popular 
strategy titles like Roller
Coaster Tycoon? I put the 
question to MicroProse mar
keting director Tom Nichols . 
Is Hasbro still committed to 
MicroProse's three remaining 
in-development t itles now 
that it's getting out of the 
high-end sim business? 

"Yes, we are fully com
mitted to those products," he 
says. "Gunship and Tank 
Platoon are being developed 
in our Hunt Valley studio by 
the same gr eat team that pro
duced M1 Tank Platoon 11. 8 -
17 Flying Fortress ll is also on 
track for release this spring, 
under development at 
Wayward Simulations in 
Bristol, England." 

Fair enough, but it's 
probably a safe bet that they'll 
also be dumbed down some
what to appeal to a broader 
audience. Nichols refutes this, 
however. "These games were 
designed fro m the start to 
appeal to an audience that 
goes beyond the hardcore 
flight simulation crowd," he 
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says. " Gunship and 
Tank Platoon, for 
example, contain a lot 
of action-oriented fea
tures that take the 
busywork of com
manding the vehicle 
out of your way so 
that you can focus on 
the real action. These 
have been design 
goals throughout the 
product's life, and 
haven 't changed due 
to the recent 
announcements." 

Nichols also went on to 
say, however, that once this 
current trio of in-progress 
sims have completed their 
development cycles that will 
be the end of MicroProse's 
military simulation product 
line. Just as there will never 
be a Falcon 5, neither will 
there be a Gunship 2 or 
Europ ean Air War 2. "We 
have not written off the brand 
names, however," he states, 
"so if future market and busi
ness conditions are favorable 
for us to release simulation 
games, we will look at that 
opportunity closely." 

This is all standard cor
porate rhetoric that sim fans 
probably shouldn't read too 
much into. The inescapable 
fact is that Hasbro has chosen 
to pull Micro Prose out of the 
sim market altogether and the 
remarkable legacy established 
by pioneers like Sid Meier, 
Andy HoUis, and Gilman 
Louie comes to a sad close 
with that decision. In an ironic 
twist of fate, the much-antici
pated 1.08 patch for Falcon 4.0 
- which finally fixes most of 
the sim's major bugs - was 
released on that same fateful 
December 7 date that the 
hard-working crew responsi
ble for its creation were all 
handed their pink slips. 

A day that will live in 
infamy indeed. 

l!CG 
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Efficient and balanced, 
Rimtech's arsenal is a mix of 
kinetic and energy-based 
weapons. Katana swords and 
EMPtorsos are just a sample 
of their repertoire. 

3-TIE El GAME PUY. 3 TIMES THE ST ATEGY, AND COMBOTS 
OVER 3 STORIES HIGH 
Metal Fatigue lets you build and command behemoth combats. 
Armed with parts like sonar legs, jet pack torsos and Gattling 
gun arms, you can fight for upgrades or simply sever your 
enemies limbs and attach them to your own forces. Best of all, 
you control units across 3 levels simultaneously in what has 
been described as part real-time strategy, part 30 action, and 
all together revolutionary. 
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The Mil-Agro CorporoNation 
wields its way with might 
and metal. The most 
primitive, they feature metal 
shredding tools like gigantic 
battle axes and Howitzer
equipped torsos. 

1 

Neuropa's religious 
fanaticism drives them to 
acquire the alien Hedoth 
technology. The rotating 
electroblade arm and 
cammo torso are some of 
their divine inspirations. 







SOLUTIONS • TECHNIQUES • QUICK TIPS 

hen you're down and troubled, and you need some
one to care, and nothing is going right ... turn to the 
helpful folks at Strategy Central! 

Tomb Raider: The Last Revelation 
The fourth (and final?) installment in the Lara Croft franchise lives up to the series' tough reputation. Special 

thanks, then, to Brian King, Corey Fong, Franklin Vasquez, Billy Mitchell, Dan Franklin, Eruch Adams, Shawn 

Taylor, and Shilo Anacleto for their hard work in assembling this invaluable guide. A full, step-by-step walk

through would take about 30 pages, so instead we'll just be covering the game's most challenging areas. 

Angkor Wat and Race for the Iris 
In this first part of the game, we' re intro
duced to a young Lara Croft and her 
mentor, Werner Von Croy, and put 
through a tutorial session as Von Croy 
shows you how to complete each action 
that Lara will be using within the game. 

Tomb of Seth, Burial Chambers, 
Valley of the Kings and KV5 
In this section, Lara unwittingly releases an 
evil spirit in her quest to get the Amulet of 
Horus. She will also learn that others are 
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after this prize as the player is introduced 
to an older and angrier Von Croy. 

Temple of Karnak, The Great 
Hypostyle Hall, Sacred Lake 
Now that Lara is starting to realize the 
implications of what she has released, 
it's time for her to do some investi 
gating. We are re-introduced to Lara's 
longtime friend, Jean-Yves as well as 
some baddies that prove to be a little 
less hospitable. We're also introduced to 
a concept that is relatively new in the 
Tomb Raider world ... the idea of back-

www . Oa i lyRada r .c o m 

tracking from a more advanced level to a 
previous level to finish a puzzle. 

In these levels, you will need to 
grab two Canopic Jars that will allow 
you access to the area where you will 
need to get the Sun Goddess idol. One 
of these will be located near the 
entrance to the next level. The other will 
be located in the Sacred Lake level (this 
will be the first, but not only, time in this 
game where the player will have to grab 
items in one level in order to backtrack 
and complete an earl ier level). 

Tomb of Semerkhet, Guardian 
of Semerkhet, Desert Railroad 

At the end of the last level, Von Croy 
steals the Amulet of Horus from Lara and 
traps her in the Tomb of Semerkhet. In 
the next series of levels, Lara wi ll have to 



try to make her way out of this tomb and 
find her way to Alexandria to catch up 
with Von Croy and the stolen amulet. 

Alexandria, Coastal Ruins, 
Catacombs, Temple of Poseidon, 
The Lost Library, Hall of 
Demitrius, Pharos, Temple of Isis 
This next sequence of levels will take Lara 
through the ruins of Alexandria and into 
the Lost Library in another dizzying dis
play of back-tracking and side-stepping. 
The purpose of the next set of levels will 
be to get the Armor that is located within 
Cleopatra's Palaces. In order to gain 
access to this area, however, you ' ll first 
have to find the entry keys to Pharos in 
the Lost Library and the Hall of Demitrius. 
In order to get there you must travel 
through a network of Catacombs and 
through Poseidon's Temple. 

Cleopatra's Palaces 
GETTING THE FOURTH BEETLE 
Upon entering this level, walk through 
the hallway until you get to an opening 
with a fountain and greenery and 
whatnot. Head north and walk up a 
small flight of stairs. Turn left (west) and 
you'll see a slope that goes up to a 
second floor. Walk up this slope and 
turn 180 degrees. You'll see a wall tile 

STRATEGY 
TOMB RAIDER: THE LAST REVELATION 

with a face on it. Walk up to this tile and 
use your crowbar to pry it open. Walk 
through the next section until you get to 
another face tile. Use your crowbar 
again and walk into the next room 
where there will be a hole in the floor. 

Drop into this hole and slide down 
the path. Jump and push to the left 
before you reach the water level below 
as the path you ' ll need to take (it has a T 
intersection) is the left (north) path. Walk 
through the water and get out before it 
catches fire. Pry the Black Beetle from 
the wall here. Turn around and jump to 
the other side of the water. Walk up the 
newly formed stairs and backtrack back 
to the Black Pyramid room. 

Re-enter the gardens section of the 
palaces and walk up the northern small 
stairwell, only this time go straight. As 
you reach the end of the hall, turn left, 
and at your first chance, turn right and 
walk up to the spot with the beetle 
painted on the floor. 

You will notice holes in the floor 
before you . These are instant death 
spike traps. Place the Mechanical Scarab 
on the floor on the dot of the painted 
beetle and it will move across and deac
tivate the spike trap before stopping on 
the other side. It is now safe to walk 
across. You will have to do this with 
every spot that you see this. 

Turn left and go up 
the walkway toward the 
room with a casket in it. As 
you walk through the 
entrance of this room, a trap 
will activate that will periodi
cally block the exit of this 
room. Push open the 
casket and grab the right 
gauntlet. Walk back out of 
the room and return to the 
room below. 

Turn left and walk into 
the next room. Turn right and 
walk up to the next floor trap 
area. Use the Scarab again. 
Walk up the eastern stairwell 
and down the next one. 
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Walk toward the stairs in front of 
you, but instead of going up them, turn 
left and walk down the next hallway. 
There will be a lever on the wall that you 
must jump up and grab. This will raise a 
floor tile and release a skeleton. Jump 
up onto the new block. 

While facing west, jump across to 
the wall and grab onto the holding area 
of this wall . Since the hole is too small 
to climb into, you will have to shimmy to 
the right until you are able to climb up 
to the level above. 

Walk into the north room and push 
open the casket in this room to grab the 
right greave. Return to where you pu lled 
up to this level and drop back down. 
Walk down the south hallway and turn 
left. There will now be a new opening on 
the left (north) side. 

Open the casket in this new room. 
Open this casket to grab the Pharos 
Knot. Exit the room again and turn left. 
Walk to end of this next area and turn 
left again . 

Instead of walking up the stairs to the 
left, walk through the hallway that is right 
after it. In the next room, there will be a 
small stairwell that leads up to a locked 
door and a keyhole in which you place the 
Pharos Knot. This will open the door right 
next to you. Walk through th is door. 

There will be two blocks in the 
center of the room. Walk onto the one 
closest to you . Two yellow beams will 
appear from these blocks with a "go lden 
Lara" appearing on the other block. Do 
not harm this Lara, as you will take 
damage. This will raise a block on the 
north side of the room. Climb onto this 
block and jump and grab onto the 
ceiling above. Monkey swing until you 
reach the block on the other side. 

Walk into the short hallway after 
this block and turn around. Climb onto 
the ledge above you and walk about 
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halfway across. Turn left and jump onto 
the ledge on the other side. Turn right, 
walk to the end of the path, and climb 
into the hole in the wall. 

Walk through the hallway and climb 
onto the next ledge. Walk out south and 
jump onto the central platform. To both 
your west and east will be levers above 
you that you must jump to grab. These 
will open the doors to which you ' ll get 
the ornate handle and the hathor effigy. 
After grabbing these items, return to the 
central platform, turn south, and jump 
onto the ledge at this side. 

Combine the two pieces to create 
the portal guardian. Place this on the 
pole next to the door to open the door. 
Walk through the door and into the next 
hallway until a cut scene plays in which 
Lara sits in the queen's throne and acti
vates the two Queen's Guards. Fight the 
two guards. After killing both of them, 
go into the rooms that they came from 
and open both caskets to get the left 
greave and the breast plate. 

Upon her return to Alexandria with 
the Armor, Lara finds that Jean-Yves has 
been kidnapped by Von Croy. Upset by 
such a cowardly deed, she immediately 
heads out in search of her friend. 

Although there will be some 
undead to face in the upcoming levels, it 
is the henchmen and trained military 
men that Lara must look out for. We also 
start to get an idea of the scope of what 
is happening with the release of Set as 
we're introduced to giant dragon-like 
creatures as well. 

City of the Dead, Trenches, 
Chambers of Tulun, Street 
Bazaar, Citadel Gate, Citadel 
Turn right at the first intersection, and 
then leave the bike beh ind at the next 
turn. Walk through the north entrance 
into the chambers and walk through 
them until you come out the other side. 
Turn left and follow this path until you 
see the Egyptian Hammer God. Return 
to the chambers with him following. 

Run south through the chambers 
unti l you are forced to climb a block to 
get out the other side. Instead of doing 
this, however, turn to your right and 
climb up the large block. 

Facing north, run and jump across 
this opening and grab onto the ledge on 
the other side. Cl imb up onto this and walk 
to the northern end of it and turn left. 

Jump to the next ledge and, while 

CITY OF THE DE'AD: Be sure to stay on 
your toes llvhile getting through this level, 
because baddies are all over the place. 
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falling , grab onto it. Swing to your right 
at this point until you can bring yourself 
up to the level above. Face north again 
and jump onto the side of the block you 
are facing . Swing around two corners on 
this block and drop onto the other side. 

Walk down this next path until it 
dead-ends. Climb up to the next level 
and take this path until you see a lever. 
Pull on this lever and, after the cut scene 
plays that shows the hammer guy 
trapped, walk down to the southern 
edge of the level you are on. Jump onto 
the right hand ledge, and then jump 
onto the next ledge after this. 

You can now jump on the rope in 
the middle of this area . Once on the 
rope, turn yourself around so that you 
are facing south and swing onto the 
southern top ledge from here. Drop into 
the hole in this area and slide down the 
path onto the street below. 

Get back on your bike and quickly 
drive around the sides of the mosque. 
There will be a ravine to jump across 
about halfway there. Once on the other 
side, you ' ll turn one more left and see 
that your path is blocked by a level of 
bricks. Quickly get off the bike (because 
the doors to the mosque will open again 
and let the hammer guy out again, in 
which case you'll have to do all of this 
all over again) and head back toward 
where you first saw the hammer guy. 
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There will be a wheel with han
dles on the right side of the street. 
Pull on the wheel handles about five 
or six times to open the door on the 
right wall. Go through this door and 
climb up the western ladder. 

Backtrack back down the ladder 
and turn right when at the bottom. 
Take this hallway until it dead-ends 
and jump up and climb over the 
wall. You'll slide down to the main 
road again. Head back down to your 
bike, get on, and drive up the path 
that leads to the north. 

Climb into the northern hole in 
the wall near the area you dropped 
from. Walk all the way back out the 
way you came until you get to your 

bike again. Drive in the only direction 
that you can (without exiting the level) 
until you reach a ravine (around one 
corner) . Turn around and use the nitrous 
boost to drive over a small stairwell 
and onto a level above that. Get out of 
the bike. 

Walk into the one door that is on 
this level and slide down the path . Walk 
down the northern passage and pick up 
the torch in the room that this leads to. 
Return to the main room here and take 
the right (western) passage from this 
room. This will lead to a room with a 
torch lit on the wall. Light the torch you 
are holding and return to the main room. 

Walk up to the eastern side of this 
room and up the slope to the upper 
level. Place the torch near the sprinkler 
system on the ceiling to activate it and 
open the door you're next to. Walk 
through this door and pull the lever that 
is in here. After the cut scene plays, go 
back into the main room here and walk 
back through the northern hallway. 

When you enter the room where you 
found the torch, climb onto the box that is 
to your right when you entered this room. 
Face east and jump across to the ledge on 
the other side. Drop down the other side 
of this ledge and face north. 

Shoot the box in front of you to 
reveal a gate with a lock on it. Laser 
sight in on the lock and shoot the lock 



off the door. Walk through the gate. 
Reach into the hole in the wall to get the 
roof key. Backtrack to the room where 
the last lever was pulled, but go right 
where you turned left to get to the lever. 
Follow this path to return to the area 
where your bike is. ' 

The Sphinx Complex, Underneath 
the Sphinx, Pyramid of Menkaure, 
Inside Menkaure's Pyramid, The . 
Mastabas, The Great Pyramid, 
Khufu's Queen's Pyramids 
So Lara has saved her friend and now 
possesses both the Armor and the 
Amulet. It is now time to " set things 
right again " as she says. We follow Lara 
in her quest to put Set back to rest, only 
this time for eternity. Seeing as these 
levels take place mainly in tombs and 
pyramids that haven't seen life in thou
sands of years, you'll find yourself 
dealing with puzzles and death traps 
more often than hand-to-hand combat. 
Don't take that the wrong way however, 
as you must stay on your toes more in 
these final levels than any other in the 
game. We've gone into some specific 
details for these last three levels: 

Inside the Great Pyramid 
Walk down the slope to the edge and do 
a run'n ' jump across the drop. Take care 
of the enemies on the other side. 

Go east and up the slope past the 
gate. Walk slowly, straight into the next 
room. At this point Lara will trigger two 
side to side sliding pillars. Get as close 
as possible to the first pillar and for
ward-jump. Time the jump just as the 
pillar begins to slide into the middle. Do 
the same for the second one. 

Kill the possessed dogs. Pick up the 
torch in the marble rectangle and light it 
up using the burning torch on the wall 
and pressing action. After the torch is lit, 
walk to the unlit torches and light them 
up. This will open up the wall to the west. 
Hit the switch in there and make your way 
back south through the sliding pillars. 

Once past the pillars, head up 
north . In this room there are four star
shaped key holes where you wi_ll place 
the four " Shaft Keys" in your inventory. 
Next hit the switch on the north wall and 
take care of the bad guys. 

Return to the room where the torch 
was found and hit the switch on the east 
wall. This w ill open the gate all the way 
at the bottom of the main corridor. 

Exit the room and head south until 
the main corridor. Then head north all 
the way down the corridor. Be cautious 
as there are several long jumps to be 
made along the way. Once in the final 
room, climb down the pit and head east 
at the junction. Jump down. 

Temple of Horus 
Go north and pick-up the five liter water
skin on the ground. Notice the two water 
symbols on the water fountain wall. This 
is the correct amount of liters that needs 
to be poured into the vase that is placed 
on the balance to the north in order for 
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the floor gate between the fountains to 
open. The wrong amount will open the 
gate to the south and release the monster. 

Fill up the five liter bag and com
bine it with the three liter bag. Now take 
the five liter bag and pour it into the 
vase . Jump down the shoot. Jump and 
grab onto the pole. Be careful with the 
stabbing blades ! If Lara is close to full 
health she will survive the fall if you let 
go and grab right before the blades. 

Repeat fo r the second and third 
rooms, combining the waterbags to 
yie ld the corresponding number of water 
symbols fo r each room. After solving the 
puzzle for the th ird room, climb two 
levels down the shaft w ith the light blue 
light beam, past the black and gold 
floorgate. Then shimmy to the right into 
the platform. 

At the platform, run and jump north 
in the water below. Lara must land in 
water or she won 't make it. Make sure to 
use the look button to line up the jump 
correctly. Otherwise she might hit the 
ceiling and land on the rocks. We don't 
want that! 

Once in the water, swim up to the 
middle island and place the four statues 
in the inventory in the pillars that sur
round the altar. Walk into the light. 
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Temple of Horus 2 
Quickly jump into the water to avoid the 
boss's heavy attacks. Swim around and 
look for the Amulet of Horus that fell 
into the water. 

There are two rooms in the 
periphery. Picking up the amulet opens 
the door to the one to the south. Swim to 
the corresponding ledge and go into the 
room and hit the switch that opens the 
door to the second room to the north . 
You will not be able to defeat the boss by 
firing ; the goal is to get out of the room 
alive as he bombards Lara with fire. 
Move fast and don't stay in the same 
place for too long - you w ill need plenty 
of health packs otherwise. By the way, 
the first shot Lara takes from the boss will 
set her on fire, so be prepared to jump 
into the water immediately. His projec
tiles do not harm Lara if she is standing 
in the blue beam in the middle of the 
room, but that is small comfort. 

Go back in the water and swim to 
the ledge that leads to the second room, 
then hit the switch. Now it's t ime to 
swim to the ledge that leads to the 
entrance of the first room and walk east 
to the ledge. Run and jump across and 
begin to climb quickly and accurately 
around the various ledges around the 
periphery. All jumps are of the run-and
jump variety and one will require Lara to 
crawl, providing a few seconds of cover. 

Once out of the crawl position, 
follow the ledge and run, jump, and 
grab. Now facing north, run, jump, and 
grab onto the gold wall with the pigface 
texture. Shimmy toward the beam and 
up. Face the west and climb all the way 
up until a cut scene appears. 

Go up the hallway to the east but 
beware of the traps, the first of which is a 
set of three sliding pillars. Head toward 
the ledge on the left and run-jump-grab 
over the spikes. Jump and grab across 
the next few chasms, and your adventu re 
is complete! E!CG 
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Asheron's Call 
So, you've just started your alternative life in the world of Asheron's Call, but you're still not quite sure 

what to do and where to go - we've got you covered, friend! This guide, written by the helpful folks from 

developer Turbine, should assist newer players with learning some of the game's ins and outs, and includes 

many handy tips that will help you along in your quest for glory. Before long, you'll be lording it over your 

fellow adventurers, demanding fealty from the unwashed masses. And isn't that what gaming's all about? 

Creating 
Your Character 
Once you become famil iar with the play 
mechanics of Asheron's Call you can 
start to get more creative w ith the types 
of characters you play. When starting 
out, though, your best bet is to create a 
fighter type and specialize in unarmed 
combat. As fo r your race, the Sho is an 
excellent choice; they get unarmed 
combat as a bonus skill , which gives you 
a leg up on the competition. Outfit your
self from head to toe with as much 
clothing as possible. While it doesn't 
really help armor levels, it can be sold in 
town for a little bit of coin that can help 
out early in the game. 

Why choose unarmed combat as a 
specialty? Well, when you die in 
Asheron's Call, you lose some money, a 
couple of items, and receive a temporary 
reduction in your skills and attributes. By 
focusing on unarmed combat, even if 
you lose all your weapons, you ' re still 
dangerous and able to defend you rself. 
As a bonus, it makes it easier to get you r 
corpse back as well ! 

There are two standard approaches 
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to creating an unarmed combatant. 
One is to create them like a warrior, 
and the other like a blademaster. 
Neither of these seems to work 
very well without some major 
adjustments. Warriors are too gen
eral, expending attribute points 
evenly, which won't help you out 
all that much early in the game. 
Blademasters tend to skimp on 
endurance, and still waste points on 
focus and self. 

Early on in the game, special
ization is the key. Don't try to be a 
warrior who dabbles in magic and 
cooking . Stick to one thing and one 
thing only for the first half-dozen 
levels or so. After that, you can start 
thinking about what other skills you 
want to add to your reperto ire - and 
about that time you'll find that you 
should have enough train ing credits to 
boost a skill up. 

For an unarmed fighter, the ideal 
attribute settings are as follows because 
coordination is the most important 
attribute to an unarmed fighter, followed 
closely by quickness and strength. But, 
since this character will almost always 
be toe to toe with opponents, endurance 
should be boosted instead. Focus and 
Self are needed later on to help manipu-
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late magical items or pick locks effec
tively, but they are not important at 
lower levels. 

Strength . . . . . . . ..... . .. . . . ... . 70 
Endurance . . ... . ... . . . . . . . . . . .. 80 
Coordination .. ...•... . • .. .... .. 90 
Quickness . ... ...• . .. . . .. .. . . .. 70 
Focus .. . .. . . . .. . . ..... . . .. ... 10 
Self . .... . .... . ... .. . .. ..... .. 10 

Flipping back and forth between 
skill selection and attributes will show 
the effect of changing any one attribute 
on the character's overall proficiency. A 
good selection of specialized skills 
would include Unarmed Combat, Melee 
Defense, and Healing. This character is 
going to get hurt a lot and will need all 
the help he or she can get. Trained skills 
should include Magic Defense, Missile 
Defense, Jump, Loyalty, Run, Appraise 
Item, and Arcane Lore. 

Because the character doesn't rely 
on buying weapons constantly, the 
Appraise Weapon skill wasn't trained. 
Concentrate on raising health and mis
sile defense with any experience points 



(XP) that you earn. Unarmed Combat, 
Melee Defense, and Healing should 
increase pretty quickly on their own 
since they're the three skills you ' ll be 
using the most often. 

Where Do I Go 
From Here? (Your 
First Quest) 
When first entering the world, you'll be 
instructed to go through the training hall 
to learn about the basic game 
mechanics. Note that in the fighting area, 
you actually earn XP for killing the straw 
dummies. While not the fastest way to 
gain experience (at only two to three 
points per dummy), it can give you a bit 
of a head start. At the end of the training 
hall, you'll exchange the gem in your 
inventory for a healing tonic. Hold on to 
it. If you don't have healing kits, it's your 
only way to gain some fast health. 

Shoushi is one of the better towns 
to start near. There are plenty of people 
there at all hours of the day and night, a 
variety of shopkeepers, and good 
hunting grounds nearby. Overall , it's a 
perfect location for both new and experi
enced players. 

Upon leaving the training dungeon, 
go buy some armor or weapons. You 've 
only got 100 pyreal (dollars) to spend, so 
you won't have a lot of options. The 
clothes on your back aren't enough to 
make much of a difference now, so you 
may as well keep them until you find 
that you ' re just a few pyreal short of 
something you· really need. 

Since the character you 've created 
has specialized in unarmed combat, 
Studded Leather Gloves are a worthwhile 
purchase from the armory in town. Not 
only do they add some protection, but 
the better your gloves the more damage 
you'll do. Don't bother upgrading your 
gloves until you can afford plate mail 
gloves; scale and chain mail gloves don't 
give you any attack improvements over 
the studded leather ones. 

Now go back and hand your wel
come letter to the non-player character 
at the training hall (the dot for this 
person on your radar is yellow, and he'll 
ask for the letter when you strike up a 
conversation). Now you're on your first 
quest. Follow the instructions and head 

west to retrieve the yaoji. 
Along the way, you'll probably run 

across some harmless rabbits foraging 
in the woods. As a level one player, you 
may as well practice your attacks on 
them. They won 't give you much XP 
(about 10), but every little bit helps right 
now. You'll gain far more attacking crea
tures that fight back - the more pow
erful, the more you gain, but it's also 
riskier. Attacking bunnies does put you 
at odds with the Dereth Environmental 
Defense League (yes, the group actually 
exists - they're sort of an Asheron's 
Call version of Greenpeace). 

When you first spot enemies (shown 
as orange dots on your radar), it's best to 
check your map location. Click on the 
map arrows next to your inventory bag, 
and then write down where you are. If 
you die, those coordinates will help in the 
recovery of your body - and whatever 
loot you may have lost! Next, evaluate 
your enemies. Double click on them to 
see their stats, or click on them, and then 
select the magnifying glass to the right of 
your backpack. This should give you a 
pretty good indication of whether or not 
you can take on the creature and have a 
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chance of survival. It's not recom
mended that you try to take on any
thing above level four or five until 
you're pretty confident in your abi li
ties and have fought a number of 
lower level creatures. 

After your first quest, if you 
haven't already reached level two, 
then hang out in that area and scout 
for more low-level creatures to 
battle. Don't forget to examine the 
corpses of anything you find! 
Although the few pyreals you find 
on low-level creatures isn't much, 
grabbing the weapons, food, herbs, 
or gems they're carrying will add up 
once you start selling the loot back 
in town. Only if you're encumbered 

and still in any danger, should you start 
dropping stuff. Eat or drop food first, 
then herbs, and then weapons and 
armor. Appraise items before dropping 
them, as there may be something spe
cial that you picked up without even 
realizing its value. 

Battling the Beasts 
of Dereth 
At lower levels, you'll be facing a few 
different types of enemies - Drudges 
(Slinkers, Skulkers, and Prowlers), 
Gnawers, Shreths, Rats, and the occa
sional Wasp. For Drudges, you'll prob
ably encounter small bands of two or 
three at a time. Skulkers (level two crea
tures) in bands of two or three are pretty 
easy to take care of without much of a 
problem (they're the white ones). 
Position yourself with your back to a 
wall or tree so they can 't surround you . 
You'll take less damage, and be able to 
finish them off quicker. If you've got a 
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Nekode, use it; Drudges have terrible 
resistance to slashing weapons. 
Attacking them anywhere is usually 
enough to get the job done, but medium 
and low are the best places to do the 
most damage. Aim high and you'll usu
ally miss. 

Prowlers (level four creatures) pose 
a bit more of a problem for you at this 
early stage of the game, especially when 
there is more than one attacking you. If 
there are any that are throwing weapons 
at you (daggers, darts, or javelins) or 
shooting you with arrows, take care of 
them first! Your Missile Defense skill is 
much lower than your Melee Defense skill 
and you'll take more damage from mis
siles than from being punched or clawed. 
Next, eliminate any Drudge attacking you 
with a weapon. Last, turn your attention 
to the unarmed opponents. 

Gnawer Shreths are the weakest of 
the Shreth family on Dereth. They may 
look menacing and sound ferocious, but 
they're pretty easy to defeat. Rather than 
going at them with a weapon, just use 
your hands or a Cestus, since they're 
pretty weak against bludgeoning attacks. 
Hit them low, just like the Drudges and 
they'll fall pretty quickly. 

Adjusting speed is important! Fast 
jabs can often do more damage in a 
shorter amount of time than slow, full
powered swings. Low power attacks can 
even keep going after you ' re out of 
stamina. Of course you don't evade the 
monsters attacks as well without 
stamina so keep an eye on your health . 

Rats are pretty easy to battle, but 
remember to aim low! Use quick attacks 
on them to keep them off balance and 
you should be able to kill them with just 
a few swipes. 

Wasps, on the other hand, demand 
that you aim high since they're always 
flying around. Wasps occasionally will 
cast some magic spells on you as their 
mode of attack; if your magic defense is 
low, watch out! 

One of the best things about these 
creatures, with the exception of the 
Shreths, is that occasionally they'll 
reward you with a souvenir of your 
encounter. A Drudge charm, a rat tail, or 
a wasp wing are all great finds for lower 
level players. There are collectors in 
most towns that will buy these from you 
for upwards of 50 pyreals! That's a heck 
of a lot better than just getting two or 
three pyreals and a loaf of bread from a 
dead Drudge. 

When fighting, start with the fastest 
punches and kicks possible, frequently 
removing small numbers of hit points. 
This strategy uses stamina as efficiently 
as possible. Every few rounds you 
should power up your attack until the 
bar reaches its maximum. This gives a 
boosted hand combat or kick attack, and 
is very effective. It works wonders 
against skeletons or other brittle crea
tures (who, as you may imagine, are 
susceptible to bludgeoning attacks). 

If the creature is prone to piercing 
attacks, use a Katar. If they take blunt 
damage easily, use a Cestus. For 
slashing, use a Nekode. They're sold 
throughout Dereth , but are heritage 
group specific, so you ' ll need to hunt 
around until you find the one(s) you 
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want. They' re always useful to have 
since they add 4 percent to your Melee 
Defense skill , which at lower levels is a 
pretty significant bonus! 

Adventurer 
Heal Thyself 
During these first few quests, most of 
your opponents won't have many 
thrown weapons or magical attacks, so 
you should be able to outrun them if 
your health starts dropping dangerously 
low. You'll see a lot of people in Dereth 
laying down in an effort to rega in health 
quicker. Laugh at them (emote: * laugh). 
Sitting down, by pressing the G key, 
regains your health just as quickly as 
laying down, and it doesn't take as long 
to get into combat mode if a creature 
suddenly appears in front of you ; not to 
mention the fact that you also won't look 
as silly as those lounging about. 

If you didn't pick healing during 
character generation, bump it up to 
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Trained as soon as you can, which will 
be level seven if you don't spend your 
training points before that. For the first 
few levels that you've got healing, use 
only crude healing kits; they cost a fifth 
or less of the other quality levels. You'll 
still have to run away from creatures to 
use them, and they'll take more time to 
heal you, but you'll be using the healing 
skill and increasing your proficiency in 
the process. 

A Few Final Thoughts 
Carry a piece of parchment or two with 
you at all times. Use one for listing 
portal locations in the world, and the 
other for dungeon entrances, or quest 
clues that you get. It's incredibly easy to 
forget what you need to do, or where 
you need to go if you log out for a day 
or two. 

By following the above tips, you 
should have no problem getting through 
the first couple of quests you embark 
upon. If you really want to start exploring 
the social aspect of the game (which is 

why you 're playing online, after 
all), then hang out in a nearby 
town or near the training dun
geon. Approach people and see if 
they're interested in going on a 
quest with you. Allying yourself 
casually, or in a fellowship, is a 
great way to experience Dereth, 
while minimizing your chances of 
getting overwhelmed in a dun
geon and killed. It's recommended 
that you avoid joining an alle
giance for your first few levels -
you need time to see what the 
benefits of different allegiances 
are, and which one suits your 
style. Most of all, you need the 
time to get familiar with your char
acter and Dereth. Happy hunting! 

ll!C& 



metimes that's a good thing. 

Everybody needs games. 

Even this guy. We"re talkin" 

cards. Board games Hey, 

even chat with opponents 

while you play. Actually, 

that might Ile a bad idea. 

www . yahoo.com 







LETTERS 

ow that everyone and their dog has access to E-mail , 

you no longer have any excuse for not writ ing! C'mon, 

you know how much we always like to hear from you. 

WE WANT TO HEAR FROM YOU! W rite to us at: PC Gamer Letters, Imagine Media, 150 North Hi ll Drive, 

Brisbane, CA 94005 or E-mail us at: peeceegee@aol.com or editor@pcga mer. com 

What's Up With Go-op? 
I buy and read your magazine mainly to 
get info on the multiplayer aspects of a 
game. I have LAN parties with family 
and friends a few times a year and for a 
game to make it to our parties it must 
have cooperative play. 

Your review in the December 1999 
issue of Homeworld left me wondering 
if the game had co-op or not. You wrote: 
"The basic multiplayer structure, how
ever, is a defend base/harvest/kill-every
one style of play". What does that tell 
me about co-op, CTF, or Team play? 
This is just one example of many vague 
multiplayer reviews. 

Please try and include all of the dif
ferent forms of multiplayer features in 
your future reviews. It would really help 
us out. 

- Stryc, via the Internet 

We always try and let our readers know when a 
game has more than the standard one-on-one or 
deathmatch form of mu/tip/ayer. Unfortunately, 
we don't have the space to tell you about all the 
things that aren't in the game, so if we don't 
mention a mu/tip/ayer option, you can be pretty 
sure it's not a part of the package. As for Home
world, there is no cooperative play mode. 

Mod Making 101 
After playing and thoroughly enjoying 
They Hunger, the Half-Life mod 
included on the February CD, I felt 
somewhat inspired to attempt to create 
my own. It may seem like a simple ques
tion with a not-so-simple answer, but 
perhaps you could clarify the process 
for me, many other readers, and ama
teur designers as well. Can you do a 
story about how to create a mod, and 
what tools and/or software are needed? 

- Adam Fisher, via the Internet 

We've been tossing this idea around for a while, 
Adam, but we aren't sure if it would appeal to a 
large enough group of our readership. If a feature 
on Mod design is something you'd like to see, 
drop us a note. We'll see if we can get Neil Manke 
to pass on some of his expertise to his many fans. 

Mahood to the Rescue 
In Andy Mahood' s review of MiG Alley, 
he reports that there's a feature that 
allows you to import your own nose art. 

PC GAMER March 2000 

He says, "Check the online manual for 
details .. . " Huh? No one I know can find 
details on this. If you can help out, I'd 
much appreciate it. 

-Kinglear71 , via the Internet 

Never fear, King Lear ... Andy-on-the-spot has the 
answer for you: 

1. Start a new campaign (this is the only 
place where you have full control over the 
planes and squadrons). 

2. Click on the "Squadrons" button at the 
top of the mission-planning screen when you get 
your first mission. This brings up a new dialog box. 

3. Click on the box with your name on it. 
This brings up a "Flight Details " box. 

4. Click on the "aircraft" tab. 
5. Click on any of the existing nose art selec

tions. This brings up the Paint Shop dialog box. 
6. Click on the Question mark(?) in the upper 

right corner to access the help file for this utility. 

www . OailyRadar . com 

Better Late than Never 
Before I start, I just want to say that 
your magazine is the greatest. The 
reviews help me weed out all the bad 
games so I don't buy them. Anyway, I 
just wanted to say something. I 
received the February issue of your fine 
publication, but I noticed something 
quiet odd . In your January 2000 issue, it 
says that the next issue will be all about 
upcoming online games. Obviously, 
when I looked at the February issue, it 
was mostly about Team Fortress 2. The 
February issue was also supposed to 
contain a "world exclusive on Ultima 
Online 2", and it did not. 

What gives? Where's this world 
exclusive? There is no mention of it any
where in the February or even in the 
upcoming March edition. Please clear 
this up for me, as I was hoping to find 
out more information of these upcom
ing games. Thanks. 

-Trevor Soule, via the Internet 

Sorry about that Trevor (and everyone else that 
was looking forward to this feature). Since we 
have to write that "Coming Next Issue" section 
pretty far in advance of the next issue, there are 
times when what we expect to happen just 
doesn 't. In this case, Origin wasn't ready to 
unveil Ultima Online 2 just yet, so we decided to 
hold off the entire feature until a later date. It 
looks like it will run in either the April or May 
issue at this point. ll!CG 



In our January 2000 issue, we ran a letter written by Christine Nice lamenting the fact 
that women are sometimes discouraged from entering the male-dominated world of 
gaming. We asked our female readership to write in and give us their thoughts on the 
subject - here's a sample of the responses we received. 

tern with Pitfall, Frogger, and Donkey Kong. Of 
course, whenever we could hit the arcade we 
did - Defender, Galaxian, and Centipede 
were my favorites and I could beat any boy 
who wanted to challenge me. My mother 
would even give it a go once in awhile and still 
does occasionally. 

Now as an adult, I hear acquaintances 
talk about getting this game or that game for 
their boys, but never for their girls. It does seem 
that society has deemed gaming as a "boys 
only" hobby. I get strange looks from male co
workers when I join in on their conversation 
a bout Diablo, Final Fantasy VII, Dungeon 
Keeper or Doom. The usual response is that I 
must be watching my husband play. Nope ... 
I've played 'em and finished 'em and played 'em 
again. Imagine their surprise when I gave them 
advice on how to get through a particular part 
of the game they couldn't figure out! 

We have two daughters, ages nine and 
seven, and we have never discouraged them 
from playing games. Our nine-year-old is quite 
interested in Final Fantasy VII and some of our 

' ' 
Lt. Colonel in the U.S. Army, 
never failed to return home 
from a trip without a new and 
exciting Atari game! 

My gaming hobby took 
off when I met my husband-lo
be. After meeting in 1991 at the 
tender ages of 14 and 16, we 
became passionately involved 
... in the pleasures of gaming. 
Our relationship has survived 
numerous stormy battles of 
Doom, Quake, Jedi Knight, 
Blood, and Unreal 
Tournament. 

The truth, as was so elo-

for a GI Joe, 
my mother 

bought me a 
Barbie . I solved 
that problem 

by playing 

•• 
.. : .... 

fun I could have with games, 
even though they would rarely 
let me play with them because I 
was "just a girl." Now, a bit 
more mature in life, I still find 
time for video games. 

Over the years, my gam
ing talent has been refined and 
I can stick it out with the best 
of gamers - including my self
prof e sse d-ma ste r-of-a II-g am es 
brother. Some people act sur-
prised when they find out about 
my love of video games. They 
think that it's odd for a girl to 

quently stated by Christine Nice in the January 
issue of PC Gamer, is - sometimes girls just like 
to kill things! 

play games with a bunch of 
guys and I think that this is sad. A lot of girls 
and women miss out on a good time and a fun 
hobby. I think that many women are afraid of 
the imagined social stigma that comes with 
enjoying video games. Hopefully, this can be 
corrected so both men and women can enjoy 
games equally. 

- Jody Madeira, via the Internet 

• • • • • 
Christine Nice's letter and your response ask-

www . pcgamer . com 

- Bethany, via the Internet 
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ABERDEEN CLAYMORE DS0G 
AMO ATHLON '" PROCESSOR 800MHz 

HIGH OCTANE GAMING 

• ASUS K7M Motherboard with AMD-751NIA 686A 
Chipset and 9D-15DMHz frontside System Bus 

• 2DOMHz Alpha '" EV6 Bus 
• 128KB Ll cache, 512KB L2 cache 
• Corsair 128MB SDRAM PClOO CAS-2 (768GB Max) 

Memory 
• Guillemot Hercules 3D Prophet DDR-DVI 4X AGP with 

NVIDIA GeForce256 GPU and 32MB SDRAM 
• IBM Deskstar 27GXP 27.3GB 7200rpm 9ms Ultra 

ATA/66 Hard Drive with 2048KB Buffer 
• Optiquest 095 19• (18") .26mm 160D@76Hz Monitor 
• Toshiba BX DVD-ROM / 40X CD-ROM Drive 
• Creative Sound Blaster live! X-Gamer PCI Sound Card 
• Creative PC Works FourPointSurround FPS20DO 5-Piece 

Digital Shielded Speaker System 
• LS-120 120MB / 1.44MB floppy Disk Drive 
• Smartlink 56K V.90 PCI Voice Faxmodem 
• Smartlink 10/lOD PCI Ethernet Network Card 
• Addtronics 6890A 300W Middle Tower, 8 Drive Bays 

1 External 3.5' (1 Used) / 2 Internal 3.s• (1 Used) 
4 External 5.25" (1 Used) / l Internal 5.25" 

• Logitech WingMan Extreme Digital Joystick 
• logitech MouseMan USB Wheel Mouse 
• Logitech Internet Keyboard 
• MS Windows• 98 Preinstalled, CD-ROM Included 

s2995 
ABERDEEN INVERNESS D43 

AMO K6*-III PROCESSOR 450MHz 
VALUE GAMING 

• EPoX EP-MVP3GS Motherboard with VIA Apollo MVP3 
Chipset and 100MHz frontside System Bus 

• 1048KB Pipelined Burst L2 cache 
• 128MB PCIOO SDRAM Memory (384KB Max) 
• Guillemot Maxi Gamer Xentor31 4X AGP with NVIDIA 

RIVA TNT1 Ultra and 31MB SDRAM 
• IBM Deskstar 13GXP 13.5GB 7200rpm 9ms Ultra 

ATA/66 Hard Drive with 2D48KB Buffer 
• Dptiquest V75 17' (16") .16mm l600@76Hz Monitor 
• Acer CD-650P SOX Max Variable CD-ROM 
• Aureal Vortex2 SuperQuad Digital PCI 310-Voice 

Wavetable A3D 1.0 Sound Card with Aureal AU8830 
• Midiland Mli-480 3-Piece Shielded Speaker System 

with 2x6W Satellites and lxlBW Wooden Subwoofer 
• Teac 3½" 1.44MB Floppy Disk Drive 
• Smartlink 56K V.90 PCI Voice faxmodem 
• Super Mini Tower 15DW ATX 7 Drive Bays 

1 External 3.5" (1 Used) / 2 Internal 3.s· (1 Used) 
3 External 5.25" (1 Used) 

• logitech First Mouse+ w/scroll wheel 
• logitech Internet Keyboard 
• MS Windows 98 Preinstalled, CD-ROM Included 

• ASUS K7M Motherboard with AMD-751NIA 686A 
Chipset and 9D-150MHz Frontside System Bus 

• 2DOMHz Alpha '" EV6 Bus 
• 128KB ll cache. 512KB L2 cache 
• 128MB PClOO SDRAM Memory (768GB Max) 
• Guillemot Hercules 3D Prophet DDR-DVI 4X AGP with 

NVIDIA Geforce256 GPU and 32MB SDRAM 
• IBM Deskstar 2DGXP 20.5GB 7200rpm 9ms Ultra 

ATA/66 Hard Drive with 2048KB Buffer 
• Optiquest 095 19' (18") .16mm 1600@76Hz Monitor 
• Toshiba 8X DVD-ROM /40X CD-ROM Drive 
• Creative Sound Blaster live' X-Gamer PCI Sound Card 
• Creative PC Works FourPointSurround fPS1000 5-Piece 

Digital Shielded Speaker System 
• LS-11D 110MB / 1.44MB Floppy Disk Drive 
• Smartlink 56K V.90 PCI Voice faxmodem 
• Smartlink 10/100 PCI Ethernet Network Card 
• Addtronics 3890A 300W Middle Tower, 7 Drive Bays 

1 External 3.5" (1 Used) / 1 Internal 3.5" (1 Used) 
3 External 5.15" (1 Used) 

• Logitech WingMan Extreme Digital Joystick 
• Logitech first Mouse+w/scroll wheel 
• logitech Internet Keyboard 
• MS Windows 98 Preinstalled. CO-ROM Included 

• EPoX EP-MVP3G2 Motherboard with VIA Apollo MVP3 
Chipset and 100MHz frontside System Bus 

• 1014KB Pipelined Burst L1 cache 
• 118MB PC!OO SDRAM Memory (384KB Max) 
• Guillemot Maxi Gamer Cougar 4X AGP with NVIDIA RIVA 

TNT1 M64 and 31MB SDRAM 
• IBM Deskstar 9GXP 9.1GB 7200rpm 9ms Ultra ATA/66 

Hard Drive with 1048KB Buffer 
• Tatung C)BZR-15 17' 05.9') .25mm 1600@77Hz 

Monitor 
• Acer CD-650P SOX Max Variable CD-ROM 
• Creative Labs Vibra 118 PCI Sound Card 
• Midiland forzando II 2-Piece Shielded Speaker System 

with 14W/ch PMPOJSOW 
• Teac 3½" 1.44MB floppy Disk Drive 
• Smartlink 56K V.90 PCI Voice faxmodem 
• Super Mini Tower 250W ATX 7 Drive Bays 

2 External 3.5• (I Used) /2 Internal 3.s• (I Used) 
3 External 5.25' (1 Used) 

• Logitech first Mouse + w/scroll wheel 
• Logitech Internet Keyboard 
• MS Windows 98 Preinstalled, CD-ROM Included 

ABERDEEN CLAYMORE 055G 
AMD ATHLON,. PROCESSOR 550MHz 

MEAN GAMING 
• f lC SDll Motherboard with AMD-751NIA 686A 

Chipset and 50-133MHz Frontside System Bus 
• 100MHz Alpha '" EV6 Bus 
• 118KB Ll cache. 511KB L2 cache 
• 118MB PC!OO SORAM Memory (768GB Max) 
• Guillemot Maxi Gamer Xentor31 4X AGP with NVIDIA 

RIVA TNT2 Ultra and 32MB SDRAM 
• IBM Deskstar 13GXP 13.6GB 7200rpm 9ms Ultra 

ATA/66 Hard Drive with 2048KB Buffer 
• Optiquest 095 19• (18") .26mm 1600@76Hz Monitor 
• Toshiba BX DVD-ROM /40X CD-ROM Drive 
• Aureal Vortex2 SuperQuad Digital PCI 320-Voice 

Wavetable A3D 1.0 Sound Card with Aureal AU8830 
• Creative PC Works FourPointSurround 5-Piece Shielded 

Speaker System 
• Teac 3½" 1.44MB f loppy Disk Drive 
• Smartlink 56K V.90 PCI Voice faxmodem 
• Smartlink 10/100 PCI Ethernet Network Card 
• Addtronics 3890A 300W Middle Tower, 7 Drive Bays 

1 External 3.5' (1 Used) / 1 Internal 3.5' (1 Used) 
3 External 5.25" (1 Used) 

• Logitech f irst Mouse+ w/scroll wheel 
• Logitech Internet Keyboard 
• MS Windows 98 Preinstalled. CO-ROM Included 

ABERDEEN INVERNESS 023 
AMD Kr-2 PROCESSOR 450MHz 

INTERNET EXPLORER 
• EPoX EP-MVP4 Motherboard with VIA Apollo MVP4 

Chipset and lDDMHz frontside System Bus 
• 511KB Pipelined Burst L2 cache 
• 64MB PClOO SDRAM Memory (768KB Max) 
• Integrated MVP4 1D/3D Graphics 
• IBM Deskstar 9GXP 9.1GB 7200rpm 9ms Ultra ATA/66 

Hard Drive with 2048KB Buffer 
• Tatung CSBZR 15• (13.7) .28mm 1280@60Hz Monitor 
• Acer CD-650P SOX Max Variable CD-ROM 
• Integrated MVP4 AC97 Audio 
• Mli-168 21.5W Shielded Speaker System 
• Teac 3½' 1.44MB Floppy Disk Drive 
• Smartlink 56K V.90 PCI Voice Faxmodem 
• Super Mini Tower, 7 Drive Bays 

2 External 3.5' (1 Used) / 2 Internal 3.5' (1 Used) 
3 External 5.25" (I Used) 

• 7 Expansion Slots, 5 PCI Slots (2 Used) / 2 ISA Slots 
(0 Used) / l AGP (Used) Slot 

• logitech first Mouse+w/scroll wheel 
• Acer 104-key Keyboard 
• MS Windows 98 Preinstalled. CD-ROM Included 

Go to www.pcgamer.com/request Product #825 

Abit BE6-II MB6508 ................................. $155.99 
Abit BF6 MB6507 .................... $125.99 
Abit BM6 Socket 370 MB6504 ...... $116.99 
Ablt BP6 Dual Socket 370 M86506 ......... $150.99 
Ablt BX6 (Revision 2) M86502 .... $145.99 
Ablt VA6 MB6509 ...................................... $93.99 
Asus K7M Alhlon M87701 .................... ... $193.99 
Asus PC3 2000 Intel 820 ........ $Call 
Asus ?3B-1394 M86721 .......................... $211.99 
Asus P3B-F MB6720 ............................... $152.99 
EPoX EP-K7VA Athlon .. . ........... $Call 
EPoX EP-3VBA2 Socket 370 MB6854 ...... $124.99 
EPoX EP-MVP3G5 M85405 ...................... $122.99 
FIC SD11 Alhlon MB7401 ........................ $145.99 
FIC KX11 M86411 .................................... $1D4.99 
GVC QS750 Athlon MB7601... .. ... $149.99 
Intel CC820 Intel 820 MB6919 ................. $166.99 
Intel OR840 Intel 840 MB6921 ....... $Call 
Intel L440GX+ MB6917 .............. $549.99 
MSI MS-6167 Athlon MB7201 ................. $189.99 
Shuttle AV61 MB6308 .................... $83.99 
Super P6SBA MB6120 .... $107.99 
Super P6SBU MB6121 ............................. $335.99 
Super DME Intel 840 MB6151 ................. $335.99 
Super SCD Intel 820 MB6146 .................. $157.99 
Super SEO Intel 810E MB6144 ................ $133.99 
Tyan S1854 Trinity 400 MB6018 ....... $127.99 
Tyan S2232 Thunder 2000 Intel 840 MB6018$Call 



REOUEST-0-MATIC Follow these lour easy steps to get all the 
product information you desire! 

Go to: http://www.pcgamer.com/request. 
Go to and click on Request-0-Matic - your 

online reader service. 

A 
COMPANY PRODUCT 

2AM Chain of Command 

Aberdeen 

Action Software, Inc. Marketplace 

Activision Star Trek Armada 

Activision Soldier of Fortune 

Activision Vamoire 

Affiliations, Inc. Yahoo 

AlienWare PC Svstems Svstems 

American Inst 

for Comouter Science Recruitment 

Art Institutes 

International (EMC) Recruitment 

ATI Technologies. Inc. Rage Fury Pro/ 

Raqe-Fury Maxx 

Aureal, Inc. Vortex 2 

Compact Media Marketplace 

Creative Labs Feel The Rush 

Crucial Technoloqy Memory Upqrades 

0-Link Systems Networkinq Kit 

Dell Computer Coro. Systems 

Earthlink Network Earthlink Network 

Eidos Interactive Deus Ex 

Eidos Interactive Thief 2 

Eidos Interactive Daikatana 

Eidos Interactive Brandinq 

Eidos Interactive Advertoria I 

Electronic Arts Need For Soeed 

Electronic Arts The Sims 

Electronic Arts FN18 

Electronic Arts Nox 

Electronic Arts Firestorm: 

Tiberian Sun Mission 

Electronics Boutique Electronics Boutique 

Gasqorf Software Marketplace 

GT Interactive Unreal Tournament 

GT Interactive lmoerium Galactica II 

Hasbro/M icroprose Gunship I 

Hasbro/M icroprose Majesty 

Havas Interactive Diablo 2 

Havas Interactive Pharaoh 

Havas Interactive Nascar Racing 3 

D 

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. 

V E R T I s E R I N D 
PAG E# INFO # CO MPANY 

148 -- Havas Interactive 

182 825 Havas Interactive 

180 009 Havas Interactive 

IFC 021 Havas Interactive 

78-79 018 Hypernix (Gooey.com) 

26-27 015 lmaqine Media 

175 -- Interplay Productions, Inc. 

135 091 Interplay Productions, Inc. 

lnterolay Productions, Inc. 

181 915 Interplay Productions, Inc. 

lnterolav Productions. Inc. 

181 031 Interplay Productions. Inc. 

Kliosch 

63 013 LucasArts 

48 030 Microsoft 

180 440 Microsoft 

OBC 108 Microsoft 

138 -- Midniqht Multimedia 

131 910 Mind Sprinq 

IBC -- Mindscaoe - SSI 

25 179 pcqr.com 

88-89 198 Phantaaram Ltd. 

14-15 807 Psyqnosis 

108-109 808 Razer 

73 194 Red Storm Entertainment 

124-127 -- Red Storm Entertainment 

18-19 -- Red Storm Entertainment 

36-37 -- S3 Inc. 

74-75 -- Seqasoft 

114-115 046 Software Buyline.com 

Squaresoft 

64-65 048 TalonSoft 

80 188 TalonSoft 

181 933 The 300 Company 

92-93 372 The 300 Company 

4-5 122 The 300 Comoanv 

21 282 The 300 Company 

34 280 University of 

28-29 096 Advancing Computer 

102-103 742 Technoloqy 

100-101 313 Yamaha Corp 

Imagine Media, Inc. is not responsible for typographical errors found in the Adverti ser Index and/or Request-0-Matic web page. 

www. pcgam e r.co m 

Follow the format to receive all the info you 
desire. You will also be able to access the ven
dors' web sites from Request-0-Matic. 

E X 
PRODUCT PAGE # INFO # 

Ground Control 6-7 099 

SWAT3 96-97 815 

Gabriel Kniqht 3 98-99 083 

Half Life 136-137 315 

www.aooey_com 51 670 

Daily Radar 176-177 --

Evolva 44 340 

Messiah 76-77 332 

lcewind Dale 12-13 270 

MDK2 116-117 335 

Star Trek: Klinaon Academv 152-153 334 

Balder's Gate 2 66-67 345 

ProMedia speakers 133 256 

Force Commander 58-59 444 

Starlancer 40-41 --

Sidewinder Force Feedback 142-143 --

Sidewinder Dual Strike 144-145 --

Marketplace 180 487 

Mind Sprinq --

Earth 2150 170-171 180 

www.pcqr.com 119 --

Kinadom Under Fire 164-165 275 

Metal Fatique 162-163 615 

Boomslanq Mouse 156-157 816 

Shadow Watch 31 --

Shadow Watch 33 --

Shadow Watch 35 300 

Diamond 57 729 

10six 52-53 747 

GameFever.com 112 --

Final Fantasy 8 151 --

Code Name Eagle 161 907 

TZAR 32 905 

Army Men-Air Tactics 22 787 

Army Men-World War 121 --

Hiah Heat 2001 42-43 786 

Army Men-World War 123 795 

Recruitment 181 880 

Speakers 128 922 



BACl<SPACE 
He's the frustratingly young design genius behind Homeworld, PC Gamer's 

Game of the Year! He's tall! He's fun at parties! And wouldn't you know it, he's 
Canadian! Ladies and genns, gather round and ask what you will ot.. 

How the devil are you? 
Everything's fine, situation normal. How are 
you? Just a slight weapons malfunction. 
Negative, negative we've got a reactor leak here. 
Large leak, very dangerous. Er ... 

What was the first game you ever played? 
Pong, but the first one I really fell in love with was 
the original Legend of Zelda for the 8-bit NES. 

How did you get into the games industry? 
Working at Distinctive Software here in 
Vancouver when I was about 16. I was lucky 
enough to meet some great people that have 
helped me a great deal getting started and 
learn ing what great games are all about. 

What are you like when you're drunk? 
I'm like Gary Whitta, but drier. Plus, I shy away 
from snorting unknown liquids up my nose. 

If there was one thing about the games business 
that you could smite with one mighty blow? 
I'm inclined to say John Romero's hair, but that 
would just piss him off, so instead I'll say "scrod." 
Those slippery little bastards are bad news. 

What's your favorite Hostess product? 
Ding Dongs. I don't know what it is about 'em, 
but if I ever decide to grow huge sideburns, 
move to Memphis and sequester myself in the 
bathroom in a sequined robe, I'm going to want 
a lifetime supply of Ding Dongs. 

What's the worst game you've 
ever been involved in making? 
I think the game that disap
pointed me the most was The 
Divide: Enemies Within. It 
had a cool design, and a 
strong team, but for some 
reason, the parts didn't gel 
and a lot of great individual 
work came together into a 

"If I ever decide to move to 

What are you most likely to 
complain about in a hotel? 
Nothing pisses me off more 
than to arrive in my room 
and find a luggage cart in my 
bed. I hate that. 

Memphis and sequester 
myself in the bathroom, I'm 

going to want a lifetime 
supply of Ding Dongs. " 

Violence in gaming: legitimate 
concern or media hysteria? 
Media hysteria, no question. 
It's time to take a look closer lackluster end 

product. A real 
shame. 

What"s the best 
game you've 
played 
recently? 
Without ques
tion, Half-Life 
Opposing 
Force. I just 
can't get 
enough of 
the H alf-Life 
universe. I'm 
also having a 
blast with Unreal Tournament. 

And the worst? 
Pong 3D. I'm sorry. I hate myself for slagging 
this product, but for God's sake, talk about cash
ing in on a title. There was so much they could 
have done with that license. 

What's the greatest moment in the history of gaming? 
For me, it was shipping Homeworld, but objec
tively I think the greatest moment was the first 
time anyone saw Wolfenstein 3D. That title for
ever changed the way we looked at PC gaming. 
We realized that there was an infinite world of 
possibilities as long as we were prepared to 
accept that everything was possible. 

Have you ever been arrested? 
No, but the manhunt continues. 

to home before we condemn 
violence in games. 

Pick five words to describe yourselt 
Buddha said, "What isn 't enlightenment?". 

What do you have in your pockets right now? 
Keys, my wallet. Oh, and the design overview 
for our two new titles. 

What's your most unpleasant characteristic? 
My tendency to emotionally over-react to people 
who don't agree with me. I'm working on it. 

What music do you want played at your funeral? 
New Orleans Jazz. They have the best funerals 
in New Orleans . 

Online gaming: over-rated fad or inevitable future? 
Both. The urge to play in a community setting is a 
more powerful impulse than the urge to play 
alone. I'm just dreading all the mistakes I'm going 
to make while learning how to make online games. 

What game do you wish somebody would make? 
I really, really, really, want to see a sequel to the 
brilliant Commodore 64 game Neuromancer by 
William Gibson. One of the best games ever. 

Where are you off to now? 
Lunch. Then some shopping. Then I'm going to 
go home and play Unreal Tournament 'till my 
eyes cross and I pass out drooling on my key
board. Ah, the non-stop excitement that is the 
life of a game designer. 
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Congratulations. You just left Bob and his computer back there about half a mile, standing in a cloud of 

your dust. Meanwhile you ' re cruising at Mach II thanks ta the new motherboard . Combined with 

RDRAM, it offers up to a 116% increased memory performance ga in over earlier systems~' The result -
WHOA! Start it up and you ' ll find that everything is faster, smoother, more reali stic and more intense. 
Technology at warp speed . It's one more benefit o f the Dell4me5M tota l ownership experience. A 
complete resource for products and services that make it easy for you to get the most out of technology. 

o_E_L_L_4_m_ e_~ .. I. vou, THouGHTs ,xAcn v. 

NEW DELL• DIMENSION"" XPS B733r Desktop 
The Need-for-Speed Solution 
■ Intel" Pentium• Ill Processor at 733MHz ■ 128MB RDRAM 
■ 27.3GB' Ultra ATA Hard Drive ■ 19" (18.0" vis, .26dp) M990 Monitor 
■ NEW32MB NVIDIA geFORCE 4X AGP Graphics Card 
■ SX Max Variable DVD-ROM Drive and Decoder Card with TV Out with FREE DVD Movie Offer" 
■ SB Live! Value Digital with MusicMatch0 Jukebox Enhanced• 
■ NEW Altec Lansing THX Certified ADA885 Dolby Digital Speakers with Subwoofer 
■ V.90 56K Capable" PCI Telephony Modem for Windows 
■ NEW Microsoft• Works Suite 2000 with Money 2000 Basic 
• Microsoft• Windows• 98, Second Edition 
■ QuietKey• Keyboard ■ Logitech MouseMan• Wheel 
• 3-Year Limited Warranty2 ■ 1-Year At-home Service3 

$ 2 9 9 9 .hJ_ As low as S82/Mo .• for 48 Mos.» 
"-:l E•VALUE CODE: 89621-500229b 

Dell Recommended Upgrades: 
■ 1-Year Dellnet5"' Internet Access" with 20MB of Online Backup", add $100 
■ 34.2GB' Ultra ATA Hard Drive, add $170 
■ Microsoft• Natural Keyboard Pro, Dell" Edition, add $59 

I • 8 0 0. 7 2 3 .16 3 5 MON-SUN: 7A-IIP CT 

BE DIRECT™ 

---~ 
www.dell4me.com 

"Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. APR FOR QUALIFIED CUSTOMERS 
VARIES BY CREDITWORTHINESS OF CUSTOMER AS DETERMINED BY DELL FINANCIAL SERVICES LP. PAYMENTS 
EXCLUDE TAXES AND SHIPPING CHARGES THAT VARY. Taxes & shipping charges due with 1st payment unless included 
in the amount financed, in which case your monthly payment will be higher. Purchase Plan from Dell Financial Services 
LP., 14050 Summit Dr., Austin, TX 78728, to U.S. state residents (including D.C.) with approved credit, excluding AR and MN 
residents. Availabil ity may be limited or offer may vary in other states. 



NEW DELL" DIMENSION" XPS T650r Desktop 

High Performance, Great Va lue 
• Intel• Pentium• Il l Processor at 650MHz 
■ 128MB $DRAM at 100MHz ■ 20.4GB' Ultra ATA Hard Drive 
• 17' (16.0" vis, .26dp) M780 Monitor 

• 32MB NVIDIA TNT2 "Ultra " AG P Graphics • 48X Max Variable CD-ROM Drive 
• Turtle Beach Montego• II A3D'" 320V Sound Card 

with MusicMatch• Jukebox Standard" 
• Altec Lansing ACS-340 Speakers with Subwoofer 
• V.90 56K Capable" PCI Telephony Modem for Windows 
■ 1-Yea r Dellnet5"' Internet Access" with 20MB of On line Backup 1

~ 

$1999 As low as $55/Mo., for 48 Mos.» 
E•VALUE CODE: 89622-500219x 

Dell Recommended Upgrades: 

• NEW SB Live l Value Digita l w ith MusicMatch• Jukebox Enhanced". add $59 
■ NEW Altec Lansing THX Certified ADA885 Dolby Digital Speakers with Subwoofer, add $188 

DELL4meSM I The Dell4me"" total ownership experience; 

a complete resource for products and 

services that make it easy for you to get 

the most out of technology. 

SOFTWARE: Dell• otters a variety of software multipacks designed for work, education or play. 

• HASBRO• Interactive GamePack", $79 • Quicken• 2000 PowerPac~ $89 • Choose from one of four 
Education Packs", $79 

PRINTERS: Dell simplifies your life and ensures compatibility by pre-installing drivers for select 
prlnters 35 on your new Dell PC. Just turn it on, attach the printer cable, it just takes seconds. 
• HP 895 Printer, $299 • Other brands and models available, starting at $149 

CAMERAS AND SCANNERS: Dell otters you the tools you need to take pictures and 
archive images on your hard drive instead of in a shoebox. Send pictures and video to friends and 

family v ia e-mail. • Epson 610u Scanner, $149 ■ Intel• PC Camera ProPack, $129 • Fuji MX1200, $299 

SERVICE AND SUPPORT: Dell otters you the help you need when you need it, via phone or 

online. • 24x7 phone and online tech support • Dimension Premier 3-Yea r At-Home Service', add $99 

■ lnspiron 3-Year On-Site Service', add $99 • Support.dell.com for innovative on line support tools 

INTERNET ACCESS AND SERVICES , Dell offers you access to the Internet as well as 

online services and resources designed to help you make the most of your PC • Dell nets" Internet 
access" with 20MB of Onl ine Backup" • Simple drag and drop website creation tool with 12MB 

of homepage storage space ■ Over $350 worth of special offers for Dell customers with popular 
online retai lers 

PAYMENT SOLUTIONS: Dell offers several payment options designed to fit a wide range 
of customer needs. ■ Dell Platinum Visa• Card • Dell Purchase Plan" • Dell E-Check (automatic 
checking withdrawal) 

Dimension• Desktop Systems include: 

• Keyboard • Mouse • 3.5" Floppy Drive 
• NEW Microsoft" Works Suite 2000 with Money 2000 Basic 
■ Microsoft• Windows• 98, Second Edition 
• Norton AntiVirus™ 2000 (COi 
■ 3-Year Limited Warranty2 ■ 1-Vear At-home Service' 

NEW DELL• DIMENSION"' XPS B733r Desktop 

Cutting Edge Technology 
• Intel• Pentium• Ill Processor at 733MHz 
■ 128MB RDRAM ■ 27.3GB' Ultra ATA Hard Drive 

• 17' (16.0" vis, .26dpl M780 Monitor 
■ NEW32MB NVIDIA geFORCE 4X AGP Graphics Card 
■ BX Max Variable DVD-ROM Drive with FREE DVD Movie Offer" 
• SB Live! Value Dig ital with MusicMatch0 Jukebox Enhanced" 
• Harman Kardon HK-595 Surround Sound Speakers 

with Subwoofer 

■ V.90 56K Capable" PCI Telephony Modem for Windows 
• 1-Year Dellnet'" Internet Access" with 20MB of Online Backup" 

$ 2 -r,9 9 -_ As low as $76/Mo., for 48 Mos.• 
/ 3":: E•VALUE CODE: 89622-500227h 

Dell Recommended Upgrades: 
• 19' 117.9" v is, .24 - .25AGI P991 FD Trinitron• Monitor, add $207 

• 8X Max Variable DVD-ROM Drive and Decoder Card with 
TV Out with FREE DVD Movie Offer", add $59 

DELL• DIMENSION• XPS T550 Desktop 

High Performance, Great Value 
• Intel• Pentium• Ill Processor at 550MHz 

■ 128MB SDRAM at 100MHz ■ 10GB' Ult ra ATA Hard Drive 
• NEW 17' 116.0" vis, .28dpl E770 Mon itor 
■ NEW16MB ATI RAGE 128 Pro 
■ 48X Max Variable CD-ROM Drive 
• Turtle Beach Montego• II A30" 320V Sound Card 

with MusicMatch• Jukebox Standard" 

• Altec Lansing ACS-340 Speakers with Subwoofer 
• V.90 56K Capable" PCI Telephony Modem for Windows 

$14 9 9 .hs As low as $41/Mo., for 48 Mos.• 
-_ E•VALUE CODE: 89622-500214 

Dell Recommended Upgrades: 

• Microsoft" Natural Keyboard Pro, Dell• Edition, add $59 
• 1-Year Dellnet"' Internet Access" with 20MB 

of Onli ne Backup", add $100 

DELL• DIMENSION"' L433cx Desktop 
Affordable Desktop Solution 
• Intel• Celeron " Processor at 433MHz 
■ 64MB SDRAM at 100MHz ■ 4.3GB' Ultra ATA Hard Drive 
• NEW15' (13.8" vis! E550 Monitor • Intel• 30 AGP Graphics 
■ 40X Max Var iable CD-ROM Drive 

• SoundBlaster 64V PCI Sound Card 
with MusicMatch• Jukebox Standard" 

• harman/kardon Speakers 

• V.90 56K Capable" PCI DataFax Modem for Windows 

$ 8 9 9 -._ As low as $25/Mo., for 48 Mos.• 
,...., E•VALUE CODE: 89622-500208 

Dell Recommended Upgrades: 

• 10GB' Ultra ATA Hard Drive, add $68 
• NEW 17" (16.0' viewa ble, .28dp) E770 Monitor, add $68 

I ■ 8 0 0 ■ 72 3 ■ 16 3 5 M O N -SUN: 7A- IIP CT 

150 hours. Remote subscribers subject to additional charge of $4.95 for each hour of Dellnet service. Excludes applicable taxes and local/long distance 
telephone access fees or charges. Additional Sl.00/hour surcharge for Dellnet service in HI and AK. "Online backup services are provided by a third 
party, and such services are provided subject to terms and conditions between such third party and the customer. Limited to 20MB of online storage; 
additional storage space available at additional charge. Dell disclaims any responsibility for lost customer data. • software, packaging and documentation 
differ from retail versions. " For select Hewlett Packard printers. " Limited time offer. Includes one Ill DVD title !max. $20.00 value, including tax 
and shipping! with purchase of a new Dell system with a DVD-ROM drive. See details at www.de114me.com/eoffers. Offer must be redeemed over the 
Internet within 60 days from invoice. Limit one per customer. " Includes one Ill upgrade and online technical support from MusicMatch. "To achieve 
75GB Max. hard drive capacity on the lnspiron 7500, you must purchase a 25GB internal primary hard drive and the 25GB HDD option for both the 2nd 
and 3rd hard drive bays. Note that the lnspiron 7500 notebook must be used on AC power when utilizing the 75GB Max. hard drive configuration. 
" Based on Intel AG P 4X Graphics Test and Platform Bandwidth Test. "The processor may be reduced to a lower operating speed when operating on 
battery power. Intel, the Intel Inside logo, and Pentium are registered trademarks, and Celeron and SpeedStep are trademarks of Intel Corporation. 
MS, Microsoft, lntelliMouse and Windows are registered trademarks of Microsoft Corporation. 3Com is a registered trademark of 3Com Corporation. 
HP and DeskJet are reg istered trademarks of Hewlett Pa ckard Corporation. Trinitron is a reg istered trademark of Sony Corporation . 
© 2000 Dell Computer Corporation. Al l rights reserved. 
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BR INGING GREAT 

NEW D ELL• INSP/RON 'M 5000 Notebook 

Performance and Mobility 

■ Intel• Pentium• Ill Processor at 500MHz 
■ 15" SXGA+ Active Matrix Display 

■ 64MB 100MHz SDRAM 
■ 6.0GB' Ultra ATA Hard Drive 
■ Modular 24X Max Variable CD-ROM 

■ 2X AGP 8MB ATI RAGE Mobility™-P 3D Video 
■ Internal PCI 56K Capable" V.90 Fax Modem 

■ NEW Microsoft• Works Suite 2000 with Money 2000 Standard 

$ 279 9 ...z As low as $76/Mo .. for 48 Mos." 
:= E•VALUE CODE: 89622-800227h 

Dell Recommended Upgrades: 

• HASBRO• Interactive Game Pack" , add $79 
■ Intel• PC Camera Pack" , add $79 

NEW DELL• INS Pl RON ™ 5000 Notebook 
Performance and Mobility 
• Intel• Celeron'" Processor at 466MHz 
■ 14. 1 • XGA Active Matrix Display 
■ 64MB SDRAM 
■ 6.0GB' Ultra ATA Hard Drive 
■ Modular 24X Max Variable CD-ROM 
■ Internal PCI 56K Capable" V.90 Fax Modem 
■ NEW Microsoft• Office 2000 Small Business plus Encarta 2000 

$2199 As low as $63/Mo., for 48 Mos.» 
E•VALUE CODE: 89622-800221h 

Dell Recommended Upgrades: 
■ Quicken• 2000 PowerPack" , add $89 

■ Home Reference 4-Pack" , add $79 

VALUES 
lnspiron TM Notebooks include: 
■ Microsott- Window s• 98, Second Edit ion 
■ Norton AntiVirus"" 2000 (CD) 
■ Lithium Ion Battery 
■ NEW i-Learn My Dell• PC 

■ 3-Year Limited Warranty2 

DELL• IN SP/RON™ 7500 Notebook 
Mobile Desktop 

■ NEW Intel" Pentium• Ill Processor at 650MHz 

with Intel" SpeedStep™ Technology" 
■ 15.4" SXGA TFT Active Matrix Display 
■ 96MB 100MHz SDRAM 

■ 6.0GB' Ultra ATA Hard Drive (75GB Max" ) 

HOME. 

■ Removable Combo 32X Max Variable CD-ROM and Floppy Drive 

■ 2X AGP 8MB AT! RAGE Mobility'"-P 3D Video 
■ Internal PCI 56K Capable" V.90 Fax Modem 

• NEW Microsoft• Works Suite 2000 with Money 2000 Standard 

$ 35 9 9 J,;J As low as $98/Mo., for 48 Mos." 
"""1 E•VALUE CODE: 89622-800235 

Dell Recommended Upgrades: 

■ lnspiron '" 7500 Advanced Port Replicator (Includes 10/100 NIC Card), add $259 

• NEW Accessories Bundle (harman/kardon Speakers, 
Intel• PC Camera Pack", Headphones, Microphone), add $99 

DELL• INS Pl RON ™ 3100 Notebook 

Design and Affordability 
■ Intel" Celeron '" Processor at 433MHz 

■ NEW 12. 1" SVGA Active Matrix Display 
■ 32MB $DRAM 
■ 4.8GB' Ultra ATA Hard Drive 

■ Modular 24X Max Variable CD-ROM 
■ 2X AGP 8MB ATI RAGE Mobility™-M1 3D Video 

■ NEW Microsoft• Works Suite 2000 with Money 2000 Standard 

$1699 As low as $46/Mo., for 48 Mos.» 
E•VALUE CODE: 89622-800216 

Dell Recommended Upgrades: 
■ Traveler's Bundle (Nylon Carrying Case, Targus Defcon 

Notebook Alarm, APC Notebook Surge Protector), add $99 

■ Second 53WHr Lithium Ion Battery with ExpressCharge'" Technology, add $99 

USE THE POWER OF T HE E·VALU E,. CODE , 

Match our latest technology with our latest 
prices and learn about current discounts 
and promotions at www . del14me . com 

"Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. APR FOR QUALIFIED CUSTOMERS VARIES 
BY CREDITWORTHINESS OF CUSTOMER AS DETERMINED BY DELL FINANCIAL SERVICES L.P. PAYMENTS EXCLUDE TAXES 
AND SHIPPING CHARGES THAT VARY. Taxes & shipping charges due with 1st payment unless included in the amount 
financed, in which case your monthly payment will be higher. Purchase Plan from Dell Financial Services LP., 14050 Summit Dr., 
Austin, TX 78728, to U.S. state residents (including D.C.) with approved credit, excluding AR and MN residents. Availability 
may be limited or offer may vary in other states. 
Prices, specifications and availability may change without notice. U.S. only. 'For a copy of Guarantees or Limited Warranties, write Dell USA L.P., Attn: Warranties, 
One Dell Way, Round Rock, TX 78682. 'At-home or on-site service provided via contract between customer and third-party, ava ilability varies. Technician dispatched, 
if necessary, following phone-based troubleshooting. Other conditions apply. 'For hard drives, GB means 1 billion bytes; accessible capacity varies with operating 
environment. "Download speeds limited to 53Kbps. Upload speeds are less (in about the 30Kbps range) and by modem manufacturer and online conditions. Analog 
phone line and compatible server required. " Includes 150 hours Internet access per month, with S1.50 per hour charge for each hour (or fraction thereof) over 
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