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Level 10 is a retail chain that
specializes in console games.
We stock the largest selection
of local and imported console
games and accessories in the
country, with specially trained
staff members to assist our
customers.
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Our customers are also welcome to
place a pre-order at our branches for

any specific game/games that they VINT
would like us to import or that we do X

= ™y - ™
not have in stock. AMIE BOY y
If you have any queries please contact your nearest branch: ,
Westgate Shop 111c - Roodepoort Boulders Shop 53b - Midrand The

- All other gaming related products, older

- Manga (anime) videos, posters and scrolls f

W we specialise in the following:

- Sega Dreamcast

- Sony Playstation

- Nintendo 64

- Game Boy - Original, Pocket and Color

Game Boys

systems, hardware, accessories etc.
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Level 10 also provides a
countrywide Mail order service and
can be contacted on the following
number (011) 402-4306/7.
Wholesalers are also welcome.

Tel: (011) 768-0968

Lakeside Mall Shop L5 - Benoni

Tel : (011) 427-1949

Savannah Centre Shop G19 - Pietersburg
Tel: (015) 296-0175

All import and Dreameast items are stocked in our Westgate, Glen and Boulders branches, ©

!The Glen Shop M19 - Glenvista
Tel: (011) 805-0508 Tel: Tel: (011) 435 p3784

Safeways Crescent Shop E-2 - Witbank Rivenk 'Riverside Mall Shop no 5 - Nelspruit
Tel: (013) 690-3721 Tel: | Tel: (013) 757-0172

Waterfall Mall Shop 68 -
Tel : (014) 537-3684.

L

Rustenburg

1995 Level 10, All ights resenved
B 1999 Lavel 10. All rights reserved. All lrademarks andior registerad trademarks are the sole property of their respective owners



You'RE RIPPING ME OFF!

I've always wondered why it Is that magazine Editors feel this overwhelming
need to justify a price increase in their editorial; you know, the usual play on
words making sure for every negative there are at least two positives, and final-
Iy rounding up the wh affalr with a real positive note. | will instead try some-
thing different and give it to you siralght. My lfeelings are that we are putting
out one of the best gaming magazines in the world every month and we can no
longer profect you from our increasing costs. 1 might seem- a litile harsh but
I've always had the policy of culting to the bone and not trying 10 sell anyone
up the river with anything In the magazine. Honesty is always the best way 10
handie these things. Over the last year we've managed to keep our price way
below that of many other publications but the magazine you're holding in your
hands costs a bandle to publish every month and we simply cannot continue
doing it al the low price of R18.95

If you're smart you can continue genting the magazine at the old price by sulb-
scribing, we'te extending the deadline for new subscribers al the old price Tor
another month so do it now.

so there 15 i, now read below lor what we have planned for the next two years
and by the time you're done you won'l care how much vou've Just pald.

IF WE BUILD IT WILL YOUW READT

now for the good siuff, so grab a cup of coffee and by the tme it's cool enough
1o drink Il be done, The good news is that we've had a drastic Increase in circu-
lation due 1o reader demand, so from this issue forwards there'll be more New
Age Gaming magazines piled 'up in CNA'S across the country. Even better still, in
pDecember we're increasing the print tun again which showld finally sauisfy all
those people who can never seem to find us every month, We also’ get many
letters each month from people who think we only come out every second
monih. 1o all those people: NAG Is on the shelves around the middle of the
month every month except for our Jan/Feb issue. That was the goad news now
for the better news. Even though 1 really shouldn't make promises like this I'm
hoping you'll all forget about them in a few months. The December Issue repre-
sents the figst big page increase we've had this year largely due 1o the sheer
number of games we'll be getting in before the mad Christmas rush. We'll he
going up 1o 100 pages in total and bringing you a few new departments in the
wew Year. IF all goes well we'll also have a special Christmas edition with that
exira €D no one's prepared to talk about. That's 1999 over with now for 2000. In
the new millennium you'll notice some serious growth and expansion while still
keeping the same format everyone Knows and lo Things are definitely hap-
pening in the games market in South Africa and we'll be there to Keep you
informed while trying to improve with each passing Issue. 5o that's It for now
and 1 hope everyone oul there is looking forward 1o all the things | probably
shouldn't have said anything about.

Michael james, Editor
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Business
outperforms egually clocked processors, and
delivers the highest floating point, integer, and 30
multimedia performance for x86 system platforms.

Introducing the world's fastest

3D processor - the 650MHz Athlon!

AMD

AMDc!

AMD processors (Athlon, KB-2 and KB-3) give
vou the perfect balance of 3D graphics, sound,
video and online performance that's never
before beenavailable.

Leading-edge Performance for Business,

Internet and Games
The AMD Athlon significantly

Internet - Optimized DirectX 6 and OpenGL deliver a
faster, more visually intense Internet expenence.

ziNOoOw?Y,

Games - FCs powered by AMD with 3DNow!
Technology and superor floating point performance
can unleash the potential of today's 30 multimedia
software for the ultimate gaming experience.

AMDO AMD

K5 K

DNnow! sHnow!

WITH AMD YOU GET THE BEST
PRHIE AND BEST PEHF[]RMAI"JI:E

Eunldr.l your |ﬂ t:al dea1er fur AMB prncmw rs

AMD

AMD South Africa

wiww.amd.com
Tel: (011) 768-6079. Fax: (011) 768-5885
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tor o of the moal awaited pames of the 5
devade. The peophe behind this one have
ous and ultra-conl fction from the world ol turned it into a site Tull of dogma and
Commund & Conguer 2 Tiberian Sun. Still under propaganda, to suit the image of the

the influence of the long dead Kane, sealous NOD foroes

the charismatic madman Beware,
who bt the fisr
Brotherhood frivm
nithing, MOL)

is resdy o

lake omn
thae
wist il
with

its

Wisit the home of the Brotherhood of NOLY to

g o
firsd oul marre aboul the idealism of this villan i

i

HTTRY/ WWW.WESTWODD.COM/GAMES/CCUNIVERSE/TIBERIANSUN/G DI

HTTPY/ WWwWW. WESTWOOD.COM/GAMES/CCUNIVERSE/TIBERIANS UM/ NOD

triiae of Peace vou may find vourself swoept away by
Through Power  their hyvpnotic words.

- which s kind of I wou find voursell being ensmired by

the ;n-.'na.m;.:l..' of Kanw, conw back down

to earth hl.. visiting the official G web

site, Where the NOD site is filled with

like saving “peace
throwgh supenor Rrepower...” Just like the GLI

sitie alsn availabie from the parent Westwood
with site, the official Brotherhood s sile is full ol
interesting information to serve as a backgnound

it/ fwww eldos.co.uk

Eicher = certainly one of the leaders m
game design, with products thal are
strong and sound, a well as highly enter-
tainang. One of their bigaest tithes for the
viar = Broveheart, based on the award
winmingg fikmy starring Mel Gik=aon as
Williarn Wallace, the Scottish froedom
figghber whes gave his lile bo oppose British
rulbe in 13th-cenbury Scotland, If the site is

| anything to go by, the game i sonmefhdng

| oof & masterpiece. This sibe, dcoessed via

| ther main Ewdos site, is resplendent with

| meroen shots, history, gameplay and other

| information. It is specifically designed o
tantalise the visitor, which it docs. After
checking this oul, T cannol wadl o see the
gami!
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tl:.rfm.slrrstluln:.un.'u mes/
SWatd/s iml

ranting, raving and emaotional blackmail,
the 1Y site is cold, hard and factual
complete with press
releases and “official”
data concerning the
actions of the
Brotherhood, Thae two
sites peally Tave Lo be
viewed topelher. They
set each other off perfectly,
and provide wonderiul back-
| ground information that will
| omly serve to enhanee the
L-xi:uu.-u:.-.- of actually playving
lberian Sun. And for those of and 53.53%
| vou who don't know, a popu- talk to strangers, Very neck on neck, 'mosurne
larity paoll between these two
Factions hues been running

J from the main Westwood page

Sierra's much awailed SWAT 3 can be
investigated at this sk site, Then: have
been several major changes behwoen
SWAT 2aaad 3, and this is the perfoct
place fur chesk them out. Visit the press
releases amd modia sectivons for an official
word, or duck indo the forum b s what
the gamers (hmselves have e say - and
they have said a lot already! A very inter-
esting mection of the site details the dovel-
opmenl ide of SWAT 3 I seems that
Sierra aesembled cuite a team to take on
this projuct

Although not the most exiting site over, il
15 induitive, informative and casy i navi
s, whilch ane very important laclors in
=il disign

http://wWWW.linyiank.com

whether vou wold godin NOD or mot
of writing this, the polls stand with 43,459 of
virers wanting to o with the Brotherhood

45.98%: ziding with the goodis-two-shoed L1

for some me - in the form of 4 ,||;.--.1|.||| Askug

At thie time

saying that they re rud supposied 1o

vl ageee, bt it does seem that peeple are
tending towards the darker side of the war

of tne p; anith

heep:/ fwww.silenthill.com/

Armied with 1III!:L an oprinion ] an
MNTSE demn, 1 am comvinoed that Tiny
Tank is going bo be one of the major

PlayStatson events of all bme. The adven-

s of this oy tank, which s small o
size and big on annihilaton podential,
will pet many people hooked, and &= oo
tain b cavess many mighls sitling up with
thie PlavStation overheating nist o the
TV

Thie il b= juesd o= enlerlabning as the

B, with foe of loapgue i heek indor-

matign for vou fo s about what
st 1o be o tnst paced, foul mouthed,
fun game, as well as a few animations
|i|1_1. Tansk's facial Enprsslee il Ehey
could be called Racialp ane pricelis?

ILENT HILL

This 1"ayStation tithe meally created quile
asdir b the AL allices, so its only rijght
that we visit the wils site for this tuly
1.x.'|r'|1ul o, | l3ie s
phere that devidopers cneated within the
parme i wonderiully captured by this
st which has Tull isformation on e
camay, i erms of FACK, sereen shaols and
mre, This site = 4 good exarmiple of
excellent podentinl possibly misused. The
whobis eorie feed of e sile i bessened by
the chaodoe of green as the predoeninant
colowr in the site, Everything is jgnoen
Ligerally, Ol vonders what possessed
the s disteners to go the verdant
robe, but the sibe is woell worth e visit,
e Lhe less

Erarigiee, euries AbTTIOnS-

__ QuickCam Pro_

Can you imagine the thrill

of meeting people online,

of talking face-to-face with
a friend?

If you think this sounds like
science fictions, think again:
videoconferencing is an
accessible solution today.
Simply plug your QuickCam
into your computer and
you'll be
interacting with your friends
and family within minutes.

Internet Communication: it's
instantaneous,
easy-to-use and has
become an essential tool for
many companies. And yet,
until today, it hadn't reached
its full potential. Now with
QuickCam video cameras,
you can add live video to
your Internet communica-
tion, making it richer, more
vibrant and so much more
expressive.

All three the Logitech
QuickCams enable you to:

videoconference
capture Live Video
capture still images

A few mouse clicks send the
captured video or
picture through e-mail or
copy it into any
application.
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SUPERMAN, TOP COw AMND

TOomME RAIDER

A mamnthly Tomb Raider comic book serws
wrillen by Dan Jurgens (the writer famed for
killing Supermany is to be published by Top
Cow comies and 15 due for nelease soon in
Amwerica. Bumaonr has il that Eidos Interactive
have also bought o stzcalde stake ot Top Cow
cormiics, s that could only indicate that we
might be seeing a numboer of comic book video
game tithes releasid from the Tomb Raider
guvs, By Killing off the man of steel in the early
nineties, Ixan Jurgens raised the profile of
Superman bo such a degree that Warmers
Brothers ook a sudden inlerest in this tme
honoured tale and are currently planning
anuther Superman movie slarring Micholas
Cage. When asked iF he planned to do some
thing similar wath Lara Crodt be responded by
saying, "T'm bryving to write a more well-round
ed [no F‘"l.l'l'll"‘l L'Il.'lll.lL'tL'r rIl.!F'- FL'.1\{\'|'3 ane usually
eaposed toin such a book, As well as a book
that has plenty of action and drama in the
Indiama Jones fashion, itowill be one that will
kiwp people coming back for more. The guys at
the Cow and [ are having all sorts of fun put
ting this togethaer.

W

RESIDENT EWVIL

Capcom has told press that they will be includ-
ing a demo of their highly anticipated survival
||,|,.s||-.-' series, Residont Evil 3, with the Brst hall
a million copies of Dino Crisis. Lino Cnsis = a
dinvsaur advenfure god is starting to ook
mre and, mere likge winiss between Metal
Ceear Sol, Resident Evil and Jurassic 'ark

i o be g huge smash when released in

avieinbeer, Ths KE3 demo will show whal
plavers can look forward to in this next sombic

blasting epac

QuUAKING ALICE 1M

WoONDERLAMD

Does the idea of pasting lhe Mad Hlatter with a
rowket launchier sencd chills doswn your spime or
s the prospect of ruining the fea party in
Wonderland with a few shotgun blasts open

crlaining possibilitios oy von?

ey dowars of o "
ignment, American Moo

Whalever yiou

(former id Software level designer), the Lewis
wl HiogLae
Entertainmen! are cisovking upr a e 1l bt foa
first porson shooter fins, Lring licenssd Quake
Avena technology this unlikely growping will
be creating the wame v noevet thoughl vour'd

il yuwii

Carroll classie, Alice in Wonderland

sevr. Forge! all about the lairviale wo
may have grown up lwving as a child as this

title will be pulling o punches and hosting no

tew parties, The design team has opled lora

1§14

surreal world whoere anything can

dark side of Wonderland i vou may, Kogue

Entertainment has been responsible for a num
ber of add-ons fur i tit

this kind of experience ar

sure bo be a treal. Is slated For release towards
the cod of mest vear and will be prublished by
Eliectronic Arts

CLASS

Alter the smashing sucoe T first Atari

Arcade Hits, these vober
are abowl bo release the next instalment in thwe

series. [igital
are the peeph
behind the compila-

Eclipse

tiem andd fans can

e I by bae prlavinge

Asteroids Peluxe

Bakthedone, Crystial

s, Ciravilon

and Warlords: The tithe will b
feature all the

2000 arvcd will also

[} i"'llll"u'\"'l'l""\- L1 F'I.-" b

FREE BUILDINGS FOR SALE

Fvier sice Maxi= meleased their
Buikding Arnchibect ool for Stonlity
fams acmn

the wor
B e o anct

Esit thie Maxis wels sate vou'll

cil
terpieces. I yi
be pleased to discover over 4000 new

Buildings submitted by lans ol the
gamae. Adl these naew
shrucioumes are availabl

10 OxiTd 6

LE sewat mas a8 Ban of 1Hha
gt gt yonrsel ivwrn Lid

it 1 i baarm ok that

mawdem

MO MODEM FOR PSX 2

Miowws that the PlwShtion 2 svill ol b

shipped with a modem has cavsed quile & stir

community - this s thae wiell-for

Trvmm Somve T'hill Harrison, vic

mu
1'||'--'|!| il ol re=search and da .-I.-|-||-.-||- fer
Sony Computer Entertammaent America claims
dopl a particular

that 1 woiald De g wasle to
modem strategy tor the lavStatio

2 at this
stage, stating that any b Firnosliszy wnsasd o

would be obsalet

wits peleased, Tlus 't

1161 1y
Tha ai

comrection hardwan solbicdd s il 1he Limni
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Streme | cen hard vivrk developing a
smarl mew add-on pack for t | 1
sationt, Tribes from Dvmamis. Kleimae has
[ annatnced that fd-om pach By
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ToMBE RAIDER, AGAIM

Thie rumones huve been confirmed - there will
definitely be a fourth game in this hugely suc
cossful action adventune series. The best part
aboul i1 15 that the game, Tomb Baider: The
Last Revelation should be arriving on our
shores in Movember, The location for the game
i= apparently poing (o ke Egypt where we'll
even get bo see the luscious heroine portrayed
as i beenager discovering her trademark back-
pack. This new angle on the action also her
alds a return to the original games with much

le== emphasis placed on platform jumping and
baaed gy killing, Travelling to exotic locations
araund the world has been abandomed in
favour of a single location and a look al how
the voung explorer was introduced to archae
plogy, Doesn't this all sound a lot like an
mstalment of Indiana Jones? Besides the new

concepl, the game will also feature some new
technology that should now finally fix all
these little problems that kept plaguing it in
the past. Seambess links from the full motion
video to the actual game have been imple-
mented as well as improved character miwdel
ling and animation. The old crcular inventory
syatem bs been done away with in favour of
a new svstem that will allow items to be stored
arvd combined including a diary. The develop-
ers ane also addressing the game’s difficulty

levels, graphics and lack of integration with
primary focus going (o the game's graphics
enging In certain respects this fourth game
will force attention towards solving puzeles
and exploration but at the same time it is
gaing o have tn ||'|'|F'r"|"'."‘| many F‘L'UE."II.' W I'll.’ LU
becoane a Litthe tired of the whole concepl.
Check oul 1 | m for mor

IDAY THE 13TH PaTcH
Bullirog announced b0 all interested Lhingeon
Keepers the release of the first patch for their
evil game, Dungeon Keeper 2. The company
planned on releasing the patch on Friday the
13th August - a coincidence? We think not. The
upsdate is around 10 MB big so a local down-
load is recommended. You should try
Electronic Arts Afncas sibe;

[ foe the patch first before

brovsing overseas. Refreshingly, the patch
doesn't contain any major bug Hixes but rather
g additions to this
stunning game. These include: five new maps -
four multiplaver levels and one My Pet

level, the ability to continue after
completing a level, the ability to add Al play-
ors b multiplaver games, added stability and a
few minor mullipls

woand exc

Dhungmes

DUNGEDOM

KEEPER2

RACER DAMMED

Thd RAD NEWS

In a surprising move LucasArts has annownoed
thiat it will not be rebeasing a PlayStation ver-
sion of its highly acclaimed Star Wars: Episode
One Racer game. The company stated that it
would be concentrating its efforts on develop-
ing new Episode One Lithes, in addition to
developing games for curment and emenging
console platforms, The Pod racing force will
navw unfortunately be felt by the millions of
PlavStation n-.vuu;-_a arvupicd the world who
were eagerly awailing the game's release date

e
i
i e

] S e
Caorge Lucas in a recent interview stated that
he really wants to see a game based on Star
Wirs: r.|1|.‘-u| e Two made for the PlavStation 2.
He =aid that it should be possible for fhe ong
nal moevie graphics to e used on Sony's new
platiorm. George Lucas is a big fan of the
PlayStation 2 commenting that all the original
special effects saxquences were generaled using
super computers running bwenty four hours a
day, New with the improved technology these

samee elfects could be generaled in real time
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—LUEASARTS
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ASCEMBION UPDATE

In what might become the most delayved game
of all b, Ultima IX: Ascension is in the news
again. The game was eriginally due for release
towards the end of Last vear but unsurprisingly
never made the deadline. The good mows sur
rounding this game is that with cach new pre
view release or news snippel the title keeps
looking better, Besides the old news that the
game will feature the latest in 30 graphics the
Latest news is that 11 will also feature a special
ech o

sonngd svstem including recorded
the 200 plus characters. Other interesting ea-
tures include weather ellects, dav and night
cycles, real-life physics and the ability 1o
manipulate every ilem in thar game world. This
is greal news for Fans bul there is still no news

on a release date

The Only Range of
Controllers That Won't Cramp
Your Style or Your Pocket

The only joystick
adjustable for
left or right
handed vsers, or
small or lorge
hands using
Saitek’s unique
Ajustment tool.

adult PC gomer!
The Cyborg 30™
Digital Pod
! combines
'}'sfearing wheel
joystick and
gamepad - with
gdjustable
hondsize.

Uses Microsoft”
Force Feedback
fechnology,
includes gear
lever, odjustable
steering height
and adjustable
resistance on
pedals.

A must for the
serious armchoir
pilot - for flight
sims and combat
sims, X36F
joystick ond X35P
J throttle - even
better than the
real thing!

X36 COMBO



BITS & BYTES

NEwW AGE GAMING PrRICE COMPARISON

Silent HEE{Psx
omega Boast [Fsx)

Street Wars (FC)

R 4800 R A48 R aat.aa

HMEwW AGE GamMmiMNO TAKES WO RESFOMBIBILITY FOR THE ACCURALCY OF THIS
INFORMATION. ANY OF THE RELEASE DATES MAY BE CHAMBED IF THE
DEVELOPER DECMS IT NECESSARY. THE ONLY OFFICIAL EHIPPING DATE THAT MOST
DEVELOPERE GIVE THESE DAYS I8, "WHEN IT'S poONEL"

SEPTEMBER

01 - Earthworm Jim - INTERPLAY

01 - Forgotten Realms: Atlas - TSR

{1 - Pro Pilot 2000 - SIERRA

01 - Miessiah - SHINY

01 - Wizardry VIII - SIR-TECH CANADA
06 - Cutthroats - EIDOS INTERACTIVE
07 - Tetris - HASBRO INTERACTIVE

08 - West Front: Sea Lion - TALONSOFT
10 - Close Combat Trilogy - MICROSOFT
14 - Expert Pool - PSYGNOSIS

14 - Fi!ghl Unlimited 3 - ELECTROMIC ARTS
15 - Gabriel Knight 111 - SIEREA

15 - Sinistar Unleashed - THOQ

15 - Unreal Tournament - GT INTERACTIVE
20 - Abomination - EIDOS INTERACTIVE
21 - Mations - ACTIVISION

21 - Panzer Elite - ACTIVISION

21 - Rage of Mages 2 - MOMNOLITH

21 - Scrabble I - HASBRO INTERACTIVE
21 - Space Invaders - ACTIVISION

21 - Tanktics - INTERPLAY

24 - Splinter - ELECTROMIC ARTS

27 - Star Trek: New Worlds - INTERPLAY
28 - Chess 2000 - INTERPLAY

28 - Driver - GT INTERACTIVE

30 - Descent Freespace 2 - INTERPLAY

30 - Homeworld - SIERRA

30 - Revenant- EIDOS INTERACTIVE

DcTOBER
01 - Age of Empires [l - MICROSOFT

01 - Giants - INTERPLAY
01 = Odium - MOMOLITH

01 - Star Trek: Klingon Academy - INTERPLAY

041 - Tonic Trouble - UBI SOFT

(% - M5 Flight Simulator 2000 - MICROSOFT
12 - Comanche 4 - ELECTRONIC ARTS
12 - Septerra Core - MONOLITH

12 - USAF: Jane's - ELECTRONIC ARTS
15 - Asheron's Call - MICROSOFT

15 - Battlezone 2 - ACTIVISION

19 - Delta Force 2 - ELECTRONIC ARTS
20 - Wheel of Time - GT INTERACTIVE
22 - Twelve O'Clock High - TALL INSOF]
25 - Team Fortress 11 - SIERRA

26 - FIFA 2000 - ELECTRONIC ARTS

26 - SUI-27: Flanker 2.0 - MINDSCAPE
28 - Planescape: Torment - INTERPLAY

PSX RELEASE LIST

SEPTEMBER

- Final Fantasy VIII - SOUARESOFT
- (3 Folice 2 - ACTIVISION
- Die Hard 1T - FOX INTERACTIVE
- Jet Moto 3 - S5CEA
- Kingsley - ACTIVISION
- MHL Hockey 2000 - ELECTRONIC ARTS
- Omega Boost - SCEA
5 - Bass Landing - AGETEC
5 - Demolition Racer - INFOGRAMES
5 - 1¥ino Crisis - CAPCOM
5 - Gallop Racer - TECMO
5 - Juggernaut - JALECO
5 - LEGO Racers - LEGO MEDLA
5 - Toonstein - VATICAL ENTERTAINMENT
- Rat Attack! - MINDSCAI'E
= Suikoden 2 - KOMNAMI
- Space Invaders - ACTIVISION
- Wipeout 3 - ACTIVISION
WCW Mayhem - ELECTRONIC ARTS
- Clock Tower 2 - AGETEC

OCcTOBER

- Mission Impossible - INFOGRAMES
01 - Test Dirive 6 - INFOGRAMES
05 - AGH Atari Collection I11 - MIDWAY
05 - Formula One 1999 - ACTIVISION
05 - Major League Soccer - KOMAMI
05 - Medal of Honor - ELECTRONIC ARTS
(15 - Tenchu Green Label - ACTIVISION
12 - Warpath - ELECTRONIC ARTS
12 - Metal Gear Solid VR Mission - KONAMI
2 - Tony Hawk's Skater - ACTIVISION
5 - Indiana Jones - LUCASARTS
5 - Army Men: Air Attack - 3DO
5 - Army Men: Sarge's Heroes - 300
5 - Crusaders of Might & Magic - 300
5 - Fighting Force 2 - EIDOS INTERACTIVE
NHL Blades of Steel 2000 - KONAMI
5 - Trickin' Snowboarder - CAPCOM
5 - Tron Bonmne - CAPCOM
Missiah - INTERPLAY
- Alien Resurrection - FOX INTERACTIVE
- Crash Team Racing - SCEA
- Dune 2000 - ELECTRONIC ARTS
- Pong - HASBRO INTERACTIVE
= Grand Theft Auto 2 - ROCKSTAR GAMES
- FIFA 2000 - ELECTROMIC ARTS
- Supercnpss 2000 - ELECTRONIC ARTS
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Charts
Daveloper/Distritutor M MrE MISS . .vunrercracsnncsatssassasssnssansssnsansasanansanansassananssrsnssnsrsss
1 Wirrld Cup Cricket 99 PUHITIEE L avvnvssnsibonsnnisnnssnhnsesnnsensssdss e st s nhshesssnehsssdsssssesss
2 Age of Empircs cab nii » N - phabeniaun o R SR PP PR
3 Alien vs Predators Now New Y o eeeeee e ee e e e se e e e e anm e ennnan e nnnteresen s s s taeranas
I I'A Kingdoms M M Postal Code ....ovoveviricsmsassnnnnas
5 Dungeon Keeper 2 3 I Telephone | DR R SN Fax ( Y iR s
' Mieed (or _‘-F'u,'u,'d Ranaad £ hallepijs M Mew Bl e sy e s s e T T e e
7 Siar Wars Racer MW Miew Birthday ....cecees | EE—— —
B Sim Ciky S0 7 1 = BANKING DETAILS
i ST 2 oo .
i Half I:il : 8 : Subscription Type [J Option 1 - PC CO-ROM (R159.00) Bariks “Btardaid Bk
Muyith 2 Soulblighter ¥ [ Option 2 - No PC CD-ROM (R110.00) Branch:  Alberton
r — . Branch Ma:  01-23-42-45
International PlayStatio Payment (] Cheque (enclosed) - e
% Develin [0 Postal Order (enclosed) et A
Pl [ Direct Transfer/Deposit
1. Metal Gear Salid 3 {Make Cragques and Pls payabie fo Unnow Drsign FX7)
2 Diriveet L 1 :
A Hearl of Darkness 7 I ¥ Signature Date -
4 Brian Lara Cricket b (1 N rEnl N el b S S e
4 Gran Tukmo 1 8 12 12 Issues: NAG+Awesome CoverCD K159.00
B Fifa "o f o = " s N
i Tomee Crasis Plahinum Mew MNew = o Sl %ﬁ:;
4 C&C Retaliathon 4 2 i
9 Crash Bamdicoot 3 2 & ;
(11] Abes Exoddus Rie-enbry Re-entry
As things start (o hot up lor the pre christmas release rush, we ane anticipaling a tokial bosck dowen of new titles on the charts for the Moy and Dec issues, With
Hie immenent release of titles such as Tiberian Sun and Age of Empires 2 for the PC, as well as Silent Hill and Spyro 2 for the PlavStation, we can expect (o !
e rovement i nest e months on the Jiarts. This month Cricket fever is still runnning high with World Cup Cricket 99 taking top homomrs on the PL |
wnd Brain Lara Cricket still going strong, at 4ih spot on the PlavStation. Metal Gear Salid shows its class as it refakes the mumber one spol on FlayStation,

shrwirgs |

w World Frdertainment and as

fromn M

n Driver from G717 Intoractive, The mest e monthes ane g

BLOOD OF THE SACRED

GABRIELKNIGHT

BLOOD OF THE DAMNED

THE ADVENTURE RETURNS IN SEPTEMBER %R

The best-selling adventure series js back with a vengeance! Gabriel Knight 3: Blood of the Sacred, Blood of the Damn_ed e
is the third title in the award-winning Gabriel Knight series, created by writer/game designer Jane Jensen. A controversial, <ial,
reality-based mystery with a paranormal and political edge. Blood of the Sacred, Blood of the Damned is a 3D adventure tite !

game wedving intrigue and the occult into a very powerful and compelling plot. Out soon.

New Age Gaming and Crew are giving away

Answer the following questions and post your anwers to
NAG/Gabriel Knight 3 Competition, PO Box, 2749, Alberton,

1449 or e-mail it to comp@nag.co.za.

1) Wha

2) What company developed Gabriel Knight 37
(Clue: NAG September PG25)

Cin the Internotional fromt Alpha Coentaur (inally loses its crown to Heroes of Might and Magic 3

hal mabure gamers ane supporting the console,
wnes from support for 1D Softwane's Cuake 3 Test. On the consoles we have a new king of the hill

IFpPrsing enlry o
soaing (o be apeat with o releases about to hit our shores. Cheers

COMPETITION

¢ e B~ T

a copy one of the most anticipated
adventure titles of the year
Gabriel Knight 3.

12 copies at a value of over R3000.00.

t is the full name of the title to be won?
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ONLY AVAILABLE

Direct Bank Transfer :

Fill in the subscription form above and fax it

with your depasit slip ta (011) 462-8145.

If a deposit slip or notifiction Is not

faxed to us wusing this method, your
magatines will not be sent unless

confirmation is received.

Cheque [ Postal Order:

Fill in the subscription form

abowve and post It along with

your payment (o

New Age Gaming:

Sulsscriptions, P.O.

Box 2749,

Alberton,

1450

BEFORE NAG

OCTOBER ISSUE
(6th September 1999)

6 weeks for delivery. For more information call {(011) 462-8245 and ask for Tracy.
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Graphics are everything

Thie reason for my letter is simple, [
would hike to give all those people
out there who moan about today's
gamas hiving all graphics and no
i play 4 MCesSAge - ATe Vol
mad? | do agree that a game must
have some depth in order o soe-
ceed, but | still say that the graph-
105 0F @ game ane as important if
ot mone so than the game play.
Sare, =ome games like Red Alert
didn’'t have the greatest graphics
bul hieve game play was the kev.
Hivwever take a game like Unneal,
lovvier thie resolution, ke down the
detail and you have one really bad
game. The graphics in Unreal, as
vou already know are absolutely
stunning, take these away and the
game left behind just wouldn't cot
it | have a Pentiom 200 MMX, |
ran Unreal (just) at a reselution of
512 by 240 with a Frame rate of
about 17fps thus making action
really choppy, but the graphics
alone were enough to keep me
glued tomy PC. In 19597 EGM cele-
briated their 100th issue with a list
containing the greatest 100 games
of all time. [ expected to s gmes
like FF7 anud Resiclent Evil 2 in the
list. Well, they were, bul so were
about 30 other games that were
made for the older 8 bit machines. |
mean, can you honestly tell me that
vou would rather play one of these
old turkeys on the SNES than FF7
or FFS on the MlayStation. No, of
course vou can'l The graphics of
FF7 were awesome as well as
everything clse in the game, mak
g anny other 8-bit or 16-bit title
Inok rather pathe hr.."tll this old
schoolboy mtbbisk detult game play
i= a thimgd the past. Gamers of
today kmow what kind of graphics
cantbe achieved, so we expect the
beat, all the time, So throw away
that old Commuodon: or SMES and
jump aboard the "aceclerated” super
highwany:

Pravid Borchardt
Irene

I belieee dlval Hie reason e s fomdly
remmteninr Hnese arctngic gamies for e
whrye M prlanad st od droee Dy
Ioaked and sounded 1= becatse i Hiose
ey Bt pes all e Al Dot pas!
rf.h." rle of e 30D-aceeferalor qund sir-
roeend soqrend systen sis plawad Iy
wwar frngstation. fn wonr ot e

Backchat

PO Box 2749
Alberton
1449

P A ey

iefiers@nag.co.za

anapirions iocky b of pivels coubd
rprresent dndliing aid B couliine
foer of franivieng g iparginalion fopse
rith o filtle fdp frome o ganee s
Braded those fovad memories in e
Pack of vewer aind forerer. Todloy
evvrytining fs e R sis on o plate,
atieed Ehes, sloodly oenl sadly femgiia-
fionr dfes - af Hie end of fae diy @'
afivsrys Defter awrver bo neturn Gt tae
il of @i cmaedalior) o Hose ganies,
ey "1 anlzinny= Sl o Bonks antacle Ik
foey doe e dneetniosy Wi dir reality,
Biet baoek fo e poingd, I Hre gragilvies
itre rubbrsh then S e sncks - sof
frite, Hhere airt nivsre St - hatntd fud of
et doodad fike o dresnr bt
phinead Bk Bell, The ot of Hie et
1= Mt W granphiics do tewd o Reep get-
tirng Berter, faet e gomnes oo 't - s
livstyrs M sonre Phdag over gsd ooy
agiie, wend Paose Iooely” sraplines fust
kvvgr clungsnig. Wikt 1 ioant i o good
almet of arigiandity, fonovation s for
s sake, gamics Nk are faer fo
g, T Bettone N is seeply His
TR CRNNY 1O O] INAZING Qrapiiics
aated someend fn grnies these dages, 500
garnne ot cacels £ W depurrfaionts
riorr d aaetorraticelfy Tt a big score,
wrthess ey offer u fittle Hrf'.-durru fur
o aith U albupre, Wiinal FIErIene
shheuatd e afber £s phavatifity s good
el =fiasfioenesd frn, grve g ese ele-
nirents and P respect tre gaimy.

Ed

You've got mail

A tew weeks back | wre to vou
asking about a protlem that |
hak. T really dide’t expect a
refurm on my letter but | got one... |
just want to thank vou guyvs again
tor reading and responding o my

letter... it makes a big difference..
to the people.. us... the readers of
MALL

Reboot

E-mail

Thunerks: aontid 8 really &2 91 plevseerdt,
Homowtwr, | maust fell your Mt ioe can
not reply to all M il we gt or
et s all e’ be dodneg everyday, anid
Foear there'ol e ooy ancpgurzionet ol Heent
Hhie Lelbers weoeeld stop ad ek i
riendin f e alilie b play games all
iy, wour et tine prictanee, We alo T
erer rend erery afrele serap of nail
it aerives, @il Ko aoay frons oe-lise
reipuiests fp i prage epivs, @i et
Hiirege ot fne wentd £ Mt @i koeps s

senipe, = b oI st Heinking thal
o el afone out Hrere D our figlt he
trriveg Scurble Africd o decent g
paatlicetion. So keep the lefters coming
it rempemebyer o Hiek Incfore won
wwirile, o dfore o ke @ patud, amake
sapne yon fape o, Hten soTEle -
!

Lt

Bored in the dark

The timme was 1140 PALand Twas
Ivirg in my bied, dead from the
night befone and out of the blue it
smackod mel Why doesn’t KAG
have special m'en'in;:.-a where they
cam chat omline to the gamers who
buay their magasine? | think that
this is a brilliant idea [of conrse yea
weneeled - Edf] and it just hit me out of
the blue... [ wasn't thinking about
anything so it must be some type
if Encssage rom a superion gaming
being. It could just be a channel on
1R bevause mowst people have [RC
and i would be easier than semd-
ing in e-mails, This way us mene

Learning to loose

martals can give their sugpestions
about the magasine, ask questions
aburil pew gamies, chal to fellow
gamaers, or just o angue with the
reviewuers on the poor ratings they
pave certain games,

Darren
E-mail

Sorryy bl guer remiemers it coen
it Hheneseloes dor dany smornnal ol
siladfens, B il a Wlimnd deate, ane 1RC
chat or eperr a steprle bask snch ds
wenrTkrrrg Me el aronnd e ik, Al
e v really good for i plaging

s, t'lff.'"l': =z wind JHI.'INH‘-'P_\‘

bt eheurcdlines, Like [alivaws sey, no
serinealy, i i a ather yood adv it
Hrias pegeits Doete filed T oy “thidngs fu il
o P nead medllerniinn or anglioege
svwnter” bk, IF avewne out tiere
krrenias erane rensor ol s szl ot
by an gooad il Plren speal tvibieen Hee
et ey or el woner poace forep
e, bl dlern ' s e dRE0L T
[T

Ed

Daniel, (letter printed in NAG July, 1ssue 4) don't ever forget why
you spent K300 for the game in the first place. T hope you bought the
game Lo ‘get into i’ {excuse sounding ‘new age - no pun inlended).

| To have us gamers successfully immerse ourselves in the game is the

primary objective of the ereators of a game. Making it difficult b

| complete a certain level is, T imagine just as important, but hopelully

a definite secondary objective. This gives the game a level of longevi-
ty. keeping us punching those keys a little longer. | believe making it
necessary bo cheal accomplishes ane objective (longevity) but totally
negates the more important one of enjoyment (vou said yourself -
losing interest in the game itself). I a game cannot hold you captivat-
ed and still keep vou progressing, then vou need to play something
else or practice a little harder and stop complaining about how

L expensive games are and how programmers conned you, 'Cheats’

should be left alone and only whipped out when a game has you
climbing the walls at 3 o'clock in the morning. They are nol there for

blasting your way through a game, level upon level until you emerge

victorious without even breaking a sweal, Cheats are normally used
by programmers for various and obvious reasons, including being
able o effectively test certain levels and making 'fixes’ without hav-
ing ko cycle throogh the lower levels. The thing is, remember why

- you bought the game and il winning is so important for you, why

not try out for the SA rughy or cricket team and leave playing games
to the rest of us gamers - people who enjoy playing and struggling
along and learning that to get ahead, vou sometimes have o loose a

litthe,
Anton Fortein
E-mail

G easyron poor Daneel Breve, | belteie e sas brying fo make Hie same
poinit wore are bul his conmmenils doere Tnced with anple doses of sareasimn
Crentliess fe veally did try and ake ooer a pedlitery base with a kevboard and a
haielfind of eheal codes). Sonore Hial Dareiel lus bees removed from e fir-
inng M 50 fo speaks £ can deal swith your letber, There st a stmgle podnt
yioid ke Haat | oo dlisangeee on qilfe ary kind of conviction, e scaries!
thivig aboul chwating i<tk like messiyg anith drugs, once you start it's
liard to stop, In the past even | have lad e chealing blues (coimed plirase)
it e Vg or another, e srindless playing of @ game By whicl you cann
i, lewels Ty past i a blue ad Hie cendered ending seems litte more Hhan
ot woestedd effort, Livimg anith the gt fs the havdest part tougl but then
argiint, e orly person welo coer saffers from guilt is you, so wallom ey
okl lesrn Bo live ity your regrets. fust ome more thing, you alzo stal-
e Hiat programmers nse cheats i move along in @ game quickly for bug
ficitng and so o, Hie question | have for you s i aly B don’t Hiese
prograuinees remowe Mese chivals before releasing e final code. . any

uleds?
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The future

T've been wondering of late, why
the people at NAG would review
games ot available in South

Adrica, seving that MAG is a South
African magasine. At first |

thoughit it was just prlain stupid,

bt noaw [ s it's actually quite
duvivus. Yes, and the schema

works [ike this: Statf member Bob
really wants a game that's not
available here, However (i spile ol
all that crap about piracy), he
waouldn't actually spend his money
o a game (especially with the
extra expense of importing, it). So
he gets it through NAG, pays noth-
g and |:\|'|_'1|_-11|.ih tir e working
while he reviews it That's brilliant!
Sir, | salute you, Keep it up, and
kv it cheap

Amused
E-mail

W o it becaprse Shere sl o siugle
rison fodry W eite ' erder fse
gitmaes o overseds ponrseloes, i s
el e i S e codetry oG
Il distribmitor Hiowe oeder it ever Hie
forderanet. Ot e other siide of Hie coii,
if Hhe e ane apaitadele focally Mo
ke sur yon By Hem feee o yen
sk e sl sl Rt enen Tonrse
Edf

All the same deck of cards

Here's the thimg... 807% of the
demos, games ctc. that swirl
around us nevd a 30 cand, Mow |
cannol justify 1,5K to 2K Rands for
4 300 card on my salary, doubtless
some will make the purchase
regandless. Also my Mentivm does-
n'teven support AGT 20 1 am look-
ingt at 4 4-5K upgrade of mother-
poard, chip and memory to ¢liml
o the S0 banclwagon., | really
wortld like 1o know the demao-
graphics of the computer gaming
industry [questinnnaine results) as
t what percentage ane in o similar
blue funk, Consogquently T will
mever be able to purchase any of
thesie 31 games, 1 appeal to vou as
the voice of the SA gaming indus-
iry. Why don'l the manutacturers
of 20 cands and 30 games goet
fusether, subsidise the cards and
broaden the customer base for 30
games. | am not talking about
chucking some horrible old game
in with a card, but a real price
decrease in cards. Give the con-
sumier the chance to choose and
purchase some of the great new
tithes out there, Instead of wisthilly
returning it (o the shelf after read-
ing the systemn requinements,

Ken Pope
E-mail

Yos; 30 ganmes are currenttly in cogne

iyt o aend prrofably o il by,

The tiings they cong donnith randnsere
mereferition Hiese diws s ginnzing,
do imnenition ol s phagnst for e
frabere, Tlhe mext generations of 30
catrifs e lreanfy Keockivng o o

e, Tl preadleans yoir ape faneng 1= d
fithter wnfonndend ws it is citirely possi
b fo prck wpra deceit PCE 3D cand
for yasiider i Mosramnd byl froofy st
fardzeare vendors. Only o fow cands
prrice drRelere med RN ataaid sivmie
uf Mo dotest eares even support P
stiors, Yous aren 't g fo B able ho
Prirng o Jamge eof Ml ropebge oo Tiitle ans
crrren set-nge fued i canes, Hiere
it " aruhiterg e unidle Hiese
'_-J;;,;I.-rhi-' e specification cands et
el e rierrninng ganies for a feast o
nexd Fowr weners, From o fseicind podid
of ehenr His works ont o ronglify K50
i ety for e b gesies, and R340 0
ot for alsolile ganeing iiss cant
I enttcied, Your subviilising slst
sentaldd B vt dF Pie Tedicerne aeere-
firctiarers ;'frm’ Hie game degelopers
ook fowpe ey o [ibele Better frou o
prrice pasiart of ercote daek hes wnlff pesine-
Iy et fjnf:]llrh‘u.

Ei

Clone

Why are there so many really rub-
bish games fur the MayStation, |
s only o oart ol Six games are
really good and the remaining ones
are junk. There ane the odd few
that are actually worth the large
amaount of money 1'm paying for
example, Gran Turismo and Metal
Gear Solid but then there ane
games like Tank Racer and oven
5p.|wn that suck, W h_'." dom't devel-
opers take ime o actually com-
plete games or as the case usually
is b cash in on something (South
Tark) and as for sports games, it
reatlly irritates me how people buy
a game just because of its name,
Maybe if they changed this 1 would
spend mone money on games!

Eduard de Franca
E-mail

Surprisimgly coongh it s e rulisi
gons Shat inspived the first gaone
revients. Senncurte soanvieliene decided
e, Fikee restasieomts, mosic aond
it peopnle anevdid B e if o
AN s oo, pevrage or evceient
avud s Hae fivst gaming et dods
Borrr, Wity st antyoene arre aafenl
Hiese rabbich itieres b peeblicaliones
fiket evirs e fhere B dnfirnr resders of
Hivse sspect files? So e eick 7s 1o
firsd By e pnagazione, rewd Hive revneie
aind Hwenr ket wantir Bergrrng docision.
It"s onalyr dlar _I".n..lfr';qh Pl raasle fieand
By e fiest gonwe Wl featons i
[frannes sporks star er o b o
lieentse = higtordenily these games furpe
alivvrus Devr of @ foceer guility,

Ed

Back in time

When | picked up mv latest copy
of MAG at CNA T revognised the
same old E3 logo thing and | had a
startling sensation of déga v, [ was
stameding in the exact same spot
with a copy of NAG in my hands
similar to the ome | was hoelding
proviously, with the exact same B3
Teon on it a vear ago. But it was

BACKCHAT

somehow._. different. | then saw the
staples connecting the cover to the
arcane pages, | then saw (hat there
ws no cover CLY conmected o thae
miagaeine, [also discovered that i
containgd a mese thinly-odd pages.
| quickly flipped back to the cover
and the date at the top was.. vou
guessed it 1998, Violume Chne.
[Pretty scary stuff, huh? 1 was
relivved when T was brutally
pulled from my paranormal experi
emce by quickly checking the
cover.. Whew! 194, My paini:
even though v guvs wiene under
sevene stress i bryving to launch a
Seuth African Gaming magazsing
and criticised by many, you pulled
it off. Yow hael vour ups and
downs, good point and bad ones,
like any good overseas publication.
The difference between visu and
the Euro or American trash... vour
magetehng can be vsed lor mone
than purely toilel paper. Don't got
me wrong, I'm net tryving to insult
the vther overpriced and glorified
overseas magazines. err.. UL just
gt off that subject. Through almost
impossible odds, vou guys have
waon the respect of all or most of
the South Alrican gamers and
proven vourselves capable of being
right up there with the big bovs.
Trstead of those ieritating staples
that defiled your magazine vou use
that nifty gluc-stull, your magazine
has geown thicker every issue as
mire ideas and games sprung in (1
remember the first E3 report back
was in the magazine itself so vou
could fill up more pages), Above
all else it contains articles wrillen
by actual intelligent writers. My
frivnd= and | thoreughly enpsy each
of vour magazines, and now every
maonth thene s a kind-of competi-
tion to see who can get his new
MAC first. I've been reading NAG
since issue number one and have
st vl grosy from worth buving
b an eaitright bargain.

Angelfire
F-mail

ft's frbensting fosee Mo groneth i
fvppracmrenet of Bie sungerzine fraou o
reaiders point of taeees | ek e gt @
Titthie too ¢lose b B arction fere wod
ante each o ification er drastic
clurnige -t erasdfces 6 i DiEte dess et
timmer, # By thre nieinr proce stT genlifics
fig it e anbebgll Dvorgodee, W e gt
mran gread s plarned for onr
readers i b futere - aoateloond fier
e Dpasrpiee Dieevatilyer edition ine err-
Pcuelar, Cher goal ps b0 Reept EHCReasing
thie qenenlityy of Bt condeart e Hie size
of e rgazine - nrere pages aind fet's
ok fireget fne cover C03, § prersonally
Hutiek qwe el anotier e, The good
fiiing bt anir baby growming so fast
is thirt our readers aell eventinllyv gel
Hie begpest il best geneing mdgezine
iz siide af the i,

Fid

Another one

A while ago | contacted NAG
about what il took o becomie a
part-time reviewer for NAG. If vou
gruvs don't have part-time review-
ers al NALG then just tell me to
bugger off and | will. There is, of
course, the possilility that vou do
have part-time reviewers at NAG
but would never seriously consider
. | st poind oul again that |
am a serious game player and®a
down right cyme looking o maks
somuething Innhlhlv ol ff my
hobby, (i, l?ml:n. 18¥king
through vour subscription list and
can't find my name... it's because |
prefier tos wait 46 woeks for the
new issue Although, those rips to
CMA are killing me... | resalved to
subscribe this month anyw av. By
the way... brilliant publication {I've
poticed the trend fowands PC
games and away from the
PlayStation.. keep it coming!h 5o,
i there any way that a lowly com-
puter science student like myself
could review for MAG part-time?
And [ believe that my English and
writing skills are of some use (like
right thene, vou'ne not supposed to
begin 4 sentence with "And”). You
nmist et asked this quibe often and
I would fully understand if vou
just replied "Bugger ofl.”

Krishendran Rangappa
E-mail

[The “negyer off reply i disguetse]:
W don 't firoonr sibscribers eoer regn
lur remders in e fird e, T ean'l
wrederstannd ol poople Hiink; Hes is
tie case. The trownd fouvands inore PC
il ez PSX simeply o'l frane, ospae-
corlly mor qedtle the MagStation 2
strrroenyg f e next e
Bt mwe, one IT ot di oz fenily
platformes, Al lasthy, weriting reodes
fuenae cutnp stierd i gendetiee et qend iF 1
aniy sp), T oficil Tt this: =l
e Wi weoanew, e e fo briles aed
feremntine kick-backs - 50 if e s
waeer rerderir i g anitle o el
itrcertive v wind conr rettien® for
NAG fefcs metgne ol stolice thit the
Fit mrersl by Toapt ot cuisle Hves sienbl,
iiest I dlnse car repiseels?
Fefitor-inn Clitgfl. No. seripeesty e cin
only consider argeee weriting for the
’"'?.;flf:”f*' if erq.r-rq.'! e effaed i arnd
bty sond mee sometlemg | ean fook
b - Tikae af weiein of of Cirmentd e

of does this Rind .':fn'uHug ol ke
sesse fo el

Fdl

Please send all question and opin:
o related questions o
Backchat
Pleass send all vour technical guaes-
tions to

Backchat Technical

Thanks for all the letters, send maore!




Greetings fellow gamers and welcome lo yel another edition of the strange and bizarre world of classic video games. Where did they

go? Were they all sucked up in the Bermuda triangle of clas

ic maming? As newer and better technology comes to the fore, most of the

oldies as we knew then, were trashed or 'raped’ for spares or simply just thrown away! This month we will uncover the entire story

behind a game that for a collector is one of the most difficult to find, We are talking Xevious, -

s Xeviouws is probably the
first game ever to have been
immortalised in print befone it
was even developed.
Confused? Let me explan! Mr
Mosanobu Endoh, (the

st groiser who designed
e} originally wrote a
nowvel as a background story, .
s0 i vou want to know mone
.'||:1|,r||I ther Xewious world you
can read the book, details of which will be given
Lateer, Soon after its release the book became
quite & cull thing in Japan. [t was only then that
the develpmaent of the game came into action
The story behingd Xevious the game” Is pretty
simple! Alien scum have set up shop on earth,
and it's up to the player o send them back to
where they canue from, This was done by con-

trolling, your ship {called a Solvalow) on a verti-
cal-scrulling screen, creatingg havoe by blasting
Both grownd and air based Largets with either
lasers or by dropping bombs, You maoved
throwgh 16 bevels of
miavhem with vour
eventual goal being the
destruction of the net
work o Andor Genisis
{the mather ships). This was quite a thing in
il F consicdering the ganme wsasd adaplive logic
that adapled ils v."ll|1-l'i‘ﬁ1.,.|.- Strategies to the play-
|.r--~*--k1||'||1.|.tl‘I N

“Hevious - Fardraught Saga™

“The Mameo Craffit™

Ry oo Chollonge of 4 | et

I you want to read more about the game then get these books:

“The Movelization of Xevious™
ISEMN 4 BHE52 545 5 C (076

Would you have guessed that this classic game was actually
based on a book, well, anyone? AtariBaey goes investigating...

Anyway... enough of the in-depth siulf, The
was a project of the Nameo gaming com
prany. Following the success roate of the book,
Meviows was a colssal money maker in Japan.
Bt Japaness success was just not enough for
Mamco who soon started lpoking lor a company
o release the game in the United States, Atari
{who elsed jumped at the opportunity and in
15953 [ome year
after its
lapanese
release)
Kevious made
ils appearance
n arcades
arvingd e
Li5A. The orig-
inal cabsinet
design was
something to
barlinled, Wiith
its highly
detaibed cabi-
net and
Bakelite mar-
e it neally

L stood oul in
the arcade.
Linlike in
South Alrica
where gamers
were brealed 1o bootleg, versions of Xevious, in
many cases called Xevos, which werne slapped
ity locally constructed “mock wood-grain’ fin
ished cabinets with a shoddy hand writlen name
card. This was
iy duwe o
two things. The
first being the
shaler oof
apartheid and the trade embargoes placed on 54
i the early 80's {damn govemment) making it
difficult, but nod impessible o gel most of the
nnhuml redeases. The second is entirely the fault
of local Importers of
viden games who want-
vd to cash in and make
big profits fast by selling
crappy bootleg’ versions
b game vendors, hew,
acn L Lol that off
my chest let's carry on.

game

155N 4 575 UGG &6 CIEE

ADIERE
a‘um tossk the game o
greal levels in both the
U5 and Furope, but with
rise of the howne com
puter it wasn't long
before computer soft-
watre desisnens camee

| been

AtariBaby

e knocking on Nameo's door
Tosoking for distribution rights.
For the Japanese based compa-
B nics it was protty casy, get the
E rights from Mameo them-
selves! But then came the snag
Mamco originally gave the .
rights for western distribution
8 to Atari who paid large sums

of rowally for this exclusive
right {= 5.2 million}, 54 when
companics like Commodore
came a knocking on Mameo's door lor conver-
sion rights lor the Cid, Namoo wanted to cut
Atan out of the distribution bit, and since then
there has been bad blood between the bwao
giants. Could that be the reason whiy so litte of
Mameo's produsts appeared on the ever-popular
2600 VOS5 or any of the Atari home computers?
Well I guess we will pever know!

THE XoviDUn Do You KNow FILE

Because most gamse
manufactuners didn'l
give the designers
name credit, a game
designer w-,mlq,i ol ben
include a program in
the main program as
atrick for generaling
his or her name. This
provides permanent
proof of exactly who
programmed the
game. To activate this
teature in the game
Lyou Imd tor e bo the far dght of the screen
and start bombing constantly, once the first set of

Tl BCONCT MCOOAGE

| rings appear on the screen you have o shoot

the

1d Voila, The message appuears on the

| SCTERT.

Musanobu Endoh, Xevioos's designers le(t

| Mamco 5 years after the game was released and

founded his own gaming company which he has

N ever since,

Ther background music and sound effects to the
game were created by Yuriko keino (a lady),
who left Mamoo in 1985, All together the entine

game ran with anly 4 tunes and 13 sound effects.

In the end Xevious was released on just about
every conceivable home computer and gaming
console. From the old Apple 11 ta the Sinclair
Spoctram, | guess ina way it became the Pac
Man of ‘shoot-emi-ups’ as far as populanty wenl
Fhink of it this way, the lasl shooting game that
caused the same impact on the gaming industry
wars Taito's Space Invaders, and that sew (e
light in 1978-%,

Wl | guess that's it for now, but fiest [ have to
o doswn and say thanks 1o a great Triend Tony
Bosch, who undoubtedly is the greatest Xevious
junkie in Seuth Africa and has the biggest collecs-
tion of Xevious game PCB's and game relaled
information on file. Thanks for allowing me o
s vor archmve!

I haven'l decided which game (o tackle for nexi
month, soif you hive any suggestions e-mail me
al 1

the gﬂming attic..
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One would think that as long as you have sound on your computer it doesn't really matter what type of soundcard you have,
just as long as the sound doesn't come out of the system's built in speaker [I remember those days, yuck! - Ed]. This couldn't
be further from the truth - over the last 2 years sound has become an increasingly important aspect of nol only gaming but
also for use in multimedia applications. New technologies have emerged and offer true surround sound by implementing

front and rear speaker outputs.

IS8A versus PLCI

The biggest consideration today when decding
on a soundcard brings the whole I5A versus PCI
s to the front. Esseatially 15A isa dead bus-
it just hasn't been buried yet. While vou can buy
an 194 soundcard now, ','n::u,l might find that you
don't have a slot to plug it into within a |.1l'llF"l_'
ol vears, maybe even sooner. That is the
n'.}.-,'nn why :_-.411_u1g|4_1|r:| mvanfac-
FLPeTs A ;mu-ing o PCI based
products. Besides the inevitable
death of 15A, PCH also offers
additional benelils such as a faster
bus o transfer information on, and of
course Plug & Play detection.

This should make you reconsider the
purchase of an [5'-". based soundcard, it
might be very affordable cost wise, but

you will have W upgrade again in the near
future. Rather pay the extra for a decent
PCT based soundcard now, Sound is one
aspect of your I'C that vou will nol want bo
upgrade every time, as with your processor

Sound Blaster Compstibilicy
The days of DOYS are gone, but stll many
Hu]m_'n: enjoy going back and playing the
games of vesteryvear. For them Sound Blaster
compatibility in DOS mode is extremely
important since this was the standard in the
DO erac Fven today soundcards that an
Sound Blaster compatible state this fact. Cards
that offir this compatibility ship with DOS
drivers and give gamers the option lo play
lxgacy games. In Windows this is not an issue
as all soundeard manufacturers supply
Windows compliant deviee drivers o enable
sound, =0 cards without this feature are still
capable of producing sound under Windows
If you still play any old DOS games make
sure you gret o soundeard that is Sound Blaster
compatible though, without it you might
experience some problems when playing
these games

and motherboard, For example we still use a
cheap PCl soundeard here at work in one of our
machines. It works well for the machine’s appli-
caticn, which is a server,

and we probably
won't be

- Soul Assassin

card with Wave-table synthesis is capable of s
I"‘I'ﬂl.'l LI H accurate "l:'lu"dﬁ' i L'\J.\-HH;..'; irasdru-
ments making it ideal for games that use instru-
maents o e-produce background music, Oeler
sound cands used a method called PM synthesis
instead o re-produce instroment sounds, but
this technology is inferior and should

be avoided at all costs since it has an
artificial sound to it

Featuras

Features to leok for when buying
a seundcard haghly dipends on
what vou will be using it for. You
gel cards that can run into thow

sands of Rands, and typically these ane
intended for musicians interested in producing
studio quality audic on a computer. The average
gaming enthusiast doesn’t need all the exira
furctions and ports included on these expensive
cards, We are happy with the standard ports -
speaker out, lingout, linge-in, and the microphone
jack and ol course the old trusty game-port for
using joysticks and other controllers, Most

Hll_l]'l,gll_'.\,l.rtl,b ship with all these input and output

ports, but it is always recommended that vou

lewok at the cards technical specifications just o

make siire

upygrading it
anylime sonm.
Another example
wionld be my home machine,
which has a 4 chanmel PO based
soundeard, 1 paid a {air amount of money for
it, but believe me when ©tell you it will bave
tir last for at beast two and a hall vears belore |
will even conaider upgrading it, and then only if
the new cards on the market offer significant
mprovements. As vou can see your soundcard
wotlld have o last a while, and paying for a
decent PCL based one now will save vou money
mn the future, APl Support
Featwres o book oul for include hardwame accel
eration for DirectSound and DirectSouned 30 for
:-I_H_q_'[hn;.; up soind in games making use
of the DirectX AL Therne ane of
course APs that ane
imporiant besides the
default DirectX sound
AP Thee twin majgor
APMs external o
DirectX to look out for
i= Criative Labs
Environment Audio
Extensions (EAX) and
Mureal's AZD 2 APL
These companics are cur
rently the forerunners in 10
sotnd lor gaming. OF course EAX
iz only supported by Creative Labs
soundcards, and only the PCT based cards. On
the other hand A3 is ot a soundcard manufac

Sound Quality

Spund quality can be best ascertained by locking
at a soundeards signal Mnotse ration,

which is measuned in
decibels. The higher
the signal /noise
ration the less poise
will be heard in the back-
ground. The newest sound
cards an the market such as
the 5B Live! and MX300 have a
signal /motse ration of 93+ deci-
bels, which is considered excep-
tional. Generally you need to look
foor a _-.|,1|.'||1L'|\_.|n|. Hhat lalls within the
Y+ decibel level for minimal back
prownd mase

Ancthor fenture o look oul tor that deals with
sound quality is Wave-table synthesis. A sound
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UNIVERSAL SERIAL BUS

USB Sound In The Future

LS is hailed as the sound lechnelogy of the
future: Although it currently has some prob-
eme, it coubd potentially become an accepted
sound technobogy by consumers over the nexl
cotple of years. For now it seems that most
pevgle anc still opting for analogue soundeands,
The way that USE sound works is quite simple
aned the only requirements ane a computer with
LSE ports, Windows 98, and USB speakers. No
sondeand required, but what exactly are the
advantages and dissdvantages? The major
advantages aee thal the audlo shmem stays in
digatal form until it reaches the speakers where
ik s then converted to amalogue sound for play-
back. This allows for crisp and elear soumd
especially from audio CDxs since the aodio will
b digitally extracted and sent o the speakers
Ihe catch.is that vou need a CD-ROM capable
of DAE (Dhgital Audio Extraction), DAE only
becamie avaikable on mest drives over the last
Fhwo years and starled appearing on the 24x
HCD-ROM dirives. This shouldn't be a neal issue
| unbess vou have a CE-ROM drive that is older
than 2 vears, but it is always recommended to
chack viourr CORROM ' f\F‘l,"l_i!ll:|11|l,||1‘_1 just in
case they neglected it 1o bring down the price
uf the drive. What makes USE so attractive for
sotndd is the hassie factor. The only componen!
that vou nevd b connect s the speakers, which
e true plug and play peripherals. Install the
LSE souendd driver and you are sel 1o gos No
worries about hardware conflict problems and
you den't even have o open up vour machine
The disadvantages of USH starl off with the Fact
that your CI'U is doing all the sound process
inge 1t might only Gike up 8% - 12% of the
CI'U's ime, bul for some people that s a lot ol
processing power that could be spent else
where en graphics or game play issues, Thwe
problem here i that as soon as:a large amount
of disk activity occurs the sound will start <kip
ping which can be annoying when plaving
gankes in which vou gain an advantage by lis-
teming by Wwe ambiend soonmd, .
Ancther disadvantage is the lack of inpul jacks,
which appear om soundcards, There are na
impats tor a Microphone or Lioe Tns Thaeee ane
dbsn no intermal ausiliary jocks as well since iy
sotinad card s used. This can become an issue
when von have TV and Radio cards winch
riguine an external liop cable (from fine-out o
lirwetn asr an mberoal connection that plugs
iy ihe auxiliary jack on soundcards. Thene is
also o implementation of integrating the two
main sound APTs inthe market today, USE
can’l take advantage of EAX or A3DD lor sound
pusitioning and surround sound. This isn't a
profadem if all you want to doeois Hsten oo audio
CLYs and Windows sound [iles, but for the
game plaver whe demands the best it can be
comsideredd a serious drawback. There ane bess
seriodis drawbacks as well but despite all of
them USE Sound looks promising and should
beeomse more widely used i the futuane, For
nesw Soundeards s the still the way 1o go,
unihess v fueel like experimenting a lot, espe
cially with begacy gamies from the DOS era
which séem to have a problem with USH
sound, Some games work, soane don't

turer and souree their chip=sees toextemal
manufacturers such as Diamaond Multimedia,
which produce the MX3N Soundeand that uses
fureals Viortex 2 chip that in tum utifises the
AT 2 AP Tor inereased sound features within
FAMES

A vou can see it is easy to figune out which
cards support EAX, bt vou I..\'I'\lllll,! havee o
check your cards actual specifications (o see
whether it supports AZD 2 due to the fact that
e Hhan oo manulacturer rl-:ldm,‘r cards
using the Yortex 2 chip.

Vioices

The number of vivices
That o sond

cand sup-

ports -
melers o

the amsumnt

of simultane

ous sonnds thal

can be mixed togeth
. This s olw |;||.|‘_-|','
important o gamers
since a lob of sounads get
Played simultaneously
The maore voices a sound-
card support the better
VO SAMING experience
will bes OF course there is a
Fiemnat thuat graamies chisvacligaers
ustally don't go bevond and

some soundoards have an

exlreme amount of voices that thoy

can support, Usually the soundcard
specification state two different

amounts of vodces supparled, One is the total
amount and one i= refermed to as hardware voic-
e, Tha miost imyportant one is the handwane voic
e since this is the amount of sounds thal can be
muixed twrether directly via your seundcirds
Hardware voices mesquice very little processing
trom your CPL and thus are faster than

software mixed voices

Surround
Sound

s statied

i the

beginning of

this article, sound
twechnology has
come a long way
siner the days of the
Lownill inn ‘-|u_'.t.i.4,'r ol vt
P Today soundcards 1
support triwe surrouned

sound by outpulting 4 mede-
pendent channels, 2 front

speakers and 2 rear speakiers, This makes a
world of difference and has o e espericnced o
be believed. With froe sarround

sound games come alive angd

you should strive to purchase a

card that supports it Soundcards

ane even offering Dolby Digital

surronind sound as well these :
davs, which is known as 5.1 sur
ronanned soured, Dolly Digital 5.1
consists of 2 iront, 2 rear, 1 cen-
tree andd | bass speaker. This fur
mal is mostly used by DVD
miewvies and games are still in the
process of adopting this stan

dard although a tew have

already appeared that offer Dolby
Dhggatal surround sewnd

While nel niscessary that o sound-

TO GO WITH

cand supporis this

HP&RI%

standard (b is a greal
addition if you have a
PV edeive amd swatch DV
mOviEs on Your computer.

e

In Closing

I am changing my stance on recommending
sotndcards, unlike the other hardware T wrobe
abmil - in the soundcard industry the leaders are
clear. The two main plavers are Creative Labs
that prodoce the SB Live! and 5B Live! Valoe,
both exceptionally good cards and Creative Labs
after-sale supportis
excellent, The full SB
Live! is &little
Py, but it
calers to the
msician and
has an exbea
daughter
bovared with
inputs and
outpits
that the
value lacks. The
o other main player in
the sound industry is Aureal
wilh their Vorlex 2 chipsel Unlike
Creative they don’t manufacturne sound
cards and sell their chips o manufacturers,
Diamond Multimedia is one sech manufacturer
that recenthy Tavrwchesd the WOCS00 that uses this
chip. There are other cards that use the Vortex 2
chip, but | single out the Diamond card due to
their superb support. Any of these cands make
an exoethent chivice.

Mext month we'll be looking at
peripherals - particularly speak-
ers, keyboards and mice. The
whole philosophy behind speak-
era has certainly changed in
the past few years and
these days when you walk
into a shop to buy a
speaker system yvou
can take with you as
little as R198 or as
much as R30O0O0.
Kevboards have
becomea warped with
some even sporting
infra red connections -
guite a choice there. The
mouse has also undergonea
numerous innovations and
enhancemants over the last
few years, next issue we'll be
looking at all these different
bits and bobs scattered around
the average desktop.

YOLR BHINY HEW BOUNDODARD YO GHOLULD GET
A BET DF SPEAKERS. MEXT MONTH WE'LL TELL YOU WHAT
¥OU SHOULD BE THINKING ABOUT WHEN ODRDERING YOURS...




Since the beginning of time the forces of Order and
Chaos have been engaged in an etemnal struggle to
decide the fate of all Creation. That struggle has
now come to the Mortal Realm and neither Man,
Demon, nor Angel will be left unscathed...

Diablo, Lord of Terror, and youngest of the Three
Prime Evils, awoke from his long sleep beneath
the dark earth. Sétting inimotion a grand scheme Ty
to free his exiled brothers, Mephisto and Baal,

Diablo took control of the small western kingdom

of Khanduras. Working from deep within the ancient catacombs beneath

the town of Tristram, Diablo gripped the entire populace in a blanket
of fear and paranoia,

Ultimately, as even Khanduras' good King Leoric fell
under Diablo's wicked power, a lone hero arose to
challenge the darkness that had engulfed the land.
After plumbing the

hellish depths of the

labyrinth under =

Tristram, the name- o

less hero finally con- -

fronted the Lord of
Terror himself.
Knowing full well
that Diablo's spirit
could never be truly
destroved; the hero
made the noblest

. Derek dela Fuenfe

sacrifice of all — casting his soul and
his very sanity aside, the hero took the
apirit of Diablo into himself, hoping
his own strength of will could contain
the demon within. The hero could
never have known that his selfless act
would not only ensure Diablo's victo-
ry, but would imevocably damn his

'l ] soul for all time.
In Diablo 11, plavers return to a world

]J l{l \." [ L of dark gothic fantasy. As one of {i:.-.-

distinet character types, players will

explore the world of Diablo I, journey
across distant lands, fight new villains, discover new
treasures and uncover ancient mysteries.

“Dur goal for Diablo 11 is o give our fans as much of
what they wanted after playing the first game as possi-
ble. This includes mome ansas, more monsters, more
"‘T"‘”‘ir TN WEAPONS, M00e ACmour, more items, a mone
involved storyline and support for mone players and a
vastly improved Battlenet to play over. We are confident
that we will be delivering on each of these points while
also giving them quite a few morne features and improve-
menls that we fecl will fulfil their gaming desires”,
explained the team.

Diablo has been listed as the game of the year in most

countries around the world. Adding more of the same,

with new entertainment, enjoyment and ideas must be a
hard job but when players return to the dark world
plagued by the evil forces as one of the five heroes, the play

er will undertake a new series of quests to rid the world of
the vile brethren forever. Some of the many other improve-
ments include expanded world filled with more involved
quests, deeper characters which include non-playing characters.
There are now four different, fully populated towns complete

with wilderness arcas. One of the essential features is the

advanced combat system, which incorporates class specific
fighting techniques and spells

To create a new feel the engine and graphics have to be
an essential area and the team explained this. "Diablo 11
has a completely reworked engine from game play to
graphics. We are also supporting plavers who have

OpenGL or Glide based 3D aceeleration with an improved

lighting engine and a perspective mode that offers more warmith and
depth to the game. While a 30 card is not needed to play the game, we
wanted to provide something extra for people who have one. The game is
now faster, with smoother game play and no loading time on any of the

Jeviels. We have worked hard to
ensure that no cheating can
appear in the game as that did
happen in the first game. In effed
what we have done is basically to
make Diablo I bigger, badder, bel-
ter and even more compelling
than the first one.”

It does appear that even though
the Internet options are not a greal
foscus for Europeans a lot of time
has been given to on-line featuns
and the team belicve that a large
new chunk of players will find
this so compelling they will use
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the hattle.net option for the first

time. "W are always working to
improve Battle.net, and Diablo 11
will see a huge jump forward in

what support our service pro-

vides. We will be able to handle £t

more plavers while storing their

character information on our m_
servers, thus preventing cheating,

We are also expanding our base PR!. \( I L

of servers both in the US and

globally, By continuing to make it improved mini map, storage

as easy as possible for people to areas for items, clan support,
connect to Battle net through a which it appeared, was wanting
single button click interface with- in the game, which have been

in the game while improving the implemented. "We are trving to
wope, depth and stability of our add a lot more things that build
network we believe that we will on the success of Diablo and real-
continue to increase the number ly take the game to a whole new
of players we service. level. We have many more types

of monsters, with an emphasis
being placed on making them
unique from each other and
even strategically challeng-
ing to fight. We have added
the concept of pas-
sive skills. An
¢ example of
f  this would be
block’, a skill

i ™y ; that inherently
& makes your charac-
1 ter more likely to be
-4 i able to block incoming
b meles attacks. Each char-
> acter class has 30
gkills/spells, so the huge
With variety of effects that players
the team constantly can employ in Diablo 11 is pret-
EXPIESSING IMpPIOve- ] by impressive.”
ments, a tack that =
most teams would go “‘
with, | was eager to A%  (ne essential point was, with so

find ocait more about the B many games now very similar to
new spells, monsters and abili- Diablo, did they not feel that

ties and it was all cloning af the game has
explained o make now become so preva-
real sense. [t has lent that even they
been through feed- could have prob-
back from the lems in a market
user, whl.:n: that is saturated
Elizzard is with this type of
strong, as to game? "You must
what should be remember that
added. 1t was we have writhen
little things like Many games,

lhx..' characters including
being able to Warcraft, and 1
run and an

would say the

VoLume 2 e e

ISSUE &



sequel was a lot dif- tree’ was mentioned. The skill
ferent to the original tree will allow the players to

game, and that is really customise their charac- ¥ .
what we believe ters, Every level a player t bI b[
Dxablo IT will be, a advances, he will get points S:be an CI eri DD Ine ma‘f’
new experience. The  with which to develop his/her .
only muF‘:c woe can character skills or spells. This Emb DD[ ED 2,000 l)e ars agn
g0 is to ensure that means that two Soroenesses of j 3 -
there are 50 many the equivalent level may have i 't t D f % ‘t[‘)l b
interesting ingredi- focused their points into com- 1115 'Du SI e U e e e]n"
ents in the new pletely different areas and
game that people would both be beneficial toan & .
will feel compelled adventuring party for different £ 550 l 900 I)Eﬂrg Iater [ts barh $Ecret
to play. We would reasons. With around 30 ' £ !
like to believe we could introduce a whole new unigque skills/spells for each D tb II t f
audience to RPGs and a selling point is that it is character class, you can expect guﬁace ln E 5“1.(1 Dmr[ D
pasy to understand and hard to master. Too o see some very different
many similar games have too steep a leaming characters on the battle net me‘lmﬁgie :&[) ate au-
curve. In one word we believe we offer fun. We mode.
are striving constantly to break new ground and In Diablo 11 this is a new trad-
make people it up and say, wow! 2D games ing area as the team explained.
appear to create less excitement but we want “In Diablo I, we want to make S8t
people to see what can be done in a 2D game this fun and rewarding part of
that has not been done before, -~ the game easier to accom-
There are many areas in Diablo 11 §®  plish There will bea spe-
that break new ground. There are [-* e cific ‘game type’ that will
seamless transitions between b e be a trading post that
areas and the levels are so alive 1 i % can be launched direct-
they will just pull you in. The role \ ‘ * ; Iy from a chat channel
playing game has a lot more to offer, - whien you are playing
so much so, that we really have a long x e with the multi player
way to go and Diablo 11 is really at the mode. This will take
evolution of the genre. As we are there 1 players to a single
first we hope to ensure that Blizeard con- . screen where they
tinues being innovative, You
may ask can it be done? The _
list is endless - generating e
more item types, imple- f ", Fg: :
menting new spells, cre- b 1% e - 2 %
ating skill effects and i PPt T R N
making the challenge ! ] /
BVEen more excit- R - y s 41
ing! *ﬂ‘r - Vil
When talking 5 = = ’ .
about the | iy ik -
learning ;'-\“:‘H_ AN : o %ﬁc
A

N

can use the secured trading features of Diablo 11
to exchange items and fold, and then immediate-
Iv retumn to the channel they left.”

So with such a major leap forward how intuitive
i= the interface and has it changed much from
the ariginal? "It has changed, Blizzard explained,
somewhat from the original, mainly to provide
as much screen real estate as possible, One of
our strengths has alwayvs been interface design,
and Diablo 1T is no exception. Blizzard believes

that games should be easv to learn and difficult sible actors for the roles in our game, and we
to master, and a clean and intuitive interface is have the same composer working on Diablo I
key to this experience.” that created the much-acclaimed score for the J
Hastily moving on, [ asked them first game, This is an often overlooked area in |
W how important is the soundirack games that Blizzard has always been dedicated vl
. and any speech in Diablo 1T and to supparting and evolving in the same way that 1‘
what details can you give us we approach art, programming, cinematic | I
about it? "Of mur:s-:hi: is very BEUENCES and game deqjgn__ . |
important. We are going Asked o give a quote on the game that summed e
through an exten- up the h_.ﬂis ﬂ\;'-lughl& “Diablo Il will meet and | imed > L O0OD OF THE D A
sive audition  pass the expectations of the millions of people . __alnd A
process o who have played the first while remaining 'i’ = .
cast the accessible to the mass market. We strive to coeate -.
bt games that are fun and addictive and Diablo TT 'ﬁ?w
P05~ has all of the ingredients to become the next big "b.qq
thing.” )

GOMING SOON

| Jatannesburg (011) 233-1111, Cape Town (021) 418-4240, Durban (031
designate rademarks of, or koensad to, Sierra On-Line, Inc., Bellavue, A3l




Most readers will not remember the arcade game Primal Rage that was ported over to the I'C and other console formats a good
while back. At the time the supposed selling feature of this old game was the impressive amount of moves, including some
really nifty special combos, but the real selling point was the fact that the fighters were huge pre-historic monsters. This was
at the time when Street Fighter was fashionable and the PlayStation was only a baby. - Derek dela Fuente

na wav Juraszic Park: Warpath bears many
I similarities to Primal Rage in the sense that
vou have massive creatunes and lots of fighting.
Whereas Primal Bage was very limited in both
the amount of moves and also restrction ol

BENRE: DiNOSAUR FloHTiNG [PSX]

DEVELDPFER! DREAMWORKE INTERACTIVE
fighting space, Jurassic dowsn't sufler from any
limitations an the imagination of the creators, PUBLIBHER! ELECTHONIE ARTE
whese pedigree cannot be dismissed lightly.
Developed by Dreamworks and publishid by
EA Vi expu t the game o oo class anad it will!
Thi game is based around certain aspects of the
Jurassic Mark films, The first thing gamers will
notice when plaving are the many cinematic
towsches and the lush graphics with a nice rich
palette of colours The sky with its billowing
clouds, the ground with grass and trees and all

BuUuFPLIER] EA AFRICA
TEL: (D1 1) BO3-1212
EXxFECTED RELcaseE DATEI NOVEMAOCR 9

INTERMETE
WIWWL A COM

diverse and well-known predators from the

Jurassic Mark world, including the ever-popular

I'vrannosaurus Rex and Triceratops: Helping Lo

bring another ey ] of exctement and interest to

\.\ the game, players will also be able to choose

% from an array of newly discovered
dinosiurs, such as the Mega Raptor and

8 Gi

II'-II nal will imclude moves such as bites,

i\ staps, claw rakes, prabs, combos, rever-

| sals and slams. Battles will be super-

manner of vegelation w ith massive shadows
being cast by the creatures as they fight, all
o into creating a visually enticing game:
[ Meamworks are renowned Tor their
skills in this department and they have
all been utilised to their fullest poten-
tial inv this game. Fighling games

intasaurus, The game's fighting arse-

may have gone out of vogue in
some circles, but this title will
make a litthe miche all for itself?
| changed with real-time wounding

1[ eltects, shadows and

! ligghtityg, rsing dust,
blood and environmental
ning.

TYHANMOSALRUE
REX
Whoen two prehis-

orc creatures [::n.';t'l“

s Y
Plavers can also takae
advantage of destructible
obiects such as electrified

PATHE

RSIR.  maal
. 4

Vil ]1.\.“4 ¢ IMAsVe
A0 lecations to
mewe arounad in
with varving
panaramic views of
the fighting, Just as
you

]
{
3 etfects, such as lgy

e T

damage their oppo-

nenis.

It s when the plaver is in

control of one of the mon
sters that vou will feal the
force and might of these
gArganiuan croeatunes

As vl ||,|n=._'|4' Jsp-

wargl vou will

AT
ready to
lunge with the
firal mowve o kil off the opponent
your will see people running across
viur path. Fighting in living and argan

seg blood com
ing from the
muuth of a creahure as it
hits thie backbome of the
oppanents, It appears

i worlds brings the game to life
Turassic Park focuses on l_'xl:ll'.'1'||'1_1. ferncians

dinosaur commbal among a variety of wild,

_'Iill“

men

i

that attention o physics is important aned so il
you pick one of the larger creatures his move-
may be slow but the force it can make
with one blow is truly impressive, Like all fight-

ing games, each creatune has its plus and minus
points and it s up o the user to make the best of

what thiy have
Some of the Key Game Play Faatures:

»  Head-to-head feral dinosaur combat against human oppo
nent ind for Artificial Intelligence (Al).

o Ten dinosaurs to initially choose from (with more dinosaurs
toy b unbocked), each exhibiting unique moeves looking
remirkably different and having a plethom of their pwn
mioves, such as flesh ripping atlacks, nevk-breaking grabs and
F\'l'.u‘rf'll.l throwing abililies.

o Fourteen arenas come to lfe, which were modeled on pecog
nisable Incations from thee films inclading the Visitor's Cenire;
Helicopter Pad, Embryo Lab and T-Rex Paddock. Human
and animal ‘edible’ pewer-ups which increase a dincsaur’s
health

*  Challenging one and two-player modes that provide plenty
of variety for competitive plavers.

= Unique 'Blood Hage' mode that awards players with secrel
attack moves. Interactive Dinosaur Institute that allows play
ers tor find in-depth historical information on each dinosaur,

» Sound effects such as bone crunching, primal tribal music
and an orizinal orchestral acore which all help to escalate the
disgroe of mayhem and damage going on in the game

D

—

Plivwiers will be alle to

choose from more than
[Enm IMysILLr: -\.|||'|I mul-
tiple unlgue 217 arenas
bazerd on actual maowic

locatioms. he attention given to
gach of the dinosaur’s fluid move-

amuuil of attention to detail the eam has craft
wd into the game. As the lumbering creature
TTRMEY S CTOES this sereen you can .|||'||'\-|:'I =T
e groumad mioy
img oy dust rises
froam i1 feel. As it
confronts the opponent the
CPLU Al tracks yvour maowve and il
WKL o for a .'|1||-.'k.
thrust voui
could find vou have
missed voar tanget and get a
swwipwe in the face in return., Oy
sCPeEn information T |.1j:|11|"|:.': i

muent, skin texlures
and visible
physical damage
(bruising and scarring) ele
vate the game's |
intensity and boosts the

el of

plaver’s adrenaline.

viou and the opponents well
& LITTLE FIME TUMING being keep you up lo date with how well vou
What makes Jurassic Park:

Warpath is the expertise thal has
]

ame doiimg,
Thee contrisls om the early demo were precise
with a umber of excellent moves that cin be
learnt and executed in a short pen
ol aned with more fine funing,
it looks like EA has
another hil on their
hands. With plenty ol

options to customise this

gostwe ko the creation of
the: game from the model
ling of the creatures o
thae ami
matlion
that is fuid
and life like,
Fven the skin on
the creatures has
bewen specially
created not only to look
lific like but alsa o scar
up. The lighling gives thi

game its very ambient look. It is
dark and sinister and where
thaere is full Hight vou look at the
screen in wolvdermen! at the

should please all!

The one limiting Faclor
is that the games main
_||_1|_1|_'.'|: will be 1o the

vounger audience on the PSX
Although the game offiers nothing remark-
ably innovative in terms of the fighting genne it
has got the lock and variety of locations to keep
vou wanting o come back for mone

DEAEE DELA FUENTE




HIEHS

with so much attention being given 1o PC previews, we have decided to give all thm«; Idcdi{aled mn-sili il.:jr:;:t:; ::::Ilg::lz:fus
i i in the next few months. Needless 10 say, weve

look at a few of the Playstation titles that are coming out in t ¢ > 've :

and bad alike, and have selected a cross section of up and coming games that vou will see reviewed within our hallowed pages

before long. And so, without further ado, we present a smattering of the future of PlayStation gaming...

um JAMMER LAMMY TiINY TANK VIRUS

A deadly computer virus of unknown origin is

I turning people into half-man, half maching

2 It is rare that a game this ouke
teer e W W Um Jammeer Lammy, a surmcal

Enter the world « Jian bl quite this Besstal. Thny

Tank details the adventures

of tha haeor of the same

AT i ironmienl whore muesic 1s paoawer Ihe abominations that bring terros and
distruction with them. As the

plaver, vou e b0 penetrate

: t R
game play for this game is all based on the
guitar var

nmYy,

rsical prroivess of Lal

ises the powwer of her guitar pliaying

M
Eraiesoy w
po et through this ditferent adventurne
he wirrld of Um Jammer Lanmy

nam, whio has 1o save th
world from the evil machi-
pations of Mutank. Game

thwir alien erganisation and
fin the evil that

Pk nisd these
i 1 play is fast
the lead guitar player lor thwe band

\ : strange cvenls
Milkean, accompanying the vecals of the - / and destroy it
mysterious ChoplChop Wr Umion ":-f o Bascd o the
'.I|'|||'-rr||!"'|_|:1'|||' W i'“III :IIII“.I_.‘ tar Creale a IL.III' --.': 7. - " * recail 1||“I :"r-.|||||1lr:-
a bt was lost on the execution of this By r ammio Lo Ciintis

came, with graphics that sacrifice polential Virus s a6 action

packed game in the spirit

fivr unigquieness. | [owwevier, I MESIC I Vs

thing - -:-np-.-._l.lll'. guitar driven syuds : o Pesident Evil and Silest
2l ATE & s e these days, then Sl wilily 3 . scare sitting

that ane sadly soorain y
- arcvind every COMmcr The Oy

wie ab NALG ol 1o ook at is
obviously still in

it's warly days,

itk € play

NN
- ¢

is made up main-

|

-

iy
maikch the game in
exectting hot gui-

tar sounds, rather

and prob-
i oIS

like

than partaking heav-

iy in the adventure

With this game you can
playv conl riffs wilthiout
having to spend thousands
of Rands on guitars, .:|1'|'r'I|I'|--~

anl effects pedals.

Al TLEFNOEE W
inleresiing
sl fr""-r!|-_'ll-\.|l'l'.f [

KUuRUSHI FINAL

clipping aboungd, Howveyer
with huge explo '

sjons and nasty
bad guys, Not o

whien wiriti 3 preview,

O apain mankind is challenged by the superi-
or Kuarushi inte
owzebes means the continued existen
;u.mk;ml You becom the champion of the
hisman Face as voul work your way througl

enitertalning

porl ribial 1= ore o) Bhe mosl

cree, But this tim

umpsrtant lacbors wie can
take into account, Sa, prab
s astde, Vieus holds

1 s higze amoants of paotential

roeetibicae, of

course, the foul
¥ mouthed,

dummabive iiL':l."'”

il ! raphically excellent, atmospherically perfect,
Wl ”.| v simple game bo this explosive shooter. Tiny Tank Lraphically excells | |
PRI sam 0 ¥

al chal

and, abuove all, ded
Kurushi Fina
.+ for every playver taking it on, The strange,

Virus will most certiinly rival hoeror Gitles like
Resident Bvil and, who knows? It may even
rd fire PlayStation horme

is au loveable as he s abrasive, and

will prowve a ment I
' plivwers are wranteed to enjoy his antics as I

bizcome the walchw

brlasts the iy
Armed withoa L
destiug Ty
rain and smooth roads alike in his quest. Fine

wirzles that need to be solved vary in

shing
FLRALS .|||\, froam routine o .IIIIii

hils ot of the opposition
3 wlventure gamis!

t impesaible

i

nartest, quickest thinkers will be able

Ll thic &

X FILES

ty miaky thieir way through this time-based battl

e warmesd, Kurashi

] graphics, smooth game play and a truly hilari
of wils amul -.-.||||-.|.-.‘-.f'. But | " wurs, addictive approach makes Tiny Tank some
I I imyprison with ifs addictive spol d

Final will imprison W ith L ! thing that will certainly gamer huge amuints af
the world over. He is living proof that stae

ure of annihilation potential!

Sleepless nights afid aching fingers will mos) follows the trail of two missing FBIagents: Fos
Mulbder and Dana Soulley. The trall of intogue,

cover-ups and betrayal grosws mon

rlainly resull as vou battle vour way through
= - is ok A me

puzele after pusele
anel more inbenee as L story pre
waps, leading Wilmore intoa

ranota and

[ (!

workd of conspiracy, p

the essenoe ol Hne eve ;1|\|".|1.|T.
awarding winming TV series it is
based on. Fans will certainly enjuy
soeimg the familiar froes of Muldes

Seulley, Skinner, Mr X and the
Caner Man in this game, which
looks and feels exactly like an

sindie of the senes

o actaoar, in

i W-Filess 15 a shun-

b rosamance,

1 ning adventune prying at the edges

{ tiu

unknown. Unfortunately thwse no

ol povernmenl Conspiracy’ a

KumigHi Fir&L: SoLvE IT OR DIE!

Step into the shoes of agent Craig, Wilmon: as he

fuear, Chiite simply, this game Capiun
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PLAYSTATION PREVIEWS

[CoMTINUED])

PREVIEHS INER COMSTRUCTION

VIHUS 15 DANE AND FRIGHTERM

lamihar with the X-Files
ke ol them

those fow =ad, lost
will il necessarily

whderstand evervthing about what's

rame, This game is

simed ot X-file-ophiles, people who under-

sand the nuances of seving a guv with

wetrd black stuff clou r bis eyes, ., Fox

meractive deserve a huge pal on the

back for this one

POINT BLANK 2

Load up vour guns and ger read)y
for muire sty Blast-o-rama game-
pday as vl enter into the world of

Poing Blank 2. Useable with eather

wmtrollers or light guns,

: 2 exists purely as a cele
pumiping lead into
defenceless targets. The game is

rme il theese “easy to learm, hardd

o miaster” efforts that so ollen

o be very successhul and
popular with gamers. Point Blank 2
offers the plaver several different play

mistes, each comprising of different challenges
of varying difficulty. Whether vou prefer pick-

1t ddetenceliss

tg Ol moving fargets, b

thultv crealures, procision Lashing tlu

o in rapid e action, or mevely blasting

ing that mawes [or doesn't), Point Blank 2
1, skill

ind accoracy, and push vour game play abilities

T st

nething for viou. Test vour spwse

by the limits with this one! Even though eviery

thingg is cute b the level of being saccharin
within twe game, the play is last, fun and satis
ving. Even though it may look ke 11 at fiesy,
1i||-‘ i not a game for kids only

CHOoccoBeOo RACING

Yot anisther PlayStation racing game, Choccobao
i a cule whirl around surreal tracks
that wind through the earth and soar into the
sky. Several cutely Bizarre characters ane avail-

R b

able for the plaver to use, although Choccobo
which resembles a Manga-style chicken an jel
powered roller skates, is the character of

ve, The whole question surrounding
Chawecobo Bading 15 il largiel marked
Although the game is so cute that it

ke yonn want to huel, the courses
pretty challenging, and will take
Land thoeoreti
cal knowledge to complete sugoess-

mave tham a little s

fully, Aside from that, the

game is really un, with

sETATIEe posicr ups and
WERpons

dotting
the eonarses. This

gamie will certainly be one to
witeh, prarkic ularhy, wi SLspecl,
lor the younger market

360

Hiovw can omie besl describe the

fast paced action of 360

T CATT eI £ .|P:||r\'
the awesome speed and bBeroe competibiveness

of this racing game? To be

Play Against
aFi

POINT BLaqkE 2: WATON YOUR MIBC, OUDDOY

it's wirtually impossible. Suffice o say*that this
"
pame takes place at break I‘l-.'-.']-
g}

race racks that wind and [

s through

o wide

variely of lereain bypes - with opponents launch
ing deadly weapons at vou at the same timae! Bt
. there are s0 many
TACEIE SIS
liker this avail-

able for the

PlavStation.
What makes 360 different?

Variety, mainly, and a challenging vet
Fun set of tracks to traverse. Add o that brlliant

and wood sounds
nd good sounc

i vou have o game

d with Buge amounts of promise.

All the cames fisted abowve, will e coming soon
tor o IlavSkalion nasar vou - MNAL

CHoocooRD RAQING: DOM"T Call

CHICKEN




For a long time, certain forms of entertain-
ment have been the target of ill-conceived
and under-educated witch-hunts, Role
Playing Games, horror movies and novels,
certain musical genres..., even TV shiows like
the Smurfs and He-Man! And now it seems
that computer games an: the latest target. Tt
woulbd seem that certain people have chosen
to believe that computer games are “evil” or
contain "Satanic” imagery.

One can sec the perceived evil quite easily
in some games. There is no doubt that the
cinematic sequences and graphics of certain
games an: quite disturbing, even to the
point of being "evil”, to create the necessary
effect within the game.

It's all a matter of what gamers want o see
and, quite obviously, fhe vast majority of
gamers enjoy this type of scenery, atmos-
phere and feel. Let us not forget, of course,
that most games are all about the fight
against evil. In fact, one can not remember
ever coming across a single game that advo-
cated evil acts - not in the sense that these
mother grundies mean to convinee us of.

Awards
cCaremnmony

CAvinG,

pl‘.‘i
c

mbus

What do they think? That playing these
games is going to turm us into covens of
baby sacrificing, slavering savages bowing
dewn to golden idols beneath a full moon?
Do all gamers go straight to Hell? Certainly
a preposterous notion, but this is a very neal
problem facing designers, distributors and
gamers alike. The question lies in how much
sway these anti-compuler game zealots
actually have; can they sway opinion?

Do they have enough clout to make a differ-
ence? The answer is no, they probably don't.
However, the effect that they have on the
industry is still tangible, even ifitis ana
small scale. How many gamers can’t play a
game because their parents and partmers
may balieve that it will turn them into
slavering devil worshippers? What these

Y1

t¥ ey
= adlirg

AN ¢

people have o realise is that, although we -"'_ i

love gaming, it is not our religion. Lk

Don't find evil where it doesn’l exist. Its a !

waste of time and energy that would be far :r:l'IT
.

better spent elsewhere!
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Here's a game that will

chill you to the bone as "frO_u and a partner

T,
he most anticipat®

you battle the forces of ':';F ’
evil. It is an exciting = con win batghts nccommeodation
rollercoaster ride full of § .' :’” of ‘

0
:f::l’i'i‘?n:“i‘;“;:“;ﬂ_‘d nd and a ? hour exétirsion to the Kennedy 5f&ce Contre in Orlando, USA.
have no doubt that | = ; . ., 1
Shadaw Man will be There are algs loads of ¢ames and Téshirts to be won. To enter simgly
top dog, and have g
decided to give it our e answer thefollowing question lvisiftrurw. va.co.7a or www.westifood.com

Editor’s Choice award.

for helpland send your entry téElectronic Arts/ Tiberiapitn Competition,

8.0 Box 3180, Rivonia, 21#8 before the 15t of DeErmber 1939,
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f vou look back into the history books
it is extremely difficult to find a game
based on the interesting topic of Voodoo g

mythology. Actually I cannot recall
any, which explains why | grasped at
the chance to review ShadowhMan,
Another reason for the lack of
titles with a voodoo back-
ground is the gaming indus-
trics attempt to keep away
from the controversial. Now that
the gamuers profile has proved to be
‘wmore mature and affluent age group
We ane sure to see the controversial bar-
rier stretched Lo the lmiks, and S
ShadowMan certainly pressurds iy
L morals,

- ShadowMan is based on
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Unlnrll.lml Q!
fur b, IhL .
money hﬂlunk,t'd"
1o a powerhl ; 1
pany; that ﬁh]n-fs.,ml ;-
b ek him down -
and starts harassing
Mike for the monity back.
Bul, as fate would have it, e
spent it on his family and his
[itthe rother’s much needed oper-

option
32-bit |
ing you
splendc

ation leaving him with no option but [
Charact
1o ask for the help of a voodoo priest to -
cially tF
protect him, The protection worked, but all )
are incr——4

o well, as e survived a drive-by shooting by

SHADOW MAMN (ConTiMueD)

HANDING AROUND NOWABATE CaAN BL HATARDOUS TO VYOLH HEALTH

some mirache, but his parents and brother were
killed, Mike's recovery was swift, but with it
came his loss of memory and an ensuing debt to
the pricst for his protection, he was drawn into
the underwirld as a hitman with the pseudo-
nym ‘Zere’. Oblivious to his true identity, Mike
was summoned by a powerful, but dying
voodoo priestess named Mama Nettie who pre-
dicted the coming of Armageddon. She neceded
sameone 10 be her puppet in the world of
Deadside (where our souls go to die) to track
diwn thi: perpetrators of the coming atrocity,
and Mike was her first choice, As she implanted
the powerful Shadow Mash into his chest all
Mike's memories retumed, leaving him with the
ageny of his tom life. Armed with his anguish
and the power of voodoo, you embark on a jour-
ney that only you can take, to the Deadside.

You might be wondering why T highlighted the
frials and tribulations of Mike LeRoi, the unfor-
tunabe =oul who is chosen to save us all. Well, if
Acclaim and Iguana Entertainment can come up
with such an interesting tale for the main charac-
ter, your must wonder what the actual story
entails. From the onset you are challenged to
follow and decipher information pertaining
o your quests. Files full of details regard-
ing your tasks and opposition are guttercd
with details that Scotland Yard would be
proud to have. To cut a long story short,
ShadowMan must travel between

Liveside {reality) and Deadside adding to
his voodoo powers and at the same time
track down five of Liveside's most dan-
gerous serial killers, each with their own
special brand of killing, ShadowMan's
every detail seems (o have been

researched and tediously implanted into
this action adventure that will take you to
the depths of hell itself.

Add to this shocking vet powerful story
one of the best gaming engines yet pro-
duced for PC. An engine developed
exclusively by lguana Studios UK called
VISTa (Virtually Integrated Scenic Terrain)

and highlighted in ShadowMan with

such intensity that your anxiety will

be pushed to the limil. With the

option of 31 -acceleration and

32-bit (16-bit included) textur-

ing you will be inawe of the

splendour of the graphics.

Character animations, cspe-

cilly those of ShadowMan

are incredibly detailed and

fralistic, classify-
ing him as the
Lara Craft of the
underworld.
Panoramic
SOCTICS AFC SPec-
tacularly created
and awesomely
detailed and
refined in every
way. Whether

. you are in the
passages of
Deadside, the
rooms of the

- Asylum, or the
o living of

& ¢ Liveside, you are

Acclaim's Motion Capture technology.
Everything that Acclaim set out to achieve with
ShadowMan has been realised but [ was unpre-
pared for the immense effect that the sound,
music and special effects would have on me.
Playing ShadowMan at 12.00 o'clock is definitely
not recommended, actually T found it difficult to
find a preferred time, the eeringly realistic sound
scared the living daylights out of me, rendering
mo into a frightened, fragile boy. Creating this
weakling out of me was certainly not on my
agenda when T started playing Shadowhan,
et time 1 will heed the words "you will con-
front unimaginable horrors that exist at the
edges of our perceived reality”. If you are a hor-
ror film lover or perhaps enjoy thm:'rdscam or
two then the ambience of ShadowMan combined
with intense moments of I'y::::x should be your
oo < Cuppa tea.

immersed in glorously
rendered graphics the
likes of which | have
never seen before, With
that you have the
weapons and power-
ups that are spread
arcund the worlds,
some of the most spec-
tacular water rpple
effects ever seen on PC,
and realistic fire effiects

to ogle. All characters e —

within the game are
depicted using a highly advanced 'softskin’ sys-
tem, which allows them to be accurately depict-
ed with a high level of detail. Characters feature
realistic muscular definition and deformation
effects and ane brought
1o life using

Taking on the
| action adventure
| market has
become more dif-
ficult since the
high standards of
; enpoyment were
: raised by Tomb

" Raider and with
. all the accumula-
tive guru heads at
MNAG we tried o
find a suitable
comparative tithe
to challenge it,
but we came up
empty, until now.
ShadowMan is

R Better in my opin-

ion because of its
controversial theme and it's addictiveness that
will enthral you for hours. The non-linear aspect
of ShadowMan will torment your detective skills
as you explon: an open-ended world with no
certain path. Finding much-needed artifacts,
clues and objects are but a small part of the
gameplay. The Tomb Raider franchise should
take heed at the advanced movements and con-
trol techniques utilised in ShadowMan. Yes, the
jumping, swinging, falling part of the gameplay
recks Tomb Raider, but then what action adven-
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being shot at, sl

it
anything that
has gracgd our
PCs, into the harsh
and savage world of
voadoo you will drop, your
sanity will be chailmﬁ&d as
your senses arg punished.
Playing Shadowan is risky to
aur social belng as it eoters )
e realms of most enterta Mo
img action adventure of 99,
You cannot experience it
without having tastad the
fruits of torment and evil,
for only you can save
us now. Get it or
be forever
lost,

Developer: Publisher:

Iguaina Studios
Multiplayar

Comparitives

Graphics

any direction while in the mod
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REVIEWS UNDER FIRIE

SHATXOW MAN"s inlluences ane extremaely

diverse, not valy drawing inspiration from the
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ghis. Though this makes SRS
ws complicate mul- K8
avail-

comic-book and various Voodoo reterences, as
saming classics such as Whvad, Lesond of
aned Suipwer Mario-6d, bt also other cultar-
al mfluences as well s of Bacon
Bruegal and 1

Hellraiser, Nightbreed, Manhunter, Jacol's

the painti

b maowies such as Sevien

er and Eraserhead; the poctry of T.5. Eliot
n particular, The Wasteland and The Hiollow
tlen): the works of Joseph Campbell; and inten
sive studies in the fields of psycho-sexual pathol
oy and forensic psychiatry. These diverse influ-

Ences an teeed 1y the game and have helped
s save game leature 15 o create a rich and highly entertainin

ey, ||"|h|'| il

ATy
sling SHALOW MANS

reators Lo develop a product that will nise above

e o save at any-
up auto move posi-
will allow the

the popular perception of the video-g

food and with SHADOW MAN créate
thing more akin to a gowrmet maeal (albeit o
served with fava beans and washed down with a

nice Chianti...)
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Grab a gun, travel to an alien world, shoot everything and press a button - first person shooters seem to have a raw awkward
feel to them don't they? It's the subtle difference between the civilised battle between two men with swords and the one with

barbarians hammering away at each other with clubs. By giv
and fight in, Descent 3 opens the space where only the most e

eedless o say we can once again forget

about trying to find that ‘deeper’ meaning
in the plot that holds things together in Descent
3, Even though the tale is completely devoid of
imagination, it just manages to resemble a story
of sorts and does continue and evolve sufficient-
ly enough into the pame to get away with its
weak ideas and limp twists, Thankfully it does
form a decent enough frame of reference for
why you find yourself in whichever situation
you're in, that is if the game affords you enough
of a break from the action to rest and start won-
dering about
I T
At the core of
this apple, the
story isn't
important -
what you
should worry
about is how
the worm got
there in the first
place.

WHERE'S THE FLOOR?

Descent 3 is a first person shoater that does
away with the age old concept of ground to
walk on and
instead offers
players an addi-
tional dimension
to explore and a
few new keys o
gel o grips with.
One quick look at
the control set-up
and additional
freedom of move-
ment broadcasts
ONE MESSAZE Very

ing the player a true three-dimensional environment to explore

legant and skilled of warriors can do battle. - RedTide
and you've got Descent 3. Studying the y ____.---"'F# strategic elements to the genre. In addi-
manual, performing the training mis- g o = tion thorough map exploration is
sions and eventually controlling ,e:éw ﬁ : demanded due to all the odd
the craft can be so off-put- o ) -.' architecture and the way you

ting at the first attempt

you'll be doubting your pur-
chasing decision. The real
reward with Descent 3 is only
received onoe you've mas-
tered the controls and fully i
understood how the game works,
after that you'll be patting yourself —
on the back after every successful
mission, The keyboard, mouse, joy-
stick configuration utility is user friendly and

with some careful trade-offs and planning it's
possible to use the standard Chuake mouse and
keyboard combination with great effect.
Eorwards, backwards and straf-
ing are all you really need, the
game can be set to correct any
roll or funny angles when enter-
ing a room in an
unorthodox fash-
ion, such as
upside down so
you rarely ever
need to correct
this vourself. The
tendency to try
and play the game §
& like vou would a
| normal first per-
son shooter is

clearly, stay away if you suffer
even slightly from motion sick-
niess. In laymen's erms, you
pilot a craft through a series of
intricate levels with complete
freedom of movement - any
direction can be travelled in.
Think of flying a small space
ship inside a level of Quake 2,

very strong and
only perseverance
| pays off. Many

| people simply do
not enjoy playing
a game like this mainly due to the
other dimension, but it honestly

is a much better experience and
strangely brings entirely new

T AP IP PRI

THERE'S FAR TOO B

move through the game world,
it's easy to miss power-ups
and specials just because you
didn't turm around or
explore arcas above eye level.
The map designers have been

you have the ability to fly in
any direction people still
tend to stick close to the
floor or in the middle,
never looking up’.
Strange but true, many
specials will go unnoticed
" simply because they're
placed near the ceiling. So

with an intuitive and fully cus-

tomisable control system, an

excellent sense of freedom of movement and a
perfectly balanced craft to fly it is imperative
that you overcome those fears or ignorance and

iuGH Lave W 3D sHOOTERE THERE DAYH

try something different. Any monkey can run,
shoot and blow up things but it takes true skill
and aptitude to think, fly and execute a quick
kill.

EXPLORE THE
TITAMID

This game has
Immensa maps,
you might even
g0 as far as say-
ing exhausting,
not so much
because they e
huge sprawling
affairs but
riather becawse
of the way they
are explored.
Mavigating
through these
subterranean
strongholds
reminds one ol
exploring a
long forgotien
ship at the bot-
tom of the
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DEEEEHTE {CONTINUED)

pepan, where the next room or compartment
could reveal fantastic treasures or a fatal
moounter. This is the closest you can come 1o
socurately describing the feel you get when
playing through the levels in Diescent 3, it's
ehilarating. Fach level engulis your senses with
their cavernous maws, and by using a new
engine technology that goes by the name of
Fusion the developers have managed to capture
neal polygon inertia and dynamic physics better
than many others have. In the previous outings
of this series the game maps made players feel
constricted, bewildered and utterly claustropho-
bic leaving one exhausted and very lost. With
lrge indoor maps and well used outside areas
Descent 3 does away
with these problems,
bringing both the out-
door and inside arenas
together lawlessly. The
two different environ-
ments ane 50 well
mished that vou never
feel like you're playing
thrugh an ‘outside bit'.
O concern eager fans
voiced before the game
was rebeased was the
chance that the develop-
pra might over use ‘out-
side’, turning the game
into an arcade shooter,
forcing muscle 1actics
irstead of strabegic
ssprption. These fears
umed put to be
unfounded as the game

gate, but these aré far and few between and
don't form the bulk of the exploring as in the last
Descent games, Toadd another interesting
diversion, some arcas of the levels are dark and
intimidating and this is where your conveniently
equipped headlight comes in handy. The image
of the headlight beam illuminating dark areas of
the map while exploring only serves to remind
one that this could very well be a lost ship, deep
in the dark waters of the ocean. The sense of
exploration is incredible and leaves you thinking
if only they could all be like this'.

ARTIFICIAL ROBOTS

Freedom af movement and classic level design
could all easily go unnoticed if there was noth-
ing to do and nothing to fight against, obviously
right? Well the story tells of a nasty virus that
has turned all the game world's robols into
lethal killing machines, out to get anyone stick-
ing their nose in where it doesn't belong, These
robots represent the bulk of the bad guys in
Descent 3, occasionally you'll run into robol
tanks outside and even the odd cleaning robot,
but for the large part, around 30 nasty floating
robots make wp all that is evil in Descent 3.
You'll find no mindless biomechanical aliens or
predictable waves of flying spaceships in this
game but instead, intelligent adversaries that
should be taken seriously. You'll be hard pressed

blends one environment

info the other without the player even being,
aware, the game is primarily filmed on location
inside’ the buildings and the oulside bits are a
subitle but refreshing change of pace. In addition
o wide-open places and spacious rooms there
ane a fair share of tunnels and caves o investi-

to find any that don't feature their own unique
personalitics and cunning methods of erasing all
traces of you, Not only do these robots have dif-
ferent models, textures and weapons but they all
exhibit their own behavioural patterns.
Essentially it's all down 1o attacking your craft,
but if you examing the attack
patterns and general tactics of
any two robots you'll discover
differences in approach and reac-
| tion. Some will take one hit and
attempt 1o flee while others will
1 opt for a more direct approach,
ramming you right across a
room until either they or you
explode. All these robots an: oul
to prevent you from achieving
one or mone of a multitude of
different missions ranging from
simple infilirate and retrieve
right down to dodging subway
trains under a cily on your way
to deliver criminal evidence
against those who are out to gt
you. The story unfolds as you

¥R OACTTER TO BEND A MISSILF

ik FRINET

progress through the game and

through sorme linking
to events in the story
lime, vou'll have to
CArry out varous
missions and sec-
ondary objectives.
The nature of
these missions are
varied enough to
keep your interest,
but again the sheer size
aof the levels and the  _——
complexity of .
some of the £
missions boil
down to some |
exhilarating
but tiring I'.
play, leaving
you with the
impression that
Diescent 3 is best
served in small doses. e
Oncee you've cleared f
oul the very last
level. attention
will automatically
shift to the multi-
player clement
offered by
Descent 3, Simply
put, this area is as
good a sum of all the
componenis men- J———
tionwed so far, only
this time you'ne
up against
human oppo-
nents. There is
muore than a
fair share of
options hene
with cight dif-
ferent types of
games ranging from
a simple deathmatch et
right up to Monster
Ball {a kind of ;
howver soccer), the
only real problem II
is finding people
ling to drag
themselves away
from Quake Arena
to have a game. The
multiplayer element is a
very different beast
1o what prople s
expect - itsa
more intellec- [
tual battle f
with some |
surprising tac- |
fics emerging.
Cwerall if you
can find people
willing, this game
should live on long
after the last robaod
bad guy is lying in
a thoisand spark-
ing pieces. Again,
the resistonce fac-
tar b this kind of
game will ulti-
mately decide how
many people will be
playing it a year from
now

e
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' APERFECT BLEND
OF ACTION AND
REAL-TIME
STRATEGY 4

them. Unee insiroct-
ed to do this, the
guide-bot will set a
course towands your
p‘nal leaving behind
it a string of flares
on walls, pipes and
other base decora
tions and textures. 1f
you take too long
wheen following, it
will come back for
you, and in a patro-
nising fashion tell
you to move il
along. Your guide-

| bot even has its own
sef of power-ups in
the game that allow

it to 51-""“1 l.1].'fj|.5- THE ‘Ou DE" DITH AR HE NG CHANGE OF PADE =5
activities, guard

your ship or even put out fires.
The fact that you can also give
your bot a name effectively

Wi

hours play he can almost be looked upon as a
child, so when he gets stuck in a corner, acciden-
tally flies into your ship or fires a flare at your

: : cockpit canopy, you should be able to find for-
THE HOVERING GUIDE 0O8 makes it a cute pet, personalised and useful so giveness. Kids will be kids after all. The worst
Lastly, we'll have a look at the different goodies you have to |U‘~'L_' it. The downside - just *.w'.llx'h thing you can duo is to name your guide-bot,

in the game, weapons, missiles and the cute out where you fire those lasers and missiles as from that point on he's beyond criticism.
guide-bot. From a numbers point of view l!wn-_r is nothing Mo depressing than .lm~|u1l._v. Bottom-line, keep an eye on your little helper
Descent 3 can only impress with the amount af fire taking out your little buddy, deep in one of The last e pmblums-hnw B s o wirh

things you can collect, add on ko and shoot with. those intricate levels. individual opinion than anything else. The vast-
Iin lr:ta!_l:hun- are 20 different _L.lmli of weapons ness of the maps is a little overwhelming while
falling into two main categorics namily e ; i : playing and the best advice here is to have a rest

after each level. Things can get a little tiresome
exploring nine million square metres each level,
especially when dealing with around three maps
or missions at a go. This says good things aboul
the sheer size of the game, but be prepared to
commit around two hours or more per level. The
last point (again being personal preference],
many people just don't like not having their feet
on the ground. For those of you wanting to try
something truly innovative and different then
Descent 3 is the best place to start - in this genre
the great granddaddy of 360 degree first person
flyers has, with this third game, perfected the
concepl. We've seen games like Forsaken come
and go with very little noise, Forsaken was a fun
game with stunning graphics and so on but it
suffered from too many little problems. Descent

guns and missiles. Of the game's weapons
none seem to be of the last minute quick
bolt-on type, they all have a specific use
up to a point, until a bigger one comes
along. The weapon effects will all bring a
smile 1o the eye and a grin to the ear - ea ch
one feels like it packs a colossal punch.
classy stuff, Besides good-looking
weapons, you can also collect power-ups
such as a cloaking device, countermea-
sures and other items such as rapid-fire
attachments. Some of these work well
while others offer no real advantage as
they are usually found long after a level
has been cleared of enemy activity (up on
the ceiling on your way out for instance).
OF the good and the bad everything seems

to balance out just fine but most of the STUNMIKG LEVE \HOUND EYERY CORNER...T 3 is 5o far removed from Forsaken that the only
power-ups will only be put to good use on thing tying them together is a vague concepl. i
the multiplayer battleficld. Possibly the most YOLL HAVE O LOVE 5T This game has more play value than any two of
innovative aspect of the game is the litthe guide- ‘o really have to Jook hard to find fault with its grounded cousing, the extra freedom only
bot. This small scouting rabot is fitted inside Descent 3, but like they say, look hard enough adds to the experience, a class act.

your ship and can be summoned at anytime to for anything and you'll eventually find it

help you complete your mission ar put out 3 fire  pecpntially the Al of the enemy robots is inspir-
an your ﬁt;lrh'.mnf thrust pod. The ||_E,I.H.l.lt2'-|:N'|1. has ing m':’r:lil and considering they also have extra
a large number of cammands that can be issued directions to travel in this is -.]m:h: R
at any timeincluding Find Energy and Escort ment, although, the guide-bot really
Ship. Many of these functions will remain can get L'::ant'u;a.-rl.i in IJ,1|: hieat of batte
untsed as the guide-bot's best use is in finding and do stupid things. He is an

your mission objectives and leading you to endearing little guy, and after a few

GENRE
First Person Action

Mary E v : T Ilﬁnppl't:-
might not ke the .~ Aenen nkerpi ans 15-100
style of game brought to
the table In Descent 3, but
those who, are brave
enough to sample what is on
" ffer will not look back. A

refinément in gaming and a ; : - : :
class abave the Cumpeﬂ- Graphlcs Gound - : Congrol v Brory Continuity  Playabiiity .
description. . :
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STREETWARS comTinuED)

[REVIEWS UNDER FIRE|

ferent menu-on the right hand side of the

Y TOWH, A~LA MOBSTER

Robert De Mire is far too old and ugly o
play me - but I had a great time nonethe
less, See, Sireelwars is a game that allows
you 1o become the ruler of a mighty crimi
nal empire as you bribe, steal and blackmail
your way to the top. Of course, the Juustion
of the morality of such a game does arise

highly success
ful predueces
ST
Constructor,
Streetwars
takes things
just a little fur
ther. Mow, not
only da you
basild build
imgs, bul vou
have o man
ARE O CTIE
syndicale on
top of it, and
make sure that
yvou have the
resources and
wherewithal
make every
thing run
smuoothly
Through prop
er manage-
mient skills you
can take con
tral of all the
FUm-running,
prostitution,
E,u1||'-'|i.:||.'_ and
extortion, all
the while beat-
ing off and
destroying

pame, featur-
ing five com-
plete cities
that range
from the back
waler of
Flickbown o
the criminals

paradise

based mnter- prove highly enter

face. Simply click taining if you take
o what vou the time 1o watch
them,
Graphically,

Streelwars is not bad

want to select,
nd click o
make it do
soanething - at all. How good can
graphics, in terms of
mowement and aclions

really gmet when you're

whether it's a
putlding that you

wanl te "breed” pew work
dealing with characlers
that are literally tiny on
screen? The backdrop of
buildings and streets is

ers, or a Gangster who needs
to et ewil on vour opponent’s hiney, every
{hing is done quite simply. The game i
largely meno driven, meaning thak most
buttons or objects clicked on bring up a dif well handled and, unlike
othuer management
games that [ could (but
won'th name, the charac
ters at least look as though
they could actually fit inte
the buildings, Stredbwars
sounds good. Simple fact
Each character reacts verbally when clicked
on {and be sure to check out their pames
when vou do this) as well as w hen erdered
to perform a task. Buildings all make
sounds when selected, whether its the
grind of machines working or the shurred
shouts of thugs brawling. The
background music is good, with

a wide variety of "tunes” to fill
GAMGETERS AMD THUGS...

rival crime
i . Supplier: Penbam |55 ——
prganisations RN Srine. Publisher: s it enpih
and families without the Gme in g (011)233-1000 4 % CD Rom B X CD R
- i . urs
Strectwars isa this mobster based man- 2 MB POl Video 4 HB AGP Vides
faiely large AgEment garmea. 50 B HO 400 MB HD
Windews ¥598 Windows 957908

A bit too cute for micst, but
really funmy-and brutally viclent
{in a sweet way). Streetwars s Yes

aasy to leam, fun to play and

very hard to master,
Jein the warld of crime
withaug delay!

Pultiplayar

Eaxy ta Play
Entesrtaining
Low Specificanions

A Bt Te

Graphica Btory

Con's

During the 1920's and 1930s the economic depression that gripped the world, along with the American Prohibitlion Laws, gave TV irmed. o small incorrect decision can mean
rise to some of the most powerful crime lords of all time. Names like Al Capone, Lucky Lucciano and Dutch Schullz struck fear foar ksing eveevihing. Add to that the fact that sereen, These menus, which can only be
into the hearts of common men and law enforcement alike, as they built their empires of money and power through rum-run- e fwars supports up b four players in ppened one at atime, are ilustrated and are
| ning, extortion and murder. In a time when penplc wWere |1itiful|}' poor, these men were fabulously wealthy. They controlled led a LAN game, and youw ve gob quite a |'|...t1pil;r1m.l.1rh- invasive - at least it still
. : e . : p 4 Thas ley feels like a game, and not a business appli
society to the highest degree - even the authorities were in their pockets, whether by choice or by blackmail. Their names have S :t' "'HP' ying ‘I"1‘ ad of you H., ike a gamu, and not a business appl
B S - . . i i L . i 4 - o Streetwars Coiilc cabion
gone down in history, and they certainly had a massive impact on society that can still be found today. Now, the question is, 1 is, anli b My first impression was that the whole
will the same be said aboul you? - Shryke vke described as thing was just too cute. Everything is han
I saw this game in a pamphlet when | What with the furore about the inlluence Capitol Cily, Within these lowns you can : ‘player dled with a carteonish style, from sounds
reviewed StarShot, and begged the Fd 1o that computer games have on youngslers, build and ||i1:—'\,TI'H.|l.' g to forty different friendly and sound effects !.. graphics, However
let me have it when it eventually crossed and products like Kingpin and Quake hit buildings. all of which ke I hi= thiz [eeling was .el!.t!,-ml as soon as 1 owit
his desk. See, deep down inside, 've always timg the market, do we serve very specific L nessed my first !!Itl:.', beating the day-
thought that it would be cool to be some really meed and very necessary = lights out of some poor .
kind of Prohibition Crime Lord, and purposes. Fill these tenant that he had kid-
Srestwars: Constructor buildines with E1E “"F'I""d Strectwars 15 a SMILE, | MEED TO Aik FOR YOUR TEETH:.-
' ars onslrud i i g ¥ = ¥
Underwaorld, was possi- Workers, Temants . violent g 0 the samio in where needied. Strectwars has a fow cul
bly my only chance bo .~ Fixers, Gangsters way that Tom and Jerry or scenes, which range from instructions to
ever reach that sta e Thugs and Eoadrugner carbuans are = radio reports, to scejngsydur soeey carcass
tus, | doubt that Undestrables, and kid i everything luoks really brutal, pel dumped in the rivePwith a brand new
they will ever make nap a lew of thie loeal | Loes nol mean and |-\-r|-_L-<I|.1|1. would be, if They pair af cement shaes on [which 15
movies aboul my drunks to “convince” that the game just weren't so damn funny, The really funny, by the way), These
| . " . i s far oo cas humour within the game, although 1 i ]
exploils starring I r N T 3 T them to use vour busit E By cisy Lot B scenes are well handled, fully ani-
H.Jbvr% (5 .\i:u.- the E i] h S [I ll' ‘F [“ I' ﬂ “ I']I h l} I:‘ l{ “ “ “ L I] miesses and L'.-‘I iblish- ! it indi- semelimes q“"‘“’"“" "h'i'id does war- |:'|I‘|l:-:1 ulr'.-i\-f. that '.I1 I[]‘l.l'l laimly
subject matter is ments. You can even is that rant a few chuckles every now and draw at least a few chuckles
questionable and another game that advocates violent crime? bribe the authorities and control police solwars has then (espu jally when yau drag Stretwars is a highly entertaining
[he again, if anyone is weak minded patral patterns while you're at it! The single vl i tharouigh yeat skinhead Thugs out ot game. Whether it's a must have
enough to have 4 game like Streelwars player game w il keep you busy for quite o rial, as their local I”“fl hall). Most game is debatable, as many peo-
drive them to a life of crime, then they real- some time, no doubt, as vou learn the intri- b a5 4 slm of the game’s humor ple will limd the management
Iy have some serious problems cacies of running your empire - and be i ple, point amd comes (rom the menu aspect of it annoying. It
Based on ils £ click mouse animations, which can doesn't really enter into the

realms of “‘revolutionary
or "absolutely brilliant,”
preferring to stay in th
world of "quile good.”
Dhan’t gl me wWrong,
thowgh, | really enjoyved
this game, 1t requires a lot
of thought, some stralegy
and a lot of wits 1 make
things work out properly lor
vou, The low kev, yel rather
nasty violence adds an ele-
ment of Black humour to the
game that | found particular
Iy fun, too, In short
Strectwars is a hell of a lot of
fum, but it won't change
yvour life in any maldly
carth-shattering way. IU's the
kind ot game you can sparnid
hours playving withoul devel-
oping a splitting headache, temporary
blindness or carpal tunnel syndrome

SHRYKE
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Everything you want : are proud to be

for your computer system. the importers of
- we've got'! : the following

internationally
recognised

¥ Intel: World-leaders
CyberDyne Systems has built up e
strong relations with world-Lleading
manufacturers of quality computer
components.

Manufacturers of mice
Cyberbyne is able to configure and peripherals

complete systems, using only
quality branded hardware and Naritactirere
peripherals that are certified of multimedia products

and have full reliable SUPERMICR®
Manufacturers of mainboards

Ma3tor

Manufacturers of hard disk drives

“HYUNDAI

Manufacturers of desktop monitors

guarantees.

Or you can purchase individual
components as you need them.

Unlike some other companies,
CyberDyne Systems never
re-brands products =

80 you know S tly u hat Manufacturers of quality keyboards
you are paying for and CHENERD
where it comes from! Manufacturers of high quality cases

S

iAW NEAT

Manufacturers of memory products

KEY TRONIC

Manufacturers of speaker and sound products

TOSHIBA

Manufacturers of CD-ROM, DVD-ROM and mobile hard drives

ILICOH

Manufacturers of recordable, rewrilable CDs and hardware media

CYBERDYNE SYSTEMS S.A.(PTY)LTD.

To receive ' - IT PAYS TO DEAL DIRECTLY WITH THE IMPORTER

our latest price

list as new products
arrive, contact us to Tel (+27 11) 327 0237 Fax (+27 11) 327 0806 Fax (+27 11) 268 0088 Email: sales@cyberdyne.co.za
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They say the pen is mightier than the sword, which is all fine and well, but in

reality there's nothing like a lead pipe to settle a disagreement. It is with this
point of reference that Kingpin launches its assault on your senses. Many
have off-handily denounced Kingpin as

Quake with swearing, that it is but there is a
surprisingly good game lurking beneath
RedTide

it's foul exterior. -

P IER PRESBURE

You play a bad guy” in a world of bad guys,
so you're the good bad guy, thinking nothing of
picking up a lead pipe and rearranging a few
faces. The fact that you've got absolutely no
maorals or ethics is well illustrated during one
particular cut-scene where your character's idea
of paying for a lift is in the timeless currency of
lead. In Kingpin you play as a Thug, whom we
find lving in a pool of his own blood after
receiving a serious beating by two other, well,
thugs. After picking himself up and dusting
himself off, Thug gabs a lead pipe and utters a
few words of revenge and its game on.
Ultimately as the
game PIOEIESSes,
you're faced with one
or another task where
vou must find items
or prove yourself to
other gang members
while you search for
revenge. Kingpin cre-
ates no false percep-
tions of heroism and
good clean fun, the no
persons under 18
sticker on the box is a
testament to this. It's
the rough and unfor-
giving world of crime
portrayed with a very
modified Quake 2 engine. The story behind the
game is a weak patchy affair that doesn't begin
or end but rather just goes through the motions
of leading one event into the next. This iso't real-
Iy something to knock the game down on, it's
just a rather sad missed opportunity, with the
high quality of the game engine cub-scenes so
much more could have been done, It would
have been great to have an overall campaign to
play against such as a kidnapping or a little
friendly extortion instead of pure shooting, cash
grabbing and key collecting. But as it stands
Kingpin does deliver enough purpose to the
proceedings to justify your effort in the game,

SEEDY BIRDE

The Quake 2 engine has never looked this good,
the seedy locations and decadent scenarios por-
trayed by the game are spot on, almost a little
(oo real. The bars, dustbins, walls, pavements,
buildings and even the odd junkyard all look

HEY aunDy, ¥YOuU GOT A LIGHTT
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incredibly realistic with intense atten-

tion to detail. Not enly do the graphics

look good, but also the way each level is
constructed adds more to the first per-

son experience than many rival titles.
Besides the loca-
tions all the in-game
characters look like
tough street goons,

| smoking cigars,
wearing stained

| vests and brandish-
ing lead pipes, even
the wamen be they
hookers, tough biker
| girls or drug addicts
il are extremely well
modelled. The game
characters are also
well animated with
bad guys raising
their arms when
jumping off a box
right down to chest clutching and blood gur-
gling realism when taking lead. Half the battle is
won with the superb visuals

ent concepts that does give it a much needed
cdge over the competition. Unlike Cuake, in
Kingpin you can interact with the other
goons in the game world by speaking to
them instead of sending over a mes-
sage tied to a
rocket. This is
done by
looking
directly at
wheo ever it
is you want
to interact
with and
pressing
either the
positive
TESPONSE OF
negative
repose key, innovative yes but the better aspect
of this involves being able to stash your current
weapon out of view, The computer controlled
characters react to you depending on your
stance and what you say, if you enter every situ-
ation brandishing a shotgun people aren't going
to be all that happy to stick around and find out
what you want, Think of it in real terms - what
would you do if someone came out of an alley
carrying a shotgun? This interaction isn't as
involved as you might think though and comes
nowhere close to realistic, your entire routine
consists of a round four phrases, the most ver-
bose being, "what's all the commotion?” but it
gets the job done nevertheless, This interaction
allows you to find out what you have to do ona
level, who you need to speak to and it also lets
you hire a thug or two to help you out in specif-

c'r 1 ™

ic tasks. This hiring of heavies is another innova-
tive aspect to the game and reminds one of play-

ing a multiplayer game co-operatively with a
friend, Tn most cases you don't need to use the
services of these desperadoes, but sometimes
you'll need an expert safe cracker to complete a
mission. The Al

and fortunately the side isn't
let down by the sound, effects
and music. Some of the in-
game: music is performed by
Cypress Hill, setting the mood
and tone of the game with
tough hard tracks. The
weapons all sound good, as
do the odd spot effects scat-
tered throughout each level.
The voice acting is also quite
convincing with short one-lin-
ers, hushed tones and brutal
vulgarity.

controlling your
gang membirs
is adequate
enough to get
them to follow
you but some-
times they tend
1o get stuck if
you leave the
soene too fast
forcing you to
backtrack and
find them. In a
fire fight they

So far we've got a good look-
ing first person shooter set in the crime under-
waorld, now this isn't enough to raise any eye-
brows so Kingpin introduces a number of differ-

will also often
di nothing, ending up dead and wasting the
money you paid to hire them. You have three
main commands you can give them - “follow

ALL THE OHARACTERS YOULL MEET WHILE PLAYING THE OAME-ARC 80 REAL
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THE LEVEL OF DETAIL IN THIS GAME IE ASTOUNDING, YOU D
HEVER GUESS ITE THE QUAKE 2 EMEINE AT FIRST SLAMECE

me/move out the way”, "hold position” and
“attack target/open lock or safe”. This three-way
command system simplifies the game, as having
to find and press twenty different keys during a
battle would have negated the entire feature.

The last unique aspect of the game is its use of
money, if you kill a bad guy you'll need to

search him for any cash he might be carrying by
crouching and pressing the action key. This
allows vou to accumulate money o hire thugs
for backup, pay cover charges at bars and for
spending at the Pawn-o-Matic. The Pawn-o-
Matic franchise is spread throughout the game
ar<d allows the player to buy equipment such as
health, armour, ammunition or weapons. Now
fhis is an inspired idea in one sense but it's bril-
llance is negated by a nasty problem. Assuming
the game is correctly balanced you should only

THI® I8 WHERE THE BAD GUYE BEHOP

be able to gather enough money to buy certain
weapons in the early stages. However, more
often than not going into one of these stores
with enough money to buy the next weapon
upgrade proves to be a futile exercise because

. engrossing experience
 that just doesn't offer
nough hits for all the miss-

e graphics are probe.

by some.

down by a few niggling

~ problems that could
hm/.bunmﬁnd' N

o these stores never seem o

1 have anv stock of items vou
don't already have, This is a
bit annoving and the only real §
. | e then for going into the
shop is to buy armour, health
and ammunition - the
weapons always seem to be
out of stock. So the game
strikes a hit with a good idea
but then messes it up by not
issuing the required goods.

YOu WANT A PIECE OF MET

The use of bad language in

over to the gratuitous side of

the fence to a point where it

d actually becomes a litthe annoy-
ing, some of the insulls the com-
puter opponents issue make little
sense and in one case border on

the ridiculous. An example, a vulgar verb fol-

lowed by a pronoun, you and then ending with

another vulgar verb. It's

| the game tends to lean heavily

WHY I8 IT ALWAYE BED-HOT LAVA IN THEGE GAMEST

lent multiplayer game asthesinglaplayer
Kingpin has little replay talue once finished.
The only other gripe that remains is the Al, it's
adequate to the degree where the small prob-
lems can be overcome and won't result in too
much frustration. Enemies standing behind
doors stops vou from opening them and the
thugs vou hire are not

all fine and well ko fry
and create an authentic
environment but you
have to know when to
say when. So, instead of
putting the more colour-
ful side of the English £
language to good use,
they've overdone it and
ruined the fecl a little.
On the other side of the
coin it is possible to
install the 'Low
Violence' version of the |
game but few people
are ever going to 5

'

T very bright - aften get-
ting killed a fow steps

into an infested ware-

house,

- S0 a5 you can see,

Kingpin has as many
flaws as it does good
points, the flaws in this
case are primarily
based around the diffi-
culty setting and the
stupidity of the com-
puter in certain
instances. Taking all
these points into con-

| sideration you're left

utilise his option and
most will immediate-
ly click on the "Mature' installation. The only
problem with the weaker version is that all
the vulgarity is beeped out creating a noisy
mess of bleeps that will more than likely
cause an act of violence to be committed
towards your speakers, The game is also dif-
ficult - this is good because its more realistic
but bad because it's too difficult rght from
the start, and only gets harder even on the
ecasiest setting. It is tough to get through,
which is probably why the game is a little on
| the short side. The developers thinking thal
4 instead of offering more and making it easier
they've used less and made it harder, not a
crime but good to know before buying. For vet-
erans, playing hard and regularly
should give you around a week and
a weekend of serious playing before
it all ends, leaving you with an excel-

WHAT GOEE, SPLASH - BinK, GULP. CROAK!]

with a cracker tithe that
is certainly very differ-
ent to anything you've seen before, but just falls
short of any awards due to a number of irritat-
ing small problems, Tt definitely does deserve a
look though, the game world created here is
astounding and the way the characters interact
with you and the realism of the experience will
have your total gaming attention.

Kingpin has also recently been patched by the
developers but before you go installing their fix,
remember that the patch doesn’t support any
saved games, which you can go as far as saying
renders their patch useless.

o - ﬂl%‘[lia - w
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In the virtual world where Microsoft
Flight Simulator has dominated the
¢ivil aviation simulation scene for sev-
eral years now, it is great to see that
other game companies are sticking their
necks out there to bring us something
different. Terminal Reality did just this
with Fly! Not only is it something new,
it is probably the most authentic flight
simulation yet for the 'C. -

ar same of us, civil aviation stmulators have
become such a bore over the past few vears
T same old thing, the same old planes. To
sk it worse, the game companies would put
o much effort into either graphics, flight mioach
eling or avionics bul never manage to do
these things well all at once. The first
breese of frosh air came from Looking
Class’ Flight Unlimited series, which ;
sported the best graphics ever seen e
simulation, with not too shabby

R

and avionics modelin
was 4 major step for PC simulations, it
still didn't have the expandability or
scope ol the M5 Flight Simulator

series. Recently I'ro Filot ‘09 |1'|."|.-|:il_’.l]
appearandce, but aill the crowd W,

entirely satisfied.
When 1 first saw the featurnes fist 7
Terminal Reality's Fly!, Twas totally amazed =

at how ambitious thi=e Auys Were. |:u“}" FEW

and authentic cockpits with switches and lights
exactly where it would be in the real plane, even
with the manufacturers’ logo stamped on the
dash? Companics alwinys promise the best flight
model ever seen, and we always want i belivve
them, but could this finally be the Holy Grail?
My oves shone brightly when [ heard that the
cimulation is produced on a total of three CLs
with a full install of 1,6 Gigabyies, Then | krnew
there must be some truth o all their rumors.
Eagerness was an understatement w hen |
installed this monster. The second and third
CD's contain the scenery arca maps and satellite
imAgeTy 1or the five Py SceTary ATCS
namely Chicago, Mew York, San Franciscn, Los
Anpeles, and Dallas/ Fort Worthe It isn't neces-
warv to install all these area maps, but then the
pame will generate a generic dscape which
't too far off from the real thing. but the lack
of detail is immediately visible, On the positive
side, these anea maps are the best satellite image
weopery yel seen on a PC. Previous simulation

i
i
ke e

EVIEWS UNDERFIR

Although this -;ﬁ%‘ G

to flv and is easy to master, while types such as
the King Air B200 and the Hawker BN jet are
probably some of thie most advanced planes in

1

srated worlds failed in

engines with satellite
4 sense because of shimmering effects and
unnatural colours, spoiling the cfiec and mak-

ir specitic classes,
vt 1o e fumn (lving part, Fly! offers two basic

imer older methods o h e avthentic
Terminal Reality struck gold with their graphics
engine, and their scencry is close o phioto realis

chobees at the intro screen consisting of the Fly!
Mo and Mission Planmer options, The first

% ciovtl I option enables the player o get inio thie air

reed flight set

tie ot medium altitudes. At a resolubion of
1024768 and 32-bit colowur, my nicis by
hear my jaw dropping as | tried one of the quick
flights for the first time After a fiw moves of the tinas and somae interesting ||'\-\.'.'|1H'11-1.I'.'§"'|:.',III.:.:
frowm flying over some molniins hish above
and in the clouds, final approach, bad weather,
vid even one (o favorited called "Escape from
slew York where yvou must take off from the
roof of a skyscraper building w ith the
Cessna 1721 Skyhawk. The Mission
v flics. Apart

i Mhghis w ithin the

¥ il

quickly with a = YE-COH

jovstick and a quick check on the instruments, |
was stunned even more, The Hight model offers
six degrevs of freedom

and the planes

behaved

Planner is where Fly! real

fram planni
: i SCENEry Tap areds, e player has the
o : : i ol iy of flying from noarly any air-
e eoeld. Ch ves, even in
Africa!l Although the= scenery
Eneric set, it shows the relevant
round textures, oceans ot the
ght spots and oven mountains. Each
ol thse pirports has the correct Layout
af the real-life one with altitude data
il By select-

runway mumbsering and s
g a pniﬁt of departure and arrival, thi

Mission Planner will automatically generate a
flight plan that can e ecdited tos the pl

vor's et
plaver

can choose o plane for the flight, it's fuel foad

arenice, At the aircraft selection screen

e ; 4
= ?*._‘Qi.g,- @ and cven the passenger and luggage loadout
g exact: with a center of gravity indicator. All these set

Iy tike thiy tirgs will have an influenge on the planes flaght

were supposed to, and although it's much more
difficiull W control a light atrcraft on a computer
than in peal like, it folt soclose w the real thing,
Ehv! features a set of five (lvable planes including
ther Cessna 172R Skvhawk, Beecheraft King,
Adr B200 (twin), Piper Mlalibe Mirage,
fiper MNajave 350 Chieltain (bwinj
and the Bavitheon Hawker
ST et Each of these
planes are moedeled in the
finest detail, from the 2D cock-

performance, and is mone noticeable on e
lighter arcrall. At thar environment screem

weather options can be defined such as tempera-

pure. alr pressure, wind direction and

spevd, and three different cloud layvers

Precipitation in the form of rain or
smiow can alse be selected.
Omnee the player is comfortalle
with all the settings, the scenano
can be saved Tor later use, and
were off o the cockpit

For my first cross-country

pit views which are rendered .
flight Linvited my buddy 1]

: PPL tos ri

__';rt il

from 30 models, o the exter-

shotgun,
pilot’s opimon
on what Fiv! does right and
wrong, We starled W ith the

with h 3

anad |

nal views with some snazey
artwork and serial numbers
Now some mav ask, "Only five
planes?, but from a practical view
tv's approach makes a

Terminal Rea
lot of sense, At the bottom of the scale is the
Cosspa 172K, which is a relatively easy plane

the engine off, and after showing him

some of the views and the general movement

e
B e e §»W‘s&:’f¢§'
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as well as the GP'S (Global
Yositioning System). We planned a hittle trip
from Lanseria te Johannesburg Intermational
Adrport, and as we punched in the necessary
info, the GPS indicated thal we were 20.2 nauti
miles from our destination. Using the com-
mumication window, we gol clearance for take
off, and the fecling of speed was remarkable as
wee rushed down the ronway and pulled inte the
. L1 murned the
plane to our flightplan heading, and had to cor-
rect his path somewhat as strong
pushed us off course.

After barely a few minutes in the air we decided
to test the Flight model. We climbed to
about 5000 fevt, cul the throtthe and
trivd to keep the nose up at a slight
bank to the left to force the Skyhawk
imtoy & mald stall and hl.'ll.'ll.'j.l.ll.l.'\ aspn
The stall wamming system started

raclio working

c

air al about T knots arspeie

sigle-winids

soreaming, and after mild buffeting the
left wing stalled, and our Skyhiwk
dropped it's nose with a decent mll to

within the cockpit w ith the mouse, | sat back
and gave him the order o start up the plane
Firstly 1 have to mentiom that the cockpit is
fotaliv interactive. Each and every buttom,
switch and dial can be operated with the
moiese, |.). doesn't :‘-F"L'I'ILI a lod of time behind
computers, but he quickly got the hang of
things. Here is a quick run-down of our
chiwklisl

Firstly the handbrake was turmaed on

As thwe Cessna has fised undercarriage, no
check was done here

T turn on somie lights, the main battery an

alternator was switched on

the left, pulling the nose down. Opposite rucdder
and some ick work stabilized her, leaving a
The mixture st o full rch huge grin on my F"I.l:l.'-t:- face. Thie rest of our
Carb heat set to cold flight wis uneventiul as we got clearance from
e propeller pitch in the Cessna, thus no Johannesburg Intermational, and after a short Cir
switch cuit we did a soft lainding despite some strong
Throttle set fo about 200

Fuel pump switched on, and as the plane was
fully fucled, we selected both tanks

winds at ground level,
Wi both were amazed at the realism of the
avionics and flight svstems, Switching over 1o
the more advanced planes things gol a bit more
complicated with 51n.15u_—||f-r feathering and thrust
r spooled reversers, Every swiltch thinkable was presient,
down to the Mo-Smoking' lights for the passen-
gors, o the cabin pressurne level sel-
tings and oxyyen levels. There was
constantly traffic around us in the
air, and things got a bit hectic at the

|..|.|'|.":- sr|eched up
And finally enggine starl
As the igniter was turned, the prope

a few times and the engine cames alive, The
sounds in the cockpit wene recorded from the
al atreraft, and 1.1, smiled as he pecformed his
alfter start checks. [ was surprised to see that
everything works as s supposed to, We got th

Devels Publisher:
= : . i Gathers
Civil aviation ||Ig|'lt Terrminal gah[:r DEJ:HEE

similators are consid-
ered boring through a lack
af action, although Fly! man-

ages to pravide a'lot of
entertainment through very Tes

accurate modelling and

near photo-realistic
graphics.

Multiplayer  Comparitives

Accurace Fhght Avioncy
Madellng
Great Girag

Pro Filet
ME Fighe Simulacor

Braphics Control

il
PC CD-ROM

High Reguirensons
Minor Bugi

Continulty

larger airports, as | had to take a number o
speak with the Adr Traffic Controller, w hich is
brilliantly done by the way:

On the graphical level, Fly! surpasses every civil
aviation simulator out there, with eve candy thal
atovp, The clouds ane the best ever
C. and it looks like the real thing.
Nightflying is made casy by the excellent instru-
mentation which makes flving by IFR
{Tnstrument Flight Bules) real easy, Che miinor

never seemis

seen o Py

bug was found in the viewing systom after exil-
img and entering the flight session again in that
the cockpit views w on't change, Alter selecting
some of the external views the problem disap-
peared, but is a real nuisance while it is there
The terrain, like mentioned befone is close to
}t|11m~ realistic at medium amd
Al lower flight levels ghypalefsil |
never becomes blocky at K1l Weather effe
nicely done as well, both in the aircraft physics
and visibly. Thunderstorms and snow is sonue
thing to observe, and can make §
ralsing momenis

Oree minor let down of Flv! s that thene
i no phwsical damage model present,
thus the planes cannot crash 1 planc
high specd the plane
will bounce a few tumes 8l it finally
comes to rest, but nothing will really
break. The problem comes in when

her altitudes
de=a it but

or st hair-

hits the grioind

landing the planes very hard with gear
down, i that the plane will bounce a
few times but will taxi an safely, and
one can even take-off again, | realiee
that planes are designed to fly and not
lix crash, but at least soame undercarnace
damage miodeling should be added

Fly! also sporis multiplaver oplions
where players can connect over the
Internet or over LAN to fly from the

same airport and do some pablerns
while chatting with each other and
though it may not be as exciting as the
multiplaver found in military simula-
tiorys, it beats flving alone with compul
er comtrolled planes filling the air around you,
an interesting twist for flight simulations indeed
Terminal Reality did a great job with Flyl, arud
managed to create a very high quality product
that is accessible to beginners, weekend war
riors, and neal life pilots. | wonld recommend
Flv! to-anvone who has an interest in flight sim

ulations, as it is a very good leaming platform
for anvone that wanis o tlake o the skivs one
dlay

GENRE
Civil Flight Sim

Reg umnntn Recommanded

Pentaam 300 MM Perit 1l ADG

12 4B Ram |28 MB Ram
4% €0 Rom 4% O Rem

30 Videa Accelerancn 30 Video Acceleratnm
400 MB HD L6 GE HD
Windaws 75 Windows 98
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Who said space-trading games were dead? While the name could imply some cheap
porno movie, X-Beyond the Frontier is a new space-trading game developed by
Egosoft and published by THQ. If memory serves me correctly, it is the first game
of it's kind since Privateer, and fortunately for us it has more elements of the all
time space trading classic Elite than Privateer. X-Beyond the Frontier is probably the
most promising trading game in a very long time. - Soul Assassin

erly disguised as the built-in tutorial for the
game. As the test for the new engine begins
things go wrong with experimental spaceships.
The hyperdrive malfunctions, but only after

To BowprLy GO WHERE NO MaN
Has BoNE BEFORE

s man started the space age they travelled
through space using jump-gates to move from
one system to the next. Eventually they found shooting you halfway across the universe into an
plancts that could be terraformed and then unknown galaxy, which is populated by an alien
colonised. In the beginning they did all the  race.
A terraforming manually, but eventually
developed large intelligent ships to do
the job. Unfortunately these ships
developed a consciousness and
started fighting with mankind
over the planets. At the end
of this war the last jump
gatbe was destroyed, and
mankind is once again
left without the tech-
nology to travel great
distances in space
withoul enabling the
enemy to reach earth
And so the story of X

begins...

iNTO THE BEYOMD w0

TRADE, TRADE AND MDRE TRADING
A friend recently told me that he o
Privateer boring due to all the
trading. It's true trading can
be boring and not many
people find flying
E around for hours just
to make some
money enteriain-
ing. But then therne
are the rest of us
driven by the
need 1o build an
empine and
upgrade our
ahips. For all of us
X-Beyomd the
Frontier offers a
chance to do just that. In
the game thene are numer-
ous different space stations and
factorics to trade with, which is
accomplished by docking with the
respective station and then buying and selling
items through your ship's on-board computer.
While in cvery space trading game it is
tough to get started, especially if you
only have 100 credits, soon the
money comes Tolling in
and the question
remains, what do 1 do
with it? The answer
is simple, upgrade
your ship. The
Variis

After five centuries,
mankind has done i, a way
to travel through space with-
out the use of jump gates. Flaying,
as a Test Pilot you find yourself in
space testing the new ship, the X-Proto,
which is fitted with the newly developed
Hyperdrive engine capable of moving a ship
great distances almost instanta-
neously withoul the need for a
jump gate. OF course all essential
systems have to be checked,
steering, navigation, weapons,
missiles elc. as your
Commanding Officer barks
away the orders over
the comm. The sys-
tems check is clev-

Fortunately for you they scem
friendly and are a trading
race, the Teladi, who e
put great importance in
Trofit’, very much the
way Cuark does in
Star Trek: Deep
Space Mine. The
hyperdrive is
busted, all weapons
systems |ost, you
have no clue as
how tiv et home
and even worse your ship is
about o disintegrate due to
thee stress put on it during
the trip. The Teladi Caplain sup-
plies you with a 1| MW Shicld 1o
kevp your ship's huall integrity,
and now he wants his 3000
credits for saving your behind,
thi: cost of the 1MW shield. And
so your adventure in trading
begins after you explain that you upgrad
have no credits to pay him back.
He kindly gives you 100 credits
to trade with and an instruction
to accumulate the money you owe
him - of-course making some
money for yourself never hurt any
one as well. You alsa need the cred-
its for a new lager systemn Lo blast
enemics with. The background story
is probably one of the best that | have
seen in any given trading game as o
why you have o trade, vou simply have
no choice. 1L is cither trade ordic, and enough of these you won't have to trade any
humamityexcels when pulfinto tight situa- more unless you really want 1o, The only catch is
tions, that these factorics are very expensive and buy

ing facilities
offer numer
ous chodces,
everything
from better
weapons and
shields 1o maore
advanced trading modules for the
on-board computer. You can even build
your own space [actories that manufac-
ture goods that it will then sell to other
traders, and eventually when yvou have
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encmies, but be warned that
the race you are attacking
might take drastic steps

towards you and you will
waorsen you diplomatic
relationship with them.

sound effects ane
brilliant and the
weapon sounds

feel that you

drome. The in-game

really make you

The greatest aspect of are firing a
X:BTF is its gameplay, & weapon of
you can do what you " Ii\ destruc-
like when you like. tion with
Linlike other games you its deep
don't have to follow a bass
sequence of events o con- soumnds
tinue playing, 1f you feel the Even in-
need to blast a ship that is flight music
annoving you or migrate to is provided

the other side of known space

as you fly to

to trade with another race you all the cor-
can do so. In the game you can “1  ners of the
trade with f other civilisations | galaxy, and the

namely the Teladi, Argons, Split,
Xenons, Boron and Paranids,
throughout the vast amount of
gpace and keeping diplomatic
ties during this process can

relax you, The music

ambient sound-
tracks are easy o
listen to and tend to

also keeps pace with the

become somewhat tricky. fyou =
take too much friendly achion i
with one race the other will con-
sider you hostile, These races have
complex diplomatic ties with each

—

. 0 J i

F g since the game requires a 30 accelerator

other and by helping one fulfil their
goals you inevitably worsen rela-
tionships with one of the other
races. These conflicts between the
races can also be taken advantage of
to further your own wealth gaining
activities,

GRAFHICS, SOUND AND
THE REBT!

X:BTF uses a state of the art graph-
ics engine that is fast, good looking
and smooth. This isn't surprising,

THE ALIEM WECRSION OF A
COLOOMBIAN PLANTATIONT

gameplay and changes to a fast beat orientated
track when you fly into a hostile situation.
Overall | would have to recommend that you

to play. The nebulas in the game are
especially stunning as they glow in the
| backdrop and the models of the ships,

YO ARE HNOT ALOMNE...

ing just one of them can take a considerable
amount of time to gain the necessary nesources,

| DON'T WANT TO TRADE | WANT TO
FIGHT!

The whole game doesn't just revolve around
trading, but you are required to trade in the
beginning to replenish your damaged weapons
system. Afler that is accomplished you can figght
other ships in head-to-head combat to satisfy
that itching trigger finger. Besides trading vou
can attack convoys en-route to accumulate
wealth or defend convoys under attack from

space stations and factories are all very

dutailed. Even in-game communication
with other races and ships has been worked on
and you are able to see whomever you are com-
municating with via your on-board video-screen.
The only problem I have with the in-game
graphics is that some of the information screens,
which are shown on a transparent HUD are hard
to read due o the nebula backdrops, The space &
flight model also offers a realistic feel 1o the 4
space flight with its physics making your ship a
dream to handle, The controls need-
ed to fly and fight are few and the
creators tried to stay away from the
too many key syn-

the next one is still far from finished. X:BTF

to trade with and enemy ships o fight.
Definitely a must have if you enjoy trading or
space action games

_PC e

Space Trading Sim

rush out and buy this game if you enjoyed Elite
or Privateer. It has been a long time since a space
trading game made it onto the gaming scene and

offers a large universe with hundreds of stations
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An intriguing new entry from Cryo Interactive combines turn-based strategy and real-time strategy, with a good dollop of role-

playing thrown into the mix for good measure,

hirty years agi
Y voung f r-"" 4
Emperr consailted an
racle about his l
m's destiny. Tha —-—/

orache’s wornds were

ok cheerful, and
ted the coming of a man, whose amival

s
woulkd s
decades have ¢ emory of this
prophecy has faded, but dark forees have, of late
bewn stireing, and the Black Moon is rising. Into
this rides Wismerhill, the warrior forctold, and

he must ot only choose his path, but also tht

arlane. Thres

strife and

sed, and

1o its difficulty. Fach campaign also consists f
several region maps (with the sale excel Wion of
the Initiation, which all takes place in one area)
and most offor several mission options at any
given time. This non-linear approach means that

somie “subplots” can be ignored if they
are not deemesd either important
enough or even peossible, Some mis-
sions do not appear 1o be doable in
any case, and seem to be there main-
Iy as story elements, However, the
main objective on any region map

must be completed before e et L
one can be accessed, and some L
miner” missions resull in rewands I
or benefits that may greatly aid the T
ulterior goal L

o what happens
when the regiment
walks into an
ENCOunter s
o the region
map? The mis
siomn begins,

well and truly,
andd thee view switclws o

a real-time strategy format,
ne dioes

Froom the very first instants of the imtroduction,
o is aware of a somewhat different style and
ton associated with this title. Cryo

However, this g
not rely on base-building and

peneration of troops and

wechnologies during the course of com
bt - what vou start the mission with is
all vou have o work with, and it is what
you must carve vour victory with. The

tive are a French company, ancl thelr

imterpretation of medies al dress, building style
and art have a substantially more European

flavour than the bulk of productions thess days
The next thing
events, the sheer EPIC PO tions of thae armaes

oie notices is the prandear of

emphasis hiere is o get absolutely the
best value and use out of the available
troops, and o keep thermn alive if at all
|1|_1-.-xi|t|.- VIOLL CATTY the unibs rhll"ll.}",h
from one mission to the next, so 0f they
don't die, they don't need replacing! Aao
all units gain experience as they survive
battles. The ofder your units, the mon:
capable they become, and the easwr il
becomues o keep them alive, Because of
these factors, the mussions become tact

ivelved and the strupgle itself, The inteoducto

v video depicts armies composed of thousan
iof soldiers and siege engines, accompanicd by
countless war-beasts, and often wivlding spec
lacular magic

The format of this game might o
ie called Fantasy Empincs. Car

poniingd some ol

g

NIAN

are achieved on

travel and large-scale planm
i map. This is an overland chart drawn

|:|IL Lpk™
1o book as medivval as possible, and depicting

plains, mountaing, towns and various other
15, o cally very demanding and precise so one must
miake use of every subtlety available. Place
archer= on roised arcas and they fire
further and do more damage;
block cavalry with
Phalanwes, while yvou lead
vour infantry ansd
spaelleast-

plages of interest, ustihlly encounter i
¢ symbals

of These enciiunter®arias have padle
e, to indicate they ane as vet locke

othaer wanrds, some other objed

i

tive '|1||.,:.-|: e mmaet Defurre that
I rticular one can be
attempted, During the
Initiation, the cam-

paign objeclives an
lingar - ome

encounker must al -/
frast be plaved famd,
vsually, completed) beforne
the mext ome is available
Therne are five campaigns
to chowse from - (he
Imitiation, and one cam
e
(Empire, Justive, Light and
Black Moon). Each of these
campaigns is mted according

n or each side

ers into the fray, etc.
Replenishing troops and
researching upgrades
and such is accom
plished at Wismerhill's castle, which shows up
in a real-time view, bul without any cnemies o
fight (usually}. Here the various structures you
begin with allow you to take cane of a number of
ial Skills {to
owwier B

thimgs, such as reseanching Comm

improve pricing), thie Distance Bow,
and Precision Bow upgrades for archers, numer
ot comstruchon, weapon and armour U]."'I_.:T..I\I*.':i
for both buildings and units, horse quality amd
speed, spells and mana capacity and regenera-
tion, among many oth
ers. Here, too, in the
Barracks, units may b
bought or seld, and
regiments topped up to
replace losses. Bear i
mind that up o eight
regiments may be
fielded simultancously

which means that one
can have up o eight

inclependent forces scat-

0

|1'r1-"'|.1 ACTLESS O OF MOne
TeRI0n mMaps al any given
time. Each regument may
consisl of up o
cight sections, ca

posid of nine
horsemoen, or s
archiers or
Phalanxes or fool
TVHETM, M G0N S
cial character or
spellcaster (priest,

maneer |
Omne importiant

-
-
\ f bser is that
] Wismerhill
) miesl survive
% - he is the
Fi "hero” of he
story and it revolves
around him - if Wismerhill dees the story en
fin defiat, of course). Thus it is that, when fie

d-
ing several regiments, Wismerhill's one must, of
necessity, be the strongest and best-equipped
Hene ks where the role-playing elements mani-

secton being com-

MRS LCL T OF Mechn-

factor Lo remem-

———

BLaCck MoOON CHRONICLES

temporary real-time sbralegy
game interfaces, but lacks
many af Ui most impaortant
features. For instande, it s nol
possible to designate tactical
wps by means of numbers
iy hit-

or such. In fact, the «
keys for troops are "W b
select and switch between any

special characters in the sce-
nario, and A" to sebect all
units. In addition, a la Knights
and Merchants, individual
units cannat be selected - t
enlire section is selected, each
-xl'||_|.1.|_1 acting as a combat tact
cal unit. Mote that squads
derive benefits from maintain
ing thetr combal formations
and =0 Black Moon Chronicles
15 it for anvone who thinks he can win by
selecting all units in one big bunch and
throwing them around the battlefield
. vy (well, not often, at least!). The region
T map interface is nothing particularly
notable - as there is no B conslramt
and no actions that requine particular preci-
sion or deciston-making, the mterface as il
stands s quite adequate, Unfortunately, how
ever, the various summary b that
appear to deseribe regiments on the feld
are rather cryplic, at best, and lake much

fest themselves. For starters, Wismerhill is a
is capalle of far greater level
any other unit. Regular

which |

heroie figune - he
vitncement th
s seem b max ot at level three,

indicates they are veteran troaps
Wismerhill, however, makes it well into
double figurnes, and consequently becomes
incredibly tough and powerful eventually

sttle ks won or lost according to
Wismerhill's actions ane directed - if
wsed 1o his Fullest potential, often he will
save mast or all of his roops’ ives

The interface in Black Moon Chronicles can
b divided into three main components,
ecluding the main menu and game man
agemienl Aspecis the tactical real-timi inbee-
, thir region map interface, and the castle
The tactical and castle interfaces an:
identical, both taking pliace in the
mie view, with the 1
betng functionality - no (g
e buying troops and outfitting them.

wetting used to before they can be dei-
phered

Audiv-visually Black Moon is quite impnes-
sive, The graphics, while not exactly ground-
breaking, are crisp and cotourful without
being gaudy or plastic looking. All video
clips and artwork very beautifully poriray a
e could almost

mitert

medieval fantasy setting
sav authentic, had any such setting actually
A existed! Tn-game resolution can be adjusted
according to taste and system paer
formance. Be warnied - at the highest
resolutions the wmts and characters
do become rother small, although you
can then obviously see much more of
the battlefield at a glance. The sound
track to this one 15 a gem, if not neces-
sarily cveryone's cup of tea. It is defi
nitely of medieval origin, with maone
than a smidgeon of religious themes
from time to time, as well as martial
themes. All in all, the music perfectly
fits i cvery instance and respect -
each side has a theme track associatesd
with it, and each suils !."'l.'l'fl.\“\
Should vou play this game late into
the night (as s almost
inevitable should vou
chovse o try i) vou will
find 3,'m_||-.|_-=!' haunted by

¢ tactical interface is similar to most con

(=1
very good
strategy title for
strategy purists, with-a
fair whack of role-plxy
thrawn.in (though that is
not the main thrust). Oche
than a semcwhat weak Mo
interface-and tack of multi-
player options, well
curned out, with
atmospheric music
ard FMV.

Publisher:
Cryo Interactive

Developer:
Cryo Interactvg
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Emperor Haghendorf has ruled his
Empine wisely and firmly for the
patst 30 years, Mow all hell is
breaking loose, and he must make
soqmie hard and, at times brutal

decisions.

A ¢
i, The Order of

= Light is a martial priesthood

dedicated to God and good
However, its current leader,
Fratus Sinister, is corrupted by

ambitiaon and seeks the
Tmyperial throme

IParsifal leads this order I‘r pal-
adins dedicated to (airness
and protecting the weak amil
punishing the o il. He el
remains pure of heart (as few
other leaders do

. al this
T pannt)
g p
i

| These ane the forces of dark-
ness, Haazheel Thomn is the
necrommancer in charige of these

dark legions of arcs, trolls
giants and worse

the miusic from time o ame

As implied above, this game can be exceptional-
Iy addictive. This may be the result of the combi
nation of a well-thought-out story with a noa-
linear strategy campaign in a shade of mole-play.
The graphics and sound are of a quality appro
priake foa game released nowadays
Replavability is difficull o comment on, as it
would require the (very) long campaigns to be
completed at least once, bult it should prove bet-
ter than muost, as the siory-fine is as non-linear as
they could make it (though somebody PlL‘qI:-l.'
explain to me why the beta version had more
decision branches than the full release version
tsk-tsk!) All in all, a way-above-average game
{hat conforms to no specific genee, bul rather
almost creates [ts own. Mote that this is a single
|_‘-|_.,s1. vr only game, with no multiplayer function-
ality at all {in this day and age 111 It seems some
thing of a blunder).

GENRE
Real Time Strategy

Ragu ,.,::wntn Recommanded

Penourm 200 MMX

Pecvturm Il 231

12 MB Rain 31 MB Raim
B €D Ry X €D Rom
1 MA PCI Viden 4 HB AGP Yidea
150 MHB HD 150 M8 HD
Windows 93378 Windows 9596

DareceX 6.1] (DX b, |

Playakbility
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Game developers nev

rom the onset of this project the creators of

Re-Volt were very focused on doing some
thing diffenent with the tired and drab racing
genre, sick of the endless procession of standand
racing games so prevalent these davs. To that
end they have succeeded in mone ways than one
buit at the same tinee have also suflfered the con

sequiences of pursuing their deeam o the exclu-
sion of all else. The idea of a racing game with
correctly modelled radio controlled cars all
behaving realistically within their physical limi-
Bations Is a very appealing sounding idea. dow
add to this the fact that all the environmaents yoo
race in are accurately represented o scale and
your should have a winner on vour
hards. Although Re-Volt hay all
the coreect and best ingredients
possibbe it suffers from a
few serkous problems
that effectively undo
all the good
intentions
thae
development
team had when
putting it together,

JUBST LIKE THE REAL THIND
Variation comes in the form of
the 28 uniiine radio controlled
cars that can be driven
I:I1:|'|,'-|,t!.'_|||l||I he conrse of
thie gamae. You canl
contred all of them
righitl from the starl
and in traditional
LHANg game fash

| jon, the bitter ones
|

i

meed bo be
unlocked first by completing
the different racing tracks
This injects a little extra addic
tion into the whole package, as
the prospect of playing with
those fancy expensive ears that only the rich
kids used o have when vou woene small moves
within reach, All the cars are well detailid right
dowwn to the thin Nesible radio antennae that
pets all bent out of shape should you suffer a
mitiwr mishap. Each vehicle is mone than ade-
guately animated and sticks to the ground nealis
tically in spite of theig flimsy constructien -
= s

Pest Conkraol

Rapin CONTAOLLED MAYHER M THIE

sation aside you seriously have to wonder when the greal raci
thing from tanks to cars and from planes to pods. They're ev
surprise that we now have a radio controlled car racing game in the mix as well.

VOLUME 2 e

mever once looking like they'ne hovering a lew
millimetns above the ground. The important
1= thal this game is try-
ind o wippy and flim

thing to remember

g By e lake: thet B

sy sensation you get while racing with real cadio
controlled cars. Two ansas that need (o be well
covered Hien are vehicle physics and the contiol
system, As far as the actual phvsics g they seem
fo have pot it as right as vou ever can with a vir
yual siulation, the cars certainly bounce around
a lob, imdicative of the real thing, Besides

reboumnding off w and vther cars the fast
acceleration and whining electric motors ane all

poriecty .'.1}'\-:1|ru_._| making for a very convincing

simula-

tiom of the meal thing. Mutting a Tnger on what it
i exacthy that does foel so right about the way
L the answer definitely

the cars behave is h
lies somiewhere in-between a lil-
tle of everything and the way

«d and

thee cars ane ousd
colomresd, thisy really do look and
act like they slwmild. The next
important factor that needs o be
perfect is the instantly reactive
control system ragio comtrolled
cars sevm to have, touch that
lever and you'ne likely to tip
Vil £AT ""11“}"“\."" s=epms o be
what was intended as far as the

contrul systems gos - lelt
rae lorm

accelerate and ey
bulk of the coniral buttons, as
well as a horn, flip car, reposi-
tiom car and finally fire. One
thing vot will niiss from this
muixbure is any kind of braking

system, touch and go racing has

er seem to know when to say when, especially the guys who make racing games, Waving fingers of accu-
ng-genre pool of inspiration is going to run dry. We've seen every-
en starting to invent things to race these days, so it is with little

- RedTide

never bevn more correctly represented inany

game until now. Owverall, the control wiorks and
that's it, it feels right but there is alwavs a linger
ing semse of being totally out of cantrol for lange

portions of the race

ik any 30 accelerated game the graphics ane
almost (lawless, Ty ansparent surkaces, N|‘l"l'|.'||
effects and lightning quick rendering all fly past
you willunil a single hiceup. The shining gem in
Ri-Wolt's crown is the superb attention to detail
throuehout the many levels, 1's not only the
feved of detail that sets the graphics apart from
thir rest but alw the unique locations and the
scale of the game, you'ne only a
small radio conteolled car
remember

S0 VTN -
thing is big in
this warld

Besides loaking
pood, the levels
are deviously well
designed. The game has
seven different
envinanmenis or
thirrmes 1o race o
and each one has
i mambwer of dil-
terent single
tracks. There is

Ty World whaore
oL sk 1.il.'u.|;|',4"
grant beach balls
aned inoone ].‘l.h.l.'
drive over a flash-
ing colored
prano ke board

Thire ks also the
Musestimy with
huge dinosaiur
skeletons and pol-

ishaxd marble
{lisrs - the
'_Hu'|,\|:|'|||.u'h='l is lit-
tered with soda

Potles and fea-

fures some tricky

mavigation
between the
entrance turnstiles. Neighboudhood, Botanical
Gardens and the Wild West make up the remain-
ing settings, again all well detailed anel full of
the kind of obstacles you'd expect to find there
If vou grow bored of the game's levels then you
can design your own with the supplied Track
Editor. Mow the Track Editor s a weak example

¥ SPILT MILKE M THE KITEHEMN

—

RE-VOLT iconmmuen)
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EE‘h /
Berthe Balli
W 54

e —
| ARE SIMULATED REAL-LIFE LI Vil

NE AMD

of how ot to do a track editor, it really \n it i 4 meadow cach level leatures a lange number

worth the hard drive space wsed (o install it Wi
can only hope they release a very big pateh to

make it worthwhile using

of brightly colouned | tnine bolts - usually

daced i hard to dris er spobs, Collecting
F |

o with a special power

cons will end

up, there are around eleven different power ups

ting and others st
n with the

BULLET PODOF SO TR, ST 4

All the usual game modes are onofler from
the
T
try and beat the ghost of
vour best Lime, this 1s

alwavs I'|\t|.'r‘|'|¥|.r'l“:‘=f:', and

plain useless. Fram the top we'll |

Shsckowave, a blue ball of electricity that fips

air e with the inclusion of a

any cars in your pa v itk the air The Finework
ket into any car
tes. Llsing the

rial mode where yon

shots o =ingle homming

abwad of you, great unal p

wararily cul

Flect Mulse vou can b
des these thoee the

amther car's power. Be

beats racing agaimst a
standand Odl Stick, Turbo and exploding

36 b

SCAaLE ADDEMN T THE WNIQUr FEEL

lirmwatesed in the bongz ou, The Track Editor could
have provided that little extra somuthing bul
unifortunately is just too poor o be of any use 10
The other frustrating thing i= that no

ANV,
matter how well vou know a level yoo never
sevim fo stay in front for any length of time and
most wins are doswn to having a lucky round
Ohther than these two mapor problems Re-Volt i
p temarkable achicvement in many aneas bl

bl ful of numbers . .
' hands down, Thene is alsoa pick-up are all present but the most fun is e M !
[rainimg mode and a Stunt to be had with the Bomb pick-up. The Bomb - S8
i mode, the stunt sccton 15 a fun pick-up wirks by tuming vos car inlo a d
diversion from all the racing and b with a slow baming fuse, lel the fuse run e s
i you ans required o collect stars down and you g bang bul it's also possible 1o i A b
atter pulling dangerous stunts, it's all transfer the bomb onto another car by touching - | TS R £
| quite thrilling really especially when it, this will have people throwing
driving a radio controlled car Finally luring multiplayer games. i 7 el
1 ihe ever-present multiplaver option m ” ‘i“
playing against other people seems to MY BATTERIES ARE FLAT . :
i b meote fun somehow with radio con misses. Re-Voll is a great racing tile
rolled cars than the usual selection of h s all fun and exhilartion in dies unfortunately have its problems that pull
Hemdias and Missans. The pick-ups, which an odherwise high score down. I you like racing
1 wer'll et to later, add a new ftor plaving a few rounds, The i have a nostalgle zoit spot for radio con-
dimension o the racing fun lity o unlock mew cars and trovlbed cars then this gamie might just be the Dest
[ and during thi final stages of 4 tracks will hold vour atten thing you'll ever PI'“' Hivweever, if the above
race lhere is nothing more tion for a while but after description doesn't sound all that appealing then
' frustrating than someon fir evierything is said try somuething else
g rowkel ap yiar and done vou will
exhaust pipe and fimd the game
1 puktiing you al
thi back, Now -
L, feor thise damn
plck-ups, scat- GENRE
wred like sheep n
| ‘ Radio Controlled Racing
I chuku:‘l Bnts Recommended
b A Daveloper: Publishers Py Su p,_‘,lf‘ufum Pentin 200 Pantiam || 154
technically sound Probe Aceluim eractive TR0 3151000 Bl 4 HB Fam
L + 4 X CD Rom &% CD Rom
and engaging'game in 1 MB.PCI Video 4 MB AGP 1D
{ almost every ways The 130 M0 HD 130+ MB HD
inclusion of high-powered Windows 9598 Wirndaws 95198
i k-ups adds tremendousky DALY (SO b1y
to the game. All this is fine Tanrk Race 8 f .
' and well but arned,
the game s samewhat Graphics Bourd Contraol Story Continuity Playabilicy 1 (|
s limited and a touch N n {
frustrating. | |
'
TR T R R et
'
3 [voune 2 SR G avinC S 155uE 6
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Picture it - a shady room, smoke filled and hazy. In the centre of the room,

UNDER*‘FHR t::;

other, Then, one speaks: "Okay, boys, its crunch time. How do we beat StarCraft

= ame developers around the world have

view
ring the
rter and more inventive ide
sign. Perhaps, in e
s will take the
tile of best RTS game of all time, but, for the
momaent, the:

o bnken for
at they ane, are
ey good
that unfortu-
1 wictkim W
part of
Machines i
attempt. The developers
Charybdis knew ox:

e, VWhal H‘n". pro
s @ rather unigque, il
not world beating, i
ric real tim
e that would | Wi
done much better for
itself had StarCraft
nit been on the scene.
Machines sees the player constructing and
manding an army of machines anil pobaots «
various landscapes. Ov different units may
be constructed, along with 18 building types and
and 2
challenge thae play
Machines is quite a good game thal
unfortunately falls flat ina number of spheres.
Pethaps the designers bit off a little more than

IBOMETRIC VIEW WARFARE...

With games like
StarCraft satting the pace
for RTS, irisnt easy 1o com-
pate. This atternpt from isin e

Acchin \ses some pretty ity

e, but does not quité make -
it A fun, fast paced game,

Machines is mone for the RTS Graphics

{over than the casual

- ]eo

nes ruin what could
coellent ¢
Graphically, Ma
3 P]-\n'ln.l'u|1.|| nakune .|||-|||.' 5 Ihl.
play with what ha: sees. Jooming, in and oul
allow for detailed views or full screen battles,
while ot los any unit or la E il

available, The
metric , the type that other |
games have made us familiar with

wrizom poant
and not
syvient whoen fully
limvg inv this maodse is
vy Hhie sued-

the mouse to the
s yird by surpn

g vour deep in the log of »

instead of lading
mast other 5 garmes. But thint
o difference when you can't find
viLr batse

ir army of machines
n'l make much of

The third view mode is tI.L fum omae, howes- |
er, which adds somoething novel angle
ames, This mode allows you o
wur machines and
first hand in a first
ame. Don't expect 4

ty much going to end up

rely on this maocdis b 1 bat e
o1 failing that brings Machines

down is the fact that all of the four “races™ a
able for play feature exactly the same unils -
. L
While this does damage the
ty of play, it does also mean that ¢

Publisher:
Acclaim

Comparitives

SearCrali
ERMD 2
Crsmmnand & Con

Sound - Control Brory

a group of suspicious indi iduals sit and eye each

Shryke

army | 1 la variety (50 to be precisc) ol

anits that can be bult. This large choice of units,
sapabilities, allows for a lange

number of strategies to be cmployved by inven-

tivae plan

And inv ¢ i the kiey moa game like

g hir

ation,
impaortant act dions ane ellectively
by this rather sn
Machines fiphts something sing battle in
it bid for the Big Title. There are su eral aspects
ol the ganw :!|.1|.1_..|-|_||.| h b handled fu
better o ensur ng a conttender, but it's a bit

yory over spilt milk
Machine is a fun and

GENRE
Real Time Sirategy

n
F:I:cqull:."n(:munt.u Recommendsd

Pesowm 100 MMHX Ponimen U 266
32 M8 Ram
4 ¥ CD Rom
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wi 9598 Windows F5598
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e
MIG ALLEY [(ConNTINUED]
In the recent years we have seen so0 many new declassiTie o ed "The FS6 ind now 1 had the options to either engage, o " ' = — —— — P — o
WW?2 simulations, and it seems there's still no r"'l MG 1o which is rum. With am altitude ad M D V = N=I11:| .?1:.11.--~Ir.“ iy
end to them. On the modern side of the scale is a ':'I;' FI R Im,:' s bt .', ' ',:' e '.'I.'hlh | s -'“f-'.“"‘ e h . 1 D E AT H F R D A B E s oy :i..-.:i;;‘-rl.ﬁ.a.--.& o
e like Falcon 4.0 with hyper realistic avionics s socs cetice the oy stiinsen the | mensie. The feige came head on, 4nd 16Guld. | | | : == | some HUGE holes star-
and modern weapons, but where is the missing B ey nice nearly see the whiles of an enemy pilot's eyes a5 { e 2 | 1t e, The damage
link? MiG Alley takes place in a ime where the — wch. T I banked to miss his plane. The sky around me | Ml IS quibe accu i
days of prop fighters were counted, and the start was filled with silver birds of prey caught up in | I.I;]:._|ﬁ-:.1-‘-1|1“-I||~:L.I1I1.\.1.1|-|
of the jet era was in its infancy... - MemnocH ;.'.I..:;II-I,I‘..,-:.H.I.:'.-I,M I','; } R IR
J padlocked the ,.Il - 1 -.l.'--'.k':"11- are fullv 312
B..'n'h fiswe years afler the sl MIG-15 and | | and the gauges work
end of WW2, the Nerth / pulied hard on the | veeld evenin parlock
Korean Communist forees decided stick to comfortably ' i e cinopies
to invade South Korea, and before slicle in Dehind him. | - "”"‘III"I
they knew it the United MNations adjusted the range on my gunsighis, ! i refl: ".I""'II." which helps
had to =tep in to help delend J and gave a sl my six 50 a0t W Sty II.:HIMI
South Korea, |t was dubbed the schine e ad the ’ [ awareness in a knife
manual, or pilots handbo sk comtains a lo ,_]_._“L_ 1 ..|'_r_- -.|--I.',,='|'.I
of helpta fo o h B rii fving off the MG, who v are spectid
more power than pro the working of the camp: d was now suddenly aware 1 though som.
similar armamaeents, i campalgn story, missaon plan of my attack and started ¥ tine Ancl o ..-I“'.' -
Birds of war that could By faster and higl cockpits and instruments lisiigg the funky chicken 1 seem very blocky-at
still had to set close i boogel the job done. Adr ilving and muldplive 1o evade me. Another i i, ||||.'.|‘-'- wrall
to-Adr missile technology was still inits infancy e simulation, [ was greet burst hit his exhaust 1 HIPOESHICHL 15
s the same dogfizht wles still applied from b hriD: e, ditd i, and Black smaoke bel | great, and has a quality
WWZ, but with greater power and specd the menu interfice. Rowar lovwed from his airframe [ feel o it - well dong
WIC Alley simulates the Kornean War contlict agred B add a very nice el He pulled wup hard and R:'“'m
and covers the period of Hme between June 193 with coli forced me o over ! 1l M I:"\'I_I" bl b Sl
and Tuly 1953, Looking at Bowan Softwane’s ca shioot, andd owver o :'-—'""- PRET
lier title such as Flying Corps Gold that ook a ¥ ":I'““'P 0 yCT, ¥
long Bme to reach §t's Tull potential, one cannot ENCes SeCLi H deathmaltch, b .
help but feel a tad skeptical about MG Alley Begrinners can choose easier seltings ) o M it
The list of features 1 must add sounded like sim e Band-core ermvd can add features ik 1 II' -.|1;_--.'-;I| iig
stalls, arfrome stoess, wind and that Rowan add 0
ellects, e e flami v | s vy accurately done, and ] 1 operalivie. piay, 1k
realish i, The plaver it wiou pamash your § las with excesstviely vio wild I"'I'" Dhen Even
lent maneavers. ven will e P ' better if they could
o ] pins and engin onils 1 have co-operative cam-
leak il |: siirch on the ¢l ’ BomE GF THE AIBCRATT rame Mil ALLcy: FEBS i wE ME S s EMHEUTE (TO® mIgHTY = TI:"‘"| tick mis
L] FR4 THUNDERUET [BorTos Lgrri) F& pisits alliv Bor mailti
WFHCYTY, ch missions, ca . - Pl I s
paigns, and the entire K 1 Raswar dded contro ity mever before which mal v for the Lack of campaign play
' s in a simul where resources can be Besing of th core simulation e, Mida
. managed, supp b av] LEpY, TR Al cit e wilh a feeling of witer satistachion
! targets can be assigned, priorifies can be b I expecially after the bad toaste some of the nacent
4 changed, loadouts can be changed for your fMight groups and waypeinty. The campaign sys WW2 simulation tithes left in my mouth, [t
flights, and even the uncontrollable flights. The lem works great and is literally bug tree co promuses, and it delivers it in a goeat package
' basic goal of the a is to support LN erimg today's standards, and that is scatable to be eojoved by beginners, al
eround fonces b e advancing eneny t whier simulation comp. 1] thie way up ko the croved that won't accept any
: i forces, By attacking the enemy supply lines, th they want to do it rfight compromises on realism, MG Alley provides o
enemy effort will be weakened, forcing the e graphics in MG Alley ane very i preal transformation experience from prop Rghi-
* Reds” to halt their adwvi s arwd bo retreat if all reat, and Bowan manages to establish an ers to jet fghiters, and it fills the gap nicely in the
1 goes well. What comg s matters is the cel to i all, The planes ame viery acct under-exploited Koercan War era
v Soviet pguipmient vsed by the Morth Koreans in vridered with metallic su
. the form of very effective Anti-Aircralt Artillery, very real. All the planes (eatu
and the formidable MAIG-15, which could eal any surfaes, ang I
] UM bomber alive, In comes the Saboe o protect in the o er . |
ther bombers and establish air superionty. The body panels. Onee 1 ook a nasty fuw
planes, and it really pavs ofl, MiC: Alley sports ! campaign incorporates all these factors, amnd it enemy AAA [Anti-Aircraft Artillery
five Avable plangs, the F&6 Sabre with three viin 1 results i a very realistic and immoersive combat nd my Thunderpet kepl ralling to EENHE
nodbains, the ideal spot e by and s the R Shawotin tar, a4 Thunderel, F51 ] experience. Wi War Lampaigs the left, aind it took a lot of right red =
shake that pesky MG 1 tlak saser Mustang ithe only fivable prop plane) 1:1.1 the ' option, the player takes the role of the Air der aned nght aileron to keep hi Combat Fllglﬂ Sim
shuck on your six with super-glus Mt o variants. Each plane has it's
With full throttle open | pulled th i cockpit, and the playver con definite- {
0 I|::| :.I III Iil: 1 III !..I stk I_I .II:. _,llll‘_:t_.__. Ii\-I :.I-. I‘ll..l. I!.Ih'!.ll.”; }“r: | all the w?.'r the= l‘DDvr_'IoEur:r i ) I!_’uﬂhli:hle.r_: i _-_-e~|.._-l|; r-ll:io
2 — ] arers depicted In Ricwan Saftware Empire Intoractive hobies I;;HI.:
sur neflected o One of i st features in MIG Alley lics ir : flight simulations, the : #148 DirecclD
.-!- vt L Iymamic and dyvnal '.1;.'. citm- : the I'I'Il:lsf IJﬂdEr"BKp.ll:H'tEd Multiplayer - Camparitives Hro's Con's Ik.rl.i.:.l::‘\ :‘"‘"
erit of engzines back tha I an ook on the daunfing task of cn era. MiG MlE‘f FII’-’.Wl'dES a . :
give the impression of ting a dynamic camy wd although the 3 fresh new theme with a Yoz
| al a second-hand plane deald 1 dowsn't really pl real time, it match | gredr dynamic camipalgn, ;
Graphics Sopnd - - Control 1 Btarcy Continuity Playability

ulation heaven stuff, and 1 couldn't wail (o get
stick Bme with this promising title. After full
ation and the setup of my Thrustmastes

he beast on mg
with radar back then, the sun glistenihg

n of Falcomn 4.00in

AT O

| saw something that leoked like lig
hich turms

v way Seeing that planes

i MIG-15's head

rrlain areas. The

| even surpasses it in

|l\.|'l N MSsIans 4

msta W

5 thew are mencr

ioystick fles, | was peady to tal
[ ) q

sl

excallent flight model: a
: miust have for any flight
combat simulation E B
enthusiast.

can diecide o tatlor
v's liking "

Inside the box was the s Besorkiingg

pilet’'s handbeok, the keyboard layoul, and a netal effect s greal Tor siluation
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x ¥ p f i 1% 4 . 1 angd every g H
Dlrurmg the ‘THS“‘E of the {._.rukel “nrldi. Cup in June this year we were mum:_laled Iullﬂllu H-I; -!.;,I]I ; o Everybody wants to be a hero - right? Well here is your chance. The game Rent-a-Hero from Neo, until now an unknown game
with the ups and downs of the players in the evenl. The Klusener/Donald mix-up  'Msame nisiiis LIS e iy avourie. pars oF any [ = - ) hi ) e Zas © title. Y PR i sate ks H 1
highlighted the pressures of being watched by millions of dedicated fans. But some- management sim. The way the genre can keep ] developer in Vienna, says ev vr_»:rt ring you need to know in the game title. You obviously take on the role of a Hero who pulls
thing we never seem to fathom is the immense pressure that the man.lw,er cithe | uapenee e critical decisions is almost his services up for hire to the highest bidder or in your case - anybody that will pay. - Soul Assassin
. £ 5 unbearable, and ICC2 does its fair share of that, ;

team somehow handles. This is your chance to fill Bob Woolmer's shoes in the ardu- Third umpire decisions ane part and parcel of ! b setting Tor this unique adventure game ks ol them seem o be based on German characters dines to progress in the game, Usually adventune
ous task of w:[n“in_g the World [:up_ - Slorm almost every innings, leaving you wiondering for L an i=land known as Toel Andar, which has An example w outlid b the barman, Sancha, in wames ane well balanced with difficull puzeles in

anagement simulations have been around All the aspects of thie game have been just a few more seconds than it should. The 8 tha distinction of having |'!'|._'|;"_|~' amed Ir'.'I:II11||ng:\ the inn w h..- |.-...\_._ like he just came out -:II i place I:'-I' thie .r'|'||'||1.- segsoneid gamer o oliset this
M fixt :|.11.1||:. vears, | still remember i painstakingly included in the game '-'-r"l_‘h’"" are pot the maost fantastic in highlights : in the same era Armed with a hov er bike for beerfest with his curly moustache and Cerman Here Bent-a-Fon falls short, the puzeles ane
plaving Football Manager on my trusty s / Pitch reports, weather conditions, the odd ~ ™ode, bul they certainly do the job well enough ' ransport-And YOUT Wikas your mis easy and vive ohvious salutions afferiog
old ZX81 Spectrum. The hours were T imjury, team seliction, stalf control, match tor keep you Hg back for more, They seem to i weapon you take on the role of Rodrige, 4 no challenge o experienced players wht
whiled away by choosing, managing F b tactics, be more FEney and improved from the prev L very young but not so successful Hero ey ; y
and controlling every aspect of toking /{ INTERNATIOMNAL bad ous version, but in essence they are the same, Even though you have nescued dozens of (e area whore Rent-a J!un.- dives sland
vour team to the pinnacle of suc- . 5 S and it works, Ball-by-ball commentary ! : I'iincesses, and recently a Prince, from out is Hie graphics. The world i beautifully
cess, We have come a long way . . [ ] comes from BBEC's Jonathan Agnew Dragons, the Princess in distress pobs have illustrated with vivid cole and he char-
dinee then bit \-urprl‘:lrﬂ.;l.;' the and is actually quite good, though ' i gone puk of fashion quite some time age acters come alive in the eiwironments. This
cricketing fratemity i'|;|_,‘.' been rl a aln viery limiled. This commentary does Thiey are usually reserved for the owwer i5 largely due to the new technigue MNeo
sorely neglected in this genre, however breathe life into the high- t i chass Flero's of which vou ane unforfunate- developed with characters chariging facial
untJ'I.rl.uu Thii v Bo Uhie st N ABSOCIATION WITH lights giving it that TV style presen- Iy e EXPICSSINs, even i o0 ¢ Lo situa
ond of the [nternational Cricket Captain series light, ball wearing, player form, wlsnnﬂ tation. - 4 i As luck would have it a quirky dward thons. Ty !1|-._-i| n.1.'.rL:-|:|'--.; they mefor to |'C-j:\!.-
but it's still the only tithe of its kind available 1o maltch fixtures, friendlics, pitch Micro management is a \I'-‘t'“_l“l and difficult Afquires YOur servioes: i aacuc his cap- a-Hero as THE first ‘realy ani o mavie
fhie public. Having been glued to the ‘tele’ for bounce, outficld conditions and this is even section of any management title Lo el right. You | ! tured wife from the Pirates. Al last, your adventure”. In part this s trug wsugh

have to balance just how much of it = enough chance to play with the big boys of the thene are pames curmently in development |
with similar teatunes

almost a month before a ball has been )
ik fo irritate the Hero business. These pirates are barbar-
As with all adventure ganus nowadavs

and being hacky B By lisd, There is ol a i _
erough to make [ ; 8 piece of information gamer, Foatball man- il h.”_hh 2 SNl ) e A & oS
the trip to Lords left out that T could agement SIS W ont | civilised life after the last big war. They Rent-a-1Hero use the '-'I. nt and click inter- |
through difficult ' are the outeasts of speiety mainly roaming cap. Then there is also Jasmine the young face. You are presciibed with options such as
directions to move in or chieets to pick up just

think of to complain
B about, You will spend

Aarmaned om the hi

wh seas with their women captured by the pirates who looks, acts

medioere fAeet of war ships. Until

1o walkch the
rather anticli-

times bicause there
by moving the mouse over hotspas', T would

and

ke fad 1t hours sifting through was just too much to | . : : :
was with great 88 information, trying to :!“ beefore you actual- recently they have posed no real |~'.:I rench woman . have been i-'.l.l..-.l.‘ .II 1 miore defined movenunt |
interest that | pick up on a subtle Iy sat down and " i treat but in the past week or so Rodrigo's fulure is in the hands of the play system was in |'~-.h.'1-|-'-u-:;n‘.-~r._-1|n. rich -.uuh!
loaded up 1CC2 M change in player per- '-t:L_t_-_Im.-d i game, Well reports have come in .|h|‘-|...:! pirates et and only you can decide the ouitcome af .I he point .'.11.-.I click way limits your options and
The main enjoy- formances, trying to 1002 dowes |1.1n'.|' small | attag king, s vall coastal cllu‘--. in tly the story, L :|_f-~|'tm- ttely the slory is '\u-l::n is a contributor o making ':'u- EAITIE B0 Casy
ment aspects of make that declsive elemenis of micro 1 ing ships none thie less. IF Rodrigo linwar amld r:||'||'|-.:.l'.'||_'. one way to fnish Tha inventory interface is i !-l'.l|'--c'll! ol the

any managemen| T R management, but has : can save the dwarfs wile and find the game, and this is by doing every- usual features found for inventc in '.'ll!.ll'

sim is the ability match. In-garme con balanced it enough Lo ' oul the mystery behind thie thing required in sequence. Having average adventure game. There s no combine of
to control minute trals ane very limited as get vou into the pirate’s ships and (RITTEE o T am abject or speak o a spe examing feature, but you don't need them any-
ditails and usual, bul have more action fast. If you are ! i stop their suddin well co- cific person befane olher options way, although it could have made the ganme
spmewhern: input than the average sitting around letting ordinated attacks, he -.v|||.'1--.- ™ I:1.-.--_um-- available in the game can e interesting 11 you h:'ﬂ tor combiane items
along the line TENB LS BET. ST LI I i foeoitball managenent #:u: game play Il_wllI ' | :I:L-‘_u:n:‘. :;nl-:u: wous Hero in all '.1;-Ir.~m|1 IT:.I-'ZT.IIZS-H;; '-I~:| W ~|II|H- L:;:, \\1'. l::lwi_-.i_-,r-1 _I-';TI'I-‘IL'.-I|'.I'III| fx;;ull-.u;::vrln I :‘i;mm-.-;l}:l.llx
see changes from = sim. You areable to then you .'l-‘l't' going o b Tol Andar W alevelopers do however give ) vl '\_--..lm ak 1 l~|! ity | Anishie e whale
the pm,__;;ﬂul pertaining to the decision, There give batsmen varving degrees of aggnessiveness miaks it "1”ﬁ~_"|r ta 4 } the gamer a good idea of what task gnme in I”l"-“-* il this '-‘-_L'ﬂh“" 1 walk-

are loo many management titles that are so bent depending on the time in the innings. For one come back with CXELIS I I ION FOR & HERE to perform next as the story progresses, through, Faying the odd R300 bucks to anly be
on making the game look good that they tend to - day Internationals it's no use having a batsman resills under your belt. The more active you ane { d Mot toa bad as fur as And you very entertainid for 7 hours seems a litthe extreme
forget the database elements and hanging around with three overs (o go. A "["_?:!'“_."'r'_“”"' the -“"_" your chance of winning story lines go i seldom really and as an """II-""-"_"'-'”'-"\I adventure r | would
altertion 1o detail. Then there are scalable bar represents if he has played ICC2 is in a class of its own due to the lack of 4 | iquite '.||.||~||I-=~.l.-.'|||1 have to sit and rather i}m—n.. my. moTey on s nnething w ith
these that have too much detail and himself in, thereby giving vou ¢ ontrol aver competitors, but even if there wene maore, EE MAITHE LN T R YL brain. muare play value. There is just one problem -

100 litthe Tooks. 1CC? falls some- his attifude to each and every delivery. It wotld by the tithe to challenge. Empire have not ’ | and technology in While |I:.:~ there are no new adventures to spend it on .!r.
where in the middle of the twe S-pD Lseire vigw TSt be mentioned il back and ‘_“"h"dl in o its singularity but ] the "":"' lime perk besidts Lo be et S :J':' acdventure :"‘””_‘: is dving quit
because it depicts everything with thiat boundarics have taken r.Iu.- l..I.l illege Lo othwer developers. 1 ¥ od. [t does however god for begin rapidly and RI'C . Adction ancd Strategy games anc
just enough class o grip your attention for many comi thick and fast, VO AT Ao u,-'kt"'_'nl‘. fan and after something 1 make vou wonder e hh.lw LiFE Tane prey jﬂ-_nl these day n.llim'.-.'--l lisrey can huon
b but then 50 di Hhi mare than waggl s “."_.]_.dd: around and | :,L_.u,.. they can invent _-;,,:w players it estly only be :P:umn'.-."mll-u to I.--u:.;:m.:n t adven-
The game itself has the 1999 stats and figures of wickets. The don't have a I-":-""-\-'\.'I]":'II' nachine .:-.l run all the . a huover-bike and 15 dhelr |||!|'|'|l..|| Lurers, :~-.'.I:-l"ll.l.'l.u ady '.'II|I=II:' £ AITHErS '-"-II|| find it
almost every player in the first class game, right Bawvliers ars fo latest games, I:'u-rl International Cricket Captain still !'El'hl with tov experienced toxr easy, although they might tmjoy the story
dewn to our Seuth Adrican demestic plavers tralliach i mraieds i the one to sink yvour teeth inte H | swords, You woulkd play T W hics evien if the game 15 so short

Thie game was almost certainly developed for thie same man- think some sort of IR |J; king

the England market as its prime dirnective is o ner aa the bals- " i TORM. ! propectile weapon at U o q-.m.-.;nrll-

carn the England management litle and then bo men, this Hme : ; [ ' least. All the chara .I]'uc- and hid

win the World Cup. EJI.T t despair though, you vou are able o § bers are based on chen nnuen-

can choose amwof thy test flayving nations to control the line . one.or ‘”’""”"f""

manage with all the trials and ribulations and the aggres Slerectypical

' 1 (il i Adventure
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siveness of each
son, although most

included.
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RAIFIR

HEAVY GEAR Il cornvinuen

'REVIEWS UNDER FIRE

Predictably in that mysteriously foggy and ever changing area of time call
other. Now somehow, the great military minds of that time have decided th
carry so much equipment of destruction into
» diverse nature of this kind of set-up
just think it's better to make love, not war.

that t

8

ular

I'_) elining this
into any par
e s 8 challenge. It has
action, strategy, lirst per
som anal simulation ele
muents, and the only thing
that serms to e missing
e

i= an official sports li
tie in. First person junkies
will find the complex con
ol svstem a litthe too
much for their Quake
friesd brains, sirategy
freaks will have trouble

patting to grips with the hands-on approach of

s lakion

these metal behemothes and
propeller heads will shake their heads at the back
af any air traffic control. So this leaves us with a
o pame that attracts a very specific markel
sy it caturs for

sheeri

Ty
o one land but vou could also

evervone who likes any of the above genres - 1its

thae griant robol simuiation.

RAEAL DEAL

It i the é2nd century, thie game begins with a
devastating anti-matter cxplosion at Peace River
on g remote colony planet called Terra Nova, far
from Earth {Terra Mova was incidentally the set-
|i|1_;_= fior the first Fleavy Carar gamie boo) Adter a

terriblie war long ago, the Terma Nova colunists
broke away from Earth's nule under a united
wih finally admitted defeal and

ool Lhie colony,

baner - E
acknowledged the independus
sany voars have passed since and thie once unit

ed colony has sepa
ralisd into two war-
ring hemispherical
Iy forgetting
the pow criul and
united force they

pnee weres Time

heals o wounds
and now ina
remewed onslaughi
anad Launching thasir
attack from the
Cate World of
Caprice - Earth's

tcolony planet
back. Terra Mova
muist settle their
immer conflict and- unifopee again 1o stave off
) '.Llﬁ.". reat of Earth's dormina-
n of Gears called

the ever-encno

ton, Commanding an clite
the Black Talon squadron it's up o vou, Usmg

whatever means you have, to prevent the Earth

battle that they need to strap on a

SCLM oI
tarkanyg ths
ooy
The game
takes the
shory line
VETY =T
CRINES R ThT e
vl
newver find :u'ullr.'-l.-l.F on A mission that
't intricately ied into the progression
of the overall plot. To this end you 1 finned

it ina number

voursell fiphting the good

b
ol diverse locations throughout the Heavy

Ll My Orse.

RE-MAP THAT EEYVBDARD

IF's important b r membser that this game
ariveng other things, is essentially a complicated
pobot simulation and this means plenty of keys
o press - it's a litthe
more involved

than changging
weapons and
pressing the liring
button. You ane
supphied with a
kevboard reference
card assuming you
wanl to leave the
key assignments as
they are, this
waorks quite well
amed it really is best
tor just leave well
enough alone, The
tendency e try and

configure the game

as vou would a first person shooter will end m

toars, Perseverance s the trick and once you've

died six times brying to find the zoom out key il
becomes i very satisfring feeling taking vour

v paces and |_'-|.,|1'||||;.'. olf your first

wear throw

ed the future, the human race is still at war with each
at the armed forces doing the dirty work of war must
1t robot suit to gel the job done. Some argue
allows for more effective destruction and options on the battlefield while others

RedTide
success withont hay
ing to ook at the rel
erence cand, Lucky
for you, clue to the
complicated nature
af comtrotling these
robuots 4 number of
training missions are
included with the
gmamc where a sherr
and patronising
commanding officer
barks ol instriac
tions while vou fum
Blis weith thie conteods, Jtisa
gaod idea to work thro
these basic initiation
phivses before jump
@ into e game
itself, the only

drawback here is
if you've cus-
tomised the kiey
board lavout then the
fraining mission
wion'l PH.L upr on
the rew set-up
leading to a little head
scratching and niste |.‘ﬂ\| ol
sulting. The game can be played with
a mouse and kevboard configuration
just as offectively as with a joystick key-
bard set-up, buth methods work well and it's
all down to preference at the end of the day.
After vou've mastered the basics you can

atfempt vour first mission.

MigEION BTEALTH

[he game feanres o few different modes of play
- the first omwe being the campaign mode, com-
prising of 30 or o game missions in total, There
is also an instant action made for the impatient,
multiplayver modes andd lastly historical once-ofl
set-pivee missions. The emphasis in Heavy Caar
1 is definitely placed on stealth and tactics, in
other games of this kind you spend most of your
tirne barging in ancd destroying everything in
sight, but here vou'll spend more of your time
sneaking around and trying mot to b seen. The
rmasin difference is that the robots in Heavy Guar
11 are much smaller, allowing for a stealthy

approach, SOMAG MIsSI0NS will even have you fol
lowing convoys al a discrete distance, av anding
detection at all costs. A testament to this (act is
the stealth bar i your HUL, In Heavy Gear [l
viou can knweel or lie prone while playing the
gamu. Thee stealth box on your display screen

—

- :

Ir lime with the strategy foel of the game,
¢ kictical map displays

Drimigimgg o

terrain inecluding any
i
Wil

the surroumdin
ad mates vou
along. Your squad is computer cont
cide, using the map

interface who shoots whal and who goes

tigghit havee b

S

T VOILE ETRAS

wlwene, Your can even decide on owhat
kind ol formation vour team must move
ure

in. Leaming how 1o use the map |
oyt of Your
team will ensure thie success ol many
WE N any s

and ihe ellective def

s, B
sion vou can also modify the diffenml
= albached boovour gear

e Sl

L i weapons and iten
= : A smart ‘threal’ system provents
you from bolting on all the best
and

WA O 0 VOLIE 2

wiorks by allocating a certain
number of points for the pariicu-
lar muissisn 5 is again bal

anced ot when adding b youe
:"L:_Ll.ILI S0 s pp b o o duter
what vou'll need to take

with you depending on the mis-

=

s10m syl

EHOIMEERIMNG DEATH

The Dark Side graphics engine

¥ Gsar L1 Gts & e
enwine that will deopr any jaw.
The: Cesirs are superbly animafed
and due o their small siee it s
important that realism wilh regards ko
movermient wias correctly ._'.1]_1|_l_1:|'|_'|,1 s

powers He

has a slide bar that is linked o g number of dif-
ferent things in the game such as vour radar and
stance. Il you mon around fring your weapons al
everything thien the bar moves until it is red
mueaning the ¢nemy has detected you making
yirir mission that much more difficult. Stealth
n't your only option thoogh and il is perbectly

what you expect This is oo becaniss you'ne

only when vou start playing the Hirst mission

ing good play value from the paime and bad
Becatise other than the super graphics it is just
that, exactly w hat vou expect. A number of inme
vative featuns such as the threat value amd tacti-

that vou begin o wunderstand just how good the
oo is The weather effects really need 1o be
seen L b believed, rin, amd even snow are all

portraved in a very convincing manner and the

cal map manage to pull its score up a few notch

acceplabile to be seen, only then the mission Sl Ve SEOFY Sepments

becomes much hander to complete

use of The game engine &
only adds to the overall effect.

In the multiplayer arena there
are five primary games types
that can be played once the last
battle is won, the Duel mode is a
dedicated one-on-one battle with
vanous outcomes determining
the winner, a standard death-
match mode and capture the flag,

are plae included, Steal the

1Y, Yos, 0008 yove e past
:.‘-ll|‘l'||||'||.I

s, Is it fun to
the steep learning curve the game sk
up. Chverall, nut for action junkies, more of the
creep and snipe game, il offors plenty diversity
anel scope, Heavy Gear I is a success. [Fs initial
Iy very hard and not for the impatient. ¥ hen

s of Lhis by 1s hivs to b said
cally profi

|_|\||I|,'||1IIII_|
that Heavy Casar 1 is far moed I
civnt and mnovative than the 'more classical

competition but s less fun to play, It must be
said though that Starss

po (reviewsd in lssae I,
May 1999] scored 85% and remains a batter

Boacon s also fun where v
must find a beacon and hold

X i AT DRy J Wads LAl e LD (N
ke S And o teas Based st same because it was ultimately more fun toplay

= & ¥ i i
EL e has Vionur team prote 1 you decich

ing vour base while teving to

l_11.'_"1:rl,l". !'.!II, crmmy s base,
Dhoes the game affor what it
provmises o thie bos?
Wiell v i many
espects Heavy Gen

GENRE
Robot Simulation

vis you exactly

-
PC CD-ROM

R o L
Reguirements Recommended

I this limited Devaloper: Publisher: Supgplier: ; Pentiurm 168
genre HE-E.V}' Gear [l r'-urrn-nﬁ'ﬁ;r desid Muﬁlﬂimm R ni.'g.r"_'i’.l i -"_'3 Ram &4 1E Hour
. i 4 ¥ CD Rom 4+ CD Ram
i5 a winner in many § HIB 30 Accelerator 6 M8, 10 AGP
ways. |t caters for almost 430 ME HD 530+ MR HD
Winitleras ¥5908 Wehndaws P56

every taste and puils off the
whole experience parfactly.

(DireeeX &1 )

Multiplayer Comparitives DhroctX 6.1
D &1

aphics Engine
Erygronsurg Sy
Inncratve

il
Mothing Special

1 Heguiremenis (-

Sound Contral Btory Eontinuity Piayabiity

az| ~|s9o] |87

Tes

ar graphics and inno-
» garme featuras will
draw you in despite the
steep. learning curve.

Bysbe

Graphics
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What stands 17 metres tall, weighs just over a 100 tons, is made of metal and carries more firepower than a small underprivi-

leged, but militant countr

get to drive in this latest instalment in the MechWarrior series from |

game.

AT HY ARE WE HERET
Hl'\'l The universe in which the game takes
place, from a story line point of v iow is
immense, a littde oo much to go into b
concise summary will have to do, It is the 31st

Century - you play the role of a MechWarrior
from the Eridani Light Horse unit, the good
guvs. Your enemy is the Smoke Jaguar Clan and
the game plot tells the tale of the final obliter-
tion of this evil Clan, through o number of suc-
cessive missions, The introductory movie thiat
sels the sconie is a work of art and does a geod
tion

b of generating excilement and anticipa
for the gaming o come

The game offers four main g
modes namely, Campaign
Iraining, Instant Action
and Multiplaver. 1f

viu select the
Campaign marde voull
begin a serivs ol Inkense
missions that form the
bulk of the game. The
training mode is
cssential for getting o grips
with the controls, weapons
and other minor mian
tasks requined for piloting vour
vehicle - it's a good refresher course (or

mic

el

veterans and a
vital bl for mow-
conmers. Thae inclu-
L] | the [rainmingg
missions effective-
Iy cover every-
1311 ron need e
kv ..,|.|'~III| play-
b this simmulation

Mischs, The actual multiplayer
game type eptions are somewhal
limited in MechWarrior 3 but see-
Lhe* game proper is so m
this lsn't a

i th

depth and challenging
AT CONCETT
The Campsign missions ane
ntrodced using some intelli-
gonce Fowrl e !;..":':‘.lll.l'\- o by
probes w b are Torever getting
shot down), map layouts, crude
icons and symbols. The great
thing abowt the pre-mission
intelligence report anld
unfolding story is that
everything s so
well put together
that by the time
your're ready to
cnler the fray
v e extremely apprehensive
and keen tooget your part of the
joby done. The vorce-overs and tech

niques usesl in these '|"F|l.'rlli;.."- dn

AT SOEe of thee best vou1l

ever sov, You begin the game
o the battlefield, with your
objectives clearly marked out on the radar
By pressing a key you can also access your mis
sivn parameters and th

wilhout getting
shot ol and
SANES O TIATE
ual readieg
timwie. 11 v 're
keen for some
miirklless
killing then tha
Instant Acticn
ophicn w ill sat-
by any
appe tife for
destruction
There are plen
tv of options
avatlable in -
this modie and
v Il b bl

o set variables for anvthing from a single enemy

encounter to ||Ll..'i:||"h- waves of progressiy ely
harder enemies. Lastly, the Multiplayer modie is
where you can go up against real people and
prove voursell in the real world, The
Multiplaver mode has numerons opticns that
can be fiddled with including where vou'll be
playing, kill and time limits and whether or not
plavers will be allowed to modify their

resulting menu will tell vou what you still need
tis diy, 2o there is no confusion as o what is
reqquired of yvou. A by pic al mission will uswally
invalve a number of sub-objectives, which adds
o the enjoyment factor significantly as it man
ages o cover up the slightly lincar nature of the
missions. The game isn't as fast pac od as many
might assume from watching the movie, thene
always seems to be & respite in the action once

yvou've completed each of these sub-goals. This

y? The answer you're looking for is a BattleMech, one of many different giant bipedal robots that you
‘roprose, and boy have they put together a damn fine

RedTide

tends to deaw away from the realism a ligthe as i
sevms absurd that the enemy s just happy to sit
and wait for vour arrival even though be knows
yvou'ne there, Choe vou do encountor coeimy
forces the pace changes slightly an 1 the true
nature of the game shows it face, You see thes
Michs are very nefficient and tend to ovedheal
quickly during
Formance and in some sevene cases, a complete
shut down, This heat
feads to i

1 battle resulting in reduced per

bl
game prob
what might be
called a quirk,
mist batthes
W e

Mechs usually eod

aginsl

sfanal ol

up
shooting match
5 where both
combatants will
sland stll wail
T

ing far
weapans by cool
dovwn or charge
up. This isn'ta

serious problem
but goes a long

way o illustrat-

g just how the
Bamie Tuns - shop
slivrd action

MomiL FIELD
BAdE

Twior inmovative
come in the form of T
Fieeld Base and the o
MEFE comprises of t
i the battlefi

features in the
WIFE or Mo
of vour Lancemates. 1
vehicles that can be deploy
ang their primary function is to repar and

arm vour Mech. They can be controlled via the
radar and deployment command, thwe idea is to
clear the a ree calling in your

trpoprs 50 Lo speakl [his adds a new

i el

element to the game and resulis

and use

e

REVIEWS UNDER FIRE

MECHWARRIOR 32 iconmmucsnl

itive and any combi-

you com intelll
ently armm il o

ration af contral
sel-Lps s rasibli
even though there
ame =0omany different

kews involved in the

It mission i
come. Another
nice thing to see s
the sheer amount
of different

spons and

game you handly use
iy ol them, a true
n of sound design

items vout can b

ko vour maetal The amie has a few

small tendencies that
can be overlooked
but are worth point-

muonster 1 viou | i
like tinkering with & |
technology then T TR AR O DA
vou'll never want

o leave the Mech conliguration first thing t= that it's a litthe too sy on the medi-

utility. Anyihing from colour all um setting and not all that tough on the highest
the way to numbser of Twat sinks difficulty setting, This does shorten the life span

can be changed and balanced of the pame a litthe as prost ifissions Can be com-

ing oul anyway. The

O thing o e R

—

iy v it remember = |
that some | 2

s approach when dealing
Weapons generale more heat |

ina more heavy |
with enemies becanse vou koo that if vou clear
the area you'll be repaired afterwards, The MEFD

than others so don't o be
ing on hundneds of eneng

I\:'Ll_'.l|'1|II'\-.

units also salvage items from the battleficld so i
YOI I FLINTRINGE, shisrt i '1'..||."'|."|-||"' YL |"|"F" =
wents equipment will usually de nicely and this
can be anything (rom amonumition all the way
up biv entive BattheMochs, You can abao conitrol a
certain number of allied forces while plaving
amdl they come in the form of Lancemates, Al
controlled pilits w ho ane there to help vou over
come the odds, The range of conirol aptions tod
comrades is limited to stay bere, attack my

LODKS LIKE ST
Graphically iking,
MechWarrior 3 is a pleasune
fi bowvk at - there ane bwo
additional camera angles to
choose from that offer o first
and third person view on
the: action, thereby catering

o
target and defend my largel. Nonetheless they
are very helpful if only for drawing fine away
from yoursel . Other nice touches the game game enginge is lechnically
sontd with very fow hic
I
e small complaint would
b the fact that you cannot
Temase
the cockpit view altogether,
only fhe HULY. The graphic
style used in this game
reminds one of the Star Wars
umiverse, rough hard looking
technoligy - both primitive
and advancoed in the same
seene. The Mechs are well
animated and all recoil from
direct hits and even limp
arouind conwincingly if a leg
is damaged. In the audio
department the gamae has
more than its fa
mueaty thumps and dealening
e plosions - vou really know
your Mech is on the move
and dealing ol
the punishment
The controd sys
tem u=sd is inlu-

for everyomne's tastes, The

offers is thie ability to easily change and config
ure your vehicke, The menw driven system is a

wsure o use and by carefully balancing out

.

cups or glitches during

the welght and hand point set-up of your Muech,

plited in one or two tries, The graphical prob-
lems that di APPear (e .s.'-l-'ll".'t.’l:\. are of the colli
sion detection ilk, sometimes you canmed maovi
forward because something small is embedded
in thie ;'_'|||'||_||:.d_ a little annoving but good naviga
tion eliminates the probiem. Other than these
fewe things there s very little else o fanll the
game on and anything else would really only be
picking at nothing. MechWarrior 3 is a superb
game, beating the competition hands down. [t is
aimed ot a slightly different market, but if it's big
rabdl bashing action vou want then look

nowhere else

charee of
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MechWarr
is a stunning a

plishment in so many ways 1904 MAHD
e i o e Windows 9596
- ft's innowvative and engross BT Eisyer . Cameariies e e

right down to the small- 3
ing right dov a : : Fr— P Grest un Grachical Gheches
é<t detall. Without a doubt it b Stariege - oty A Lide Eaxsy

is & class act and easily the
Cantinuity Pilayability

Graphica Sound

best title in this genre by 2
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There is a lot out there, out beyond our frail atmosphere, which we don’t understand. The sheer size of the Ul:.werm:
and the possibilities of what could be out there, amongst the stars, are virtually limitless. Not that
conspiracy theories and speculation about the involvement of extra-lerrestrial beings in the

omable to the human mind,
we don't speculate. UFO sightings,

history of our world and our race abound. Let's sa
that visitors from other plancts moulded our very speci
fur. Because we turned out pretty akay, as a species. It could h

aliens from Attack of the Saucerman!

1\; en the BEd handed me this game with
(¥ 2 grin that said “vou're going to hate

| over his face, | dreaded

this rI.I"-|L'|l."|l
popping the lid on the PlayStation and
inserting the game. | had visions ol his

new ruys are supposed to sulfer attitude

manifesting itself full force in the golse

of Attack of the Saucerman

f L]

and subslances were well hidden [for

my protection and his) | started oot on

| 1. So, afler
making sure thal all dangerous objects ("

my journey into the dreaded unknown
Lot me digress for o second. Ever had a

dream where vou had something really

conrl, only to wake up and realise vou don'l

ictually possess the item of vour desires?
Okavy, of course you have. Now reverse that
Imagine expecting something really bad,
like in a nightmare during whi h you can't
tind yvour troesers,
and wak ing up t

at it's nol
bad at all. That is the
only way that 1 can
describe whal hap-

rein lise

wd when |

P
awil d the
Playhtation on...

Attack of the
Saucerman is, il
appearances are (o b
believed, intended gor
YOI e F'l.'hl'l-\-.ﬂ He
cartoonish appearance

of the sgame’s sleeve

Join Ed the
Grimloid en a
strange journey to stop
the evil Medco from
colanising Earth'and turning

it into a giant-Med farm No
Although it seems aimed at
a younger market, older
players will also enjoy it's
off-beat sense of
humour.

Graphlca

EWSUNDERFIR!

MMultiployar

is unfath-

y these things are real. Go on. Suspend your disbelief for a while. Imagine
es in its ways. Do that and you realise that we have a lot to be grateful
ave been far worse - we could have been influenced by the idiot

Shryke

aame play, a8 | stated. is very easy, relying
on the vpical 3D-platform style thal

"ayStation developers seem to love so

: f}f much, There is nothing overly taxing about
i o '?'51@ this

105G D[ﬂ
5 N

same, which allows you ta actually
as for once while playing,.
Graphically, the game is not

|| too bad, although 1 have
J F segn better. Bul there is
| something charming and
:—‘ i / il sweel about the maltormed
N _r“- and foul tempered aliens that
y':‘- inhabkit the game, and something

could =

nothing less, However, Attack aof the

gt
Saucerman is something the whole famils
can enjoy. Why? Let me explain

Came play is very simple, That does sug

would have been lost if the

graphics had been taken
any more seriously by the
developers. From a sorired

eor orientation, seeing a5 how
point of view, Altack of the

gamoes for vounger players are supposed
to be vasier. Fine and well. Flowever, a # Savcerman 15 =tulfed full of

af th beeps, whirr's, clangs and

eertain soquence during
bangs, as any game of ils

tvpe should beo A juke box

facility allows vou to seroll

in-game cinematics convineed
me otherwise. The ship aboard
which the hero, Ed, is travel

is shot divwn anid crash through the different songs

Iin the game via

15 i the imbanios Ared ":.

vou know tho one made Famous ne of

1M SCreen
them are, to be honest,

by eviery parangd they me-coming
pretty good, The story line is

to-get-me conspiracy theorist in the
simplistic enough for younger
tand, and entertaim-
tly silly humonir]

world, The question is how many

this plavers o unde

kids understand the implicatio

¥ How g enaugh (with its s

many children will know that it's really fiov players 1o enjoy. Every thing comes
funny when Ed wakes up on a gurney, sur across by way of subtitles for, even though
rounded by humans ready o perform an Ed speaks, he only speaks Grimloid - his
psy on him? Not oo many, says Shryke mother tongue. This warbling language can

rather humorous twist in the gan

ol er

auts

(but then again, what exactly does he get o bit annoying, bul you just have to live

know?), I is for this very reason that | with il At least it gives the game a feeling
believe older players of authenticity (and if 1 get away with that

comment, | deserve a medall)

,and Attack ol the
ame. [1's not greal
Lits vntertaiming

at least those of us
who have a rather
W _!T}'-\d il mierce-
nary sense of humour
- will enjoy Attack ol

Spucerman 15 miek

cither. Suffice to say tl
with a fiew laughs and a few mild chal-
lenges for the player. Do you simply have
to own it? 1 den’t think so, But yvou proba-
blv won't be sorry if you buy il, either.

the Saucerman as
much as the Youmger
plavers will

MNow that U've talked
rubhish for more than '.
half of the

review, lels

gl down to
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nuts and
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Publisher: Ster Kb Irgeracron
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Perhaos Toa By

Bugs Bunny: Lost in
Therms
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The sequel to KKND involves three nations warring for world domination and neither side will give up till either its enemies
and/or the world has been destroyed. The same plot has been used in countless other games and sci-fi movies alike, but no

one seems Lo realise it's getting old, as are numerous other aspects of Krossfire...

E'{v cll onee again, as in most
other Beal Time Strategy
gams, you'te out for world
domination,

whether by hook,
ek O excessIYe

the computer, givimg vou an idea of

b dlated they ook, Another area
in which KEKMNL fails is sound

e

A ful tunes ane «
mented by awiul effects
thaat commebine to make an

.I‘-'lf;|||.-\|‘-|'::|':~.| ... lpor

viplence, From the
bring me my earmuffs!

starl, Krosslire
underimpresses
I'vie always been quite scep-
tical about the functionality of
KT5 gamues on the PlayStation
mainly due 1o the fact that an KIS

game isn't particularly suited o a game pad.
Unfortumstely | was right. The control 1=
extremely dodgy, immediately detracting from
the gameplay. 1 found it ditficult to select indi
vidual units and issuing commuands was juslt as
painful, it's laborious and difficult and even after
playing a few rounds | never felt comfortable
and in eontral. The game does hayve Dual Shock
support though | founcd that to be more of 2 gim
mick, Dhial Shock is better suited to fighting and
racing games or when put to good v in a game
like Metal Gear Solid, Scrolling around 1sn't par
thcularky hard but singling out an individual umt
is lod Himee consuming, resulting in fristration

C plow just
tivn B
Irom a

BUT HOW DOES 1T PLAYT
| supprisc I ghowild start moaning
about the gameplay belore it's oo Lt
You have two modes to play, either the nor-
mal campaign mode or Kas
moesde (e, skirmish mode). n
the campaign mode you

choose one of the 3 factions -

thir Series 4 are the new ones,
vou 'l pecall KEND only had

2 mations; the Survivo

hid in bunkers during the
first war, shielded from the
nuchear explosion; and the
Fvolved {formerly known as
the Mutes) who staved upon
the Earth's surface and somae
how survived the explosion
and their brains weren't fried
juest lightly sautéed in nataral

and sometimes ruining a good strat

because vou can't move tank A to pos
The graphics are of a decent quality...
Mister Systeimn point of view, but the units ane
amall, badiy detailed and fueey making it hard
tor distinguish between them, The graphics are
virtually identical to thisse of its |."rL'\.!L'L'L':1'H|| on

juices. They believe the Earth
i= rightiully theirs and thedr
!"‘l'll'l'l.‘:f:\' L are 'I\'l.'ll"'!.
mutated beasts and other nat-
ural nasties as opposed to the

Survivors' mechanical men-

aces, The Series 9 robols are
the agricultural robots that
went shightly insane as a

It of the explosion and

s
thev are nowy striving fi

and ploughs, The problem with the campalgn
mitsions is that first of all you don't get to build
in the first missions which makes them guite
bosring and once you lose vour first balch of
units that's it. The first missions usually consist
ol moving one ora group of ks o somueplace
clae on the map with enemies
l‘-'-'lll'l'l”ﬂ'l;l-'; all the roads el You basi-
cally have b figure out the cormect

path and avoid fighting as much as

Fimim 5STRS ayYy oM THE PLAYBTATION (0
virl can =0 as bo preserve the lifespan

A& BARF CXPCRICHMEOC

Playstation

Publisher:

Supplier:
Inloprames "dET

Soor K Fteractive
(00 1) 445-7300

An-abso Developer:
diggusting pile of Melbourne House
trash: Terrible graphi

L sound, no gamen!
; ; 3 = httpi/wewemelbournehouss, com

and usebess control. Want
RT5" Get CE&C or Warzone
2100... by
shetf. A failed attempt and the
PlayStaton is still in need of
a decent RTS title. ..
maybe somecne will
r our cries?

Multiployer Comparitives Pro's

Apdicive Muluplaye
Three Paces

Lasg i the Senet

Command & Cormjusr
Warrone 1100

e this on the Yas

Graphics Bound Contral Btary

world domination using their armoured tractors

Continulty

- Madman

of your units sinoe no replacements are avail

able, Tt also isn't all that submiersive; you don’t
I like voa'ne d
shrabigy s Vodl Just M v

g very much. You can't

really plar

units around the map and watch them die. The

missions ane quite difficult, even the early ones

muaki the leaming curve steep and frustrating

Thoere is seemingly no purpose to doing the

same mission over and over again 4l vou find

fue exact right path o guide your single unit

e since it s too weak o fend lor itsell, Kaos
rou bul that is when

£

Al
miiside 15 oo for a
KEMNDs faulis reall
mosde vou find out thia®
the differenmt nations is just dosmetic, most uniis

g showg, T Koo
lillereneces betwormn

are virtually identical underneath, The best mul-
to just sil back and guard
clse kill cach ot
Whilst it may be cow-
ardly you'ne almaost

ELra u loy weiin,

El |‘| aver strabegy 15

vt Base Jot

COoMMANDED AND
OONGUERED

Thier game dpes feature
ome mice touch and
that's the ability 1o go
up against the com
puter with a fricnd via
a split seneen multiple
player option, wl
turrisd out b bee fun
and this feature man-
apes b0 resoue the title
sounewhat. The game
has a few good points
but pverall falls dis-
mally, Chuile frankly,
whilsl the I"layStation
i5 =eriously lacking in
the Real time Strategy
department this is
mare of a joke Than a
g You're much
better off getting
Warzone 2100 or even the original Command &

Comguer is better than this. A faited atbompt is
the besl way o describe KEND 2
someone will eventually declde 1o grace our Ty

mayhbe

sereens with o decent BTS gamee.

GENRE
Real Time Strategy
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Support I?n;t ros
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Y ou begi
ﬁ‘b \ game as
| - Harry Mason, a
man with a serious
problem. After swerving to
avoid a mysterious pedestri-
an on a lonely highway at
night his vehicle leaves the road - the
resulting accident knocks Harry uncon-
scious. He awakes to find his seven-year-
old daughter missing and heads out into the
night towards the town of Silent Hill to find

her. During his trip into the town centre he
notices that a dénse thg has descended on the
town which is also cerily quiet - something is
wrong with this place, things are not as they
should be. A brief chase through the town
after a phantom shadow that looks like his
daughter yields no reward but does lead
Harry into an alley way. After passing
through a few gates and passageways a sud-
den twilight descends over the town leaving
Harry fecling very alone and in the dark

0 to speak. Further investigation leads

Harry to discover the gruesome

remains of a crucified

humanoid figure, now

at a dead end he
hears a strange

i
! ﬂﬁj e

-

noise and is quickly
everwhelmed by a
couple of strange
creatures - he
- falls
down,
UNCONSCIOUS, again.
Harry wakes a few
moments later in a diner -
dazed and con-
fused he mects a
female police offi-
cer, also in the diner
who gives him a gun
and leaves to get
reinforcements.
Mow Harry must explore
the town of Silent Hill to find his
daughter, and so your game
begins. The introductory movie
is unusual and effectively comes
across as a trailer for the game
you're about to play, the strange
music that accompanies the
movie sets the tone of the game
effectively with its strange
melodies and haunting tones.

Strange creatures lurking about an otherwise peaceful but now foggy neighbourhood? A
. lone human soul facing insurmountable odds? Fearful gripping of a PlayStation con-
d troller in a pair of sweaty palms, with the occasional creaking of grey plastic? All this
evidence can only add up to one thing - another horror survival game, and this time
© it's coming from the Metal Gear Solid people, Konami. It is time to enter Silent Hill

RedTide

T

Ll

won't make it out there by herself.” Long

pause, Harry, Yeah., Not very convincing by a
long shot, so instead of immersing you deeper

Many of the cut-scenes during e Lt LA

the game first opt for a rendered

sequence followed by effective

use of the game engine - the two formats
blend into cach other seamlessly and look
fairly convineing. The only downfall of the
numerous interactions between Harry and
whomoever he's talking to is the voice acting
and response timing. The actors have injected
little emotion into their speech segments and
the fact that the lines' are delivered after
delays only adds to the poor impression. Try
to imagine if you will the following dialog:
Young policewoman, "With all those deadly
creatures about,

your daugh-
ter prob-
ably

PRy

into the story the cut-scenes only serve to add
some humour to the proceedings, obviously
not what was intended by the creators of
Silent Hill.

BHroaARY FOO AMD TAME MONSTERS
The game is in essence very similar to
Resident Evil 2 and even features a few of the
more basic elements that made Tomb Raider
s0 successful. During the course of the game
the creepy town of Silent Hill is portrayed in
two different ways. One, as a regular small
town, if a little ominous and foggy to
begin with, the other as an
alternative world where
things just don't
fewl or look right.
The alternate
reality version
of the game
world is so
disturbing
that it's
always a relief
to return to the
‘normal” game world.
The game's grainy graphics mainly comprise
of polygons that are a little ill-defined bu
nevertheless superbly detailed and well
thought through. The use of lighting effects

b

SILENT HILL (continueD)

| WONDER IE | PUBHED THAT BUTTOMN

and the fog, snow and gloomy weather cover
up the problems well, they get the job done
without slowing the action down, leaving a
good overall impression. Your character ani-
mation is also limited to running and taking
aim, shooting and taking damage. One restric-
tive factor is that Harry cannot climb - consid-
ering the sheer size of the town and special
locations this seems a little absurd. Being able
to climb onto tables or even the bonnet of an
abandoned vehicle would have added so
much to an already richly detailed world. If
you step back and take everything inte con-
sideration, not being able to climb isn't detri-
mental to the game as such, it just would have
been nice, not to mention a little more realis-
tic. Besides climbing Harry can't duck; crawl
or sneak - again this isn't a problem but
remember that Konami are the developers
behind Metal Gear Solid, so it's not as if these
actions can't be done with good effect. An

tal. Each level of the hospital has around eight
to fifteen rooms all littered with monsters,
items and often a nasty mess on

the floor. These
‘inside’ locations
are almost as
big and
involving as

the outside
area, again

just stressing a
point, this is a big
game. The snowy
foggy weather that g
plagues the game :4
iz great for effect

but we all know

there are better

ways to create
atmosphere other than
emerging everything in vither

gloomy fog or the inky blackness of night. If
you think of a game such as Resident Evil 2,
that never used these 'cheap tricks’ to try and
scare the player - then Silent Hill starts look-
ing a little desperate for ideas. The creatures
in the game are also well conceived and ani-
mated but they fail to do one important thing,
create fear. The only time you'll fear

a creature might be at the initial
encounter, after that they all

seem to pose no real threat

because you know exactly how to dis-
patch them. This is a real problem for this
game as most of it's appeal will lie in terror,

Ty,

interesting question is, will we be seeing an
amalgamation of these two genres in the
near future? A kind of Special Forces opera-
tive alone and up against all that is evil...
we can only hope!

THIB BIG

As previously mentioned, the town of Silent
Hill is massive as far as PlayStation games
in this genre go, two huge maps filled with

numerous special locations all await your
careful exploration. It really is big and run-
ning across town or even around a block takes
almost as much time as it would in reality.
Many of the houses and buildings lining the
streets are just there for front-end decoration
but many of them can actually be explored.
Just when you thought you'd seen the whole
town you'll enter an area like the hospital for
example and when you eventually find a map
for these inside locations, you're left looking
at a three or four page map of an entire hospi-

starts
crackling and hissing when-
ever monsters are near, this an
inspired idea. The radio making any
kind of noise always gets you worried, like
the motion tracker device in the Aliens maovies
- it strikes fear in your veins. Other things you
carry with you include health drinks, medical
aid boxes, a kitchen knife, crowbar, pistol and
shotgun. These are the tools of the survival

? -

you can't very well play in
fear when you know iUs easy
to kill anything nasty.
Besides being a little casy 1o
get rid of, the monsters of
Silent Hill are way too few in
number o impress, especial-
ly when the next bright crea-
ture idea turns out to be
zombie-like hospital staff,
That said the bosses scat-
tered around the game are
worth running away from,
and fast. Negatives aside, a
balance has been struck between
sheer numbers of enemies, variation
and danger value, You won't find
anything in Silent Hill like that rool
crawling bundle of misery in
Resident Evil 2, the creatures in Silent
Hill just go Boo and are instantly for-
gotien.

=

PUZZLES AND BTATIC

WHAT OO ¥YOU KHCW

One of the items in the game that you |
find right at the start is a radio that

MEW AL




SILENT HILL (cosmimues

SILENT HILL
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trade, scattered throughout the town you will
find more ammunition and health, theee is
plenty to go around provided you don't use
two magazine clips to finish off every monster
you run into. As you play you'll also end up
finding keys to different houses or rooms, the
finding of keys and their respective doors
forms the most basic of puzzle elements in the
game, The tougher puzzles are really hard to
figure out sometimes, but careful examination
of the clues will always lead to the right
answer. Overall the puzzles in Silent Hill are
of a far better quality than most other games
so far, the piano key puzzle in particular is
incredible and you're always lefl with a real
sense of accomplishment when you figure one
out. Regarding puzzles, another small prob-
lem that can potentially lead to long frustrat-
ing re-exploration of all locations is the trig-
ger effect this game employs to move the
story along. Even though there is this huge
environment to explore the game does force
you along a very linear route with most of the
key sequences unlocking once you've read
this serap of paper or found that key. The

-
s
B
E siriiial S i
i s o
%
s
S
i + -
' i e S
e o
L =

downfall here is that important
clues can be forgotten just because
the game misled you when you
initially found an ilem or area of
interest, it's an annoying aspect of
the game that will have to be lived
with. The control and menu
options are well designed and
easy to understand, moving Harry
around the game world is also
vasy and accessing your inventory
and using items is only ever a sin-
gle button press away. From a con-
trol and access point of view there
ian't much more you could do
with the current system and it

L works a charm,

REBIDENT HiLL AND BILENT EWiL

Seeing that there can only be one king in this
genre and Resident Evil 2 is without a shadow
of a doubt the recipient of that crown, com-
paratives between the two games are
inevitable. Both games bear similar concepts
but they are 5o different in style and execution
that they should be viewed in different
leagues altogether. Support for the survival
horror genre is growing daily and new
titles such as Dino Crisis and Resident Evil
3 will soon be available. The true indica-
tion if o game has scored a hit or a miss is
how much fun you have while playing it,
in this case specifically it's really all based
on how scared you are while exploring
locations and fighting creatures. 11 is also a
good thing if the game doesn't try too hard
to create a scary experience with cheap
parlour tricks, The balance is hard to find
and thankfully

Silent Hill |
delivers the

goods on ¢ —_—
all levels. ;

Whether it's a better game than Hesident Evil
2 is a highly debatable point as both games
have their strengths and weaknesses. The
game covers all the bases well and will have
you drawn in faster and further than you
probably want. It's a highly charged adven-
ture game that doesn't disappoint and makes
a solid impression on the genre, If you're ever
standing at the great PlayStation crossroads

LR L e I EE T |

Frad ligauid fomnd in
m hroksrn wvial n the
Hospital [Fireoior’'s roonm,

with grey sign posts reading Resident Evil 2
this way and Silent Hill that way and wonder-
ing which direction to head then don't look
here for any answers. Both games exhibit such
different and diverse qualitivs, good points
and bad it's almost impossible to decide
which is better. This isn't a quick weasel out
of making a choice - it's just plain fact.

& A

. Silent Hill has’ -
w"ﬁﬂlﬂkﬂ Lo B
# scare the Player. .. pro-

* night. The games graphics
letic Jmn-a-lT_ttfe a5 does
“the methods employed to
try and make the game -
_ frightening. Although, if
" you like this genre’
_don'r miss it!
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Potential, potential, potential. A word we in the gaming industry hear and use so very often. Games that could

have been so very, very good but inevitably end up gathering cobwebs on a shelf or in the bargain bin because

they were lacking in one area or another. What do they have in common? They all had potential. -

mega Boost

has poten-
tial. Sure, the ;
story line may be s
a bit suspect, but
isn’t that what
you expect with a
a shooter? If a lit- | |
tle bit of game | D
play had been
thrown in,
Omega Boost could've been huge, but due to
it's lack thereof Omega Boost is, in my opin-
ion, a failed opportunity. Let me start from
the beginning. The
story line has the typi-
cal Japanese touch.
You're out to save the
earth. Big surprise.
But wait! It gets even
maore stereoty pical!
You're outfitted in a
mech-like suit, com-
plete with rocket
launchers and huge
gun. It's you vs. every-
one (as you would %
expect) and the odds
are stacked heavily
against you. Common logic dictates that one
man in a robot suit cannot defeat millions of
planes, other people in robot suits and space
craft out-sizing yvou about 10 times. Oh, and
they have better weapons than you. But, as
previously stated, 3D shooters aren’t sup-
posed to have story lines.

STIOK TO RACING

Now would be a good time to mention that
Omega Boost has been developed by none
other than Polyphony Digital, the team that
brought us the ultimate racing game, Gran
Turismao. | found it hard to believe that the
same people who made the masterpiece of GT
also produced Omega Boost and 1 haven't
really touched on any of the downfalls of
Omega Boost apart from the tenuous story
line/ concept. Well, the good news is that the
control isn't terribly bad, Freedom of move-
ment has been increased in Omega Boost as
opposed to other titles in this genre but you,
unfortunately, are stiil confined within the
levels, There are Basically two modes of
movement in Omega Boost, You can either
search out your numerous targets manually,
although this mode is still very restrictive,

@
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especially when trying to turn around.
Secondly, you can use your scanner. The scan-
ner button will find an enemy and automati-
cally move you to face
the foe in question.
You can also move
manually while in
scan mode allowing
you to keep on the tail
of any particular
enemy. Shooting is
achieved by use of

2 of the four fire
buttons, the ather

2 are used to
"boast” your
robot. You can
choose to shoot
the normal “dumb-fire” method, or if
you keep your target in your sights
long enough, you can lock on to a
number of enemies and fire guided
missiles at them. The number of tar-
gets you can simultaneously lock on

to increases as you progress. Eventually
you will receive the Viper Boost,
allowing you to ram your énemy,

albeit that vou have no control

over these slamming attacks. One i
of the main aspects of a shooter is I
the control, and thankfully, Omega

Boost doesn't do too badly in that
department. Oh, and Dual Shock and Analog
Controller support is present, but it's been
quite a while since I've seen a game without it
- it has become the standard, and rightfully
S0,

b

DIFFICULTY WNLIMITED

Omega Boost is hard as hell and just as frus-
trating. By the 3rd stage vou'll already begin
struggling and as you progress lurther, the
levels beecome increasingly difficult. Also
available are challenge levels, basically the
same as the single player mode, just a lot

Madman

more difficult.
Omega Boost
also boasts
around 5 train-
ing levels ta
teach you the
—-r basics of the
game, saving
you about 5 of
™ the 10 minutes it
would otherwise
take to learn the controls. And if you pull off
any amazing victories you can save the
replays and watch them over and over again
That brings me to the main downfall of
Omega Boost: game play. Making a 3D shoot-
er is a difficult business, and
if you don't know what
you're doing, you
- can end up

e in a whaole
e load of

iy -

i

/A

trouble.

: Or with a really
ey crap game. The line
M between success and fail-

ure in the shooter genre is

a thin one indeed and its

name is game play. They all share a cam-
mon formula: blast! The differcnce is
that some make it fun and interest- -
ing; others make it boring and |
repetitive, Unfortunately, after
only 15 minutes or so of playing
Omega Boost [ was already
bored. There is always a limit
to the number of things you
can shoot before getting
bored, but somehow, other
30 shooters seem to offer a
little more in the way of

GraPHICS: 1| -

GaMe PLay! O = VERT UNFORTUMATE FOR A GAME WITH 50 MUCH POTEMTIAL,.
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variety, and thus, add to the overall game
play of the product. Omega Boost isn't a total
failure, and some people may just get the
adrenaline rush they need from the mind-
less violence of Omega Boost, but after
long periods il does become repetitive
and monotonous. Each level comprises
the same basic fdea of shooting through
hardes of smaller enemies, reaching the
boss, shooting from one angle, dodging

his
attack and
then shoot-
ing from the

next angle.
Another thing
Omega Boost
lacks is a multi-
player mode, a
real pity because
that could've
gone miles to
improve this
game.

LookiNG INTD
EFACE ANMD HEAR-
INE NOTHING
Graphically, Omega
Boost is one of the
best looking titles 1
have ever seen on
the PlayStation. The
32 engine is nothing
short of amazing, the
visual effects are
brilliant and the

| game maintains a
respectable frame

rate throughout,
Alzo on offer are good
looking, but short FMV
sequences, the purpose of
which is to advance the plot of the
story. Considering that Gran
Turismo was so visually astound-
ing. it is no surprise that Omega
Boost follows swit, with great tex-
tures on the different enemies you |
encounter. The enemies look good
and are realistically shaped.
They alao move realisti-
cally and while the back-
- ground of space doesn't
offer much all the graphi-
cal elements come together
nicely to make Omega Boost,
arguably, the best looking and most
graphically advanced PlayStation
game available.

M e

o

When it comes to sound, Omega
Boost offers just what you'd expect from a
decent 30 shooter, The effects are good and
complement the action well. The sounds of
your shots being fired and absorbed are real-
istic, and the effects accompanying the "Boost”
and so on are also done well. The tunes hover
around the techno side of things fitting in

well with the genre, The pace of the music is
speedy enough to integrate with the action
but it doesn’t frustrate. You'll be so busy blast-
ing alien scum, you probably won't even think
about the sound.

Mot being a fan of shooters (first person espe-
clally) this review may have made Omega
Boost sound like it isn't even worth 10c. But if
you are a dedicated fan of this genre you
might find the mindless blasting right up
your alley. For me, a game lacking game play
and story line already has one foot

to become boring quite fast, and although
some boss levels are difficult the game can be
completed fairly quickly. Had Omega Boost
been given a decent story line and a bit of
game play, it would've definitely been a top
title and a must have for every PlayStation
owner, Unfortunately, in those respects it dis-
appoints and offers little in the way of replay

value. | wish that 1 could say that the spectac-

ular graphics and the other aspects of the
game could make up for what Omega Boost
lacks in game play but that isn't so. If you
enjoy games like Blast Radius and Colony
Wars then this one will definitely hold some
appeal for you otherwise | would strongly
recommend you try before you buy. A pity,
because Omega Boost had potential

MADMAN

in the grave and the other on a
banana peel, Omega Boost boasts
great graphics, relatively good <
sound and control but it does tend :
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orget shelling out tens of thou-

sands of Rands for a high-end
graphics studio and a system to make
it run properly. 31 graphics, raytrac-
ing, Photoshop and animation capa-
bility is here now for your lowly 166 -
and i's free!

When the first version of Autodesk's
3D studio was announced, T got my
hands on a brochure. It looked very
coal - 30 rendering, animation, light
ing, cameras - all the things 1 needed
by brave the job T was at and go off
and start my own commer-
cial graphics company. Then
I saw the price, Eeek! [ didn't
eamn that much in a year - lut
alone a month, About a year
ago, | got my hands on an
electronic brochure advertis-
ing a similar 303 package. It
looked very cool - 30 render
ing, animation, lighting, cam-
eras - all the things | needed
to go off and produce some |
great ray-teaced graphics for |
the Oplimise demo competi-
tion. Then [ saw the price.
Free! Nix! Nothing! I'm glad
times have changed.

The program is called
Blender, it's home page is at
www.blendernl and it's a
commercial quality 300 ren-
dering environment which
runs on most platforms out
there - including Windows Sx S e i
and Linux. As of two months ,,,\;;}‘;ivi"of '
ago it supports hardware- R e

s 3 2 iz o
accelerated rendering if you e

SR

have a TNT or a TNT2-based SRS

R

3D GRAPHICS

FOR
EVERYONE

By PALIL FURBER
HTTP/WWW.SURF.TO/DEMDOS

E-MaAIL: SADEMOE@EBROUFPS.COM

E-MaiL: MAVERIEK@IS-EQ-ZA

card, On both Linux and

Windows this hardware acceleration is very cool
indeed, and produces rendering speed and qual-
ity comparable to a mid-range Silicon Graphics
box if your CP'L is quick enough. IF it isn't then
don't worry - Blender runs just fine on a 166
{well, it does for me anyway).

The only catch that exists is that - like most com-
plex ﬁ[:;phic-; software - the program by itself is
very tricky to get the hang of without a manual
Mak - the company who wrote and publishied
Blender - offer one for sale as a way of making
their investment back. 11's around $4(0. Having
just shelled out for one, | can say it's well worth
the money. If you don't wanlt to pay money for
cither, there is a basic manual to get vou started
with 312 editing. Strangely enough, lack of expe-
rience with other 30 nlit::n:.; packages is proba-
bly a good thing; Blender's interface is a strange

B VOLUME 2 e

animal to get used to. Once you do though, it
becomes a highly organised and logical way of
doing things. | am no 30 professional, but with
Blender it's easy to turn out very impressive ren-
dered material after a couple of hours figuring
out the basics. Animations are also very straight-

forward. Just in case you're wondering if this is
the kind of program that is cheap and nasty as
well as free, then relax. Blender is used by hun-
dreds of commercial designers across Europe
and the US to do things from game character
development to professional commircials for
companies such as Philips, In other words, it's
industrial strength.

PHOTOBHOP SCHMOTOEHOPR
If your hankerimg is mone towards'the 203 side of
things, then the Gimp is vour answer. Mo, it's

nothing to do with the freaky guy
dressed in leather who appears in the
basement scene in Pulp Fiction. Gimp
stands for Gnu Image Manipulation
Program. As with most programs that
sport Gnu in the title, it's free. Today,
Photoshop is the program most associat-
vd with 2D digital art. But a quick wan-
der down to my local Incredible
Connmection :.'I:'||_;|wﬁ1 that it's still in the
thousands price-wise. Gimp is not quite
yet up o the league of Photoshop bt it
comes pretty close. It also has hundreds
of free plug-ins which extend its capabili-
ty to MPPEG video editing,
panorama viewing, Bryce-like
landscape generation, and a
whole lot more besides. You
can buy a commerdial manual
but it'’s better (and cheaper) to
stick to the official Postscript
or HTML manual written by
one of the authors, Printing it
out will take a bit of toner but
reliable sources tell me it has
all vou need to know to get

i started.

The program is easy to use
although it has its quirks.
Several of the most commonly
used effects are available as
instant scripts to run on your
| image. These scripts are casy
to put together yourself, since
the source is open and plenty
of tutorials exist. Gimp also

| supports input from any of
the digital pen devices that
work with XWindows - a
bonus | intend testing for

{ myself if my Wacom

| PenPariner ever gets here (by
the time you read this it will
be two months since I ordered it - sigh). Go to
www.gimp.org to get what you need in terms of
libraries, executables and add-ons for your plat-
form,

ConNCoLUuSIOnN

3D and 20 art need not cost an arm and a leg, If
you're depressed about the price of software, or
just don't feel like ripping off the tools you need,
then give these two packages a once-over. I'll lay
down a gauntlet now: if you attend Optimise 99
and place higher than I do in cither the hand-
drawn or raytraced categories and - this is
important - you're using tools other than Blender
or Gimp, then U'll buy you a drink. Nao questions
asked but mail me and tell me you're entering.
Even better - go to www.surf.to,/demos and fill
in the forms saying you'ne entering!

'

Paul Furber - 'Maverick’
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A vanished monarch.
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Vengeance,
Hope, Terror.
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massive realm.
The epic quest to control it has begun.
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owo players bound for “Jondon ‘Pro Qour after (yen(Con

hae buest PI.-.u-r-. in the country {and a few
determined scrubs) descended upon the
shisepy town of Edenvale in July to fight it out
for two tickets to London and a place in the $150
O Pro Towr event in October
Harnd-core Cape Town player Russel Lund took
the: drive up from Cape Town .

And 5o it was that Andrew Monteith and |
Russel Lunt vour amiable hiost hit the T4 kilo-
mters of tarmac between Cape Town and
wnnesburg yet again, Our destination was the

I
COUNLTY S PICMICT gmes and f|'||1--].‘|.l.'\. L Cioti-
vention, GerCon (formerly ICOMN). A three-
day event for onee, Gencon had such
hightights and events including
nearly all known role-playing sys-
tems, from Alternity to Yampire
angd with a LARF or two thrown
in lor godd measune

Wargaming? Yup, it was there all
right. CGenCon also hosted the
Pro-Towr Qualificr for London

for the Magic fraternily, some
Quake 2 and the Stancraft team
and single player events in the

been given out for mainly small offences, and
silly mistakes
Top 8 {seeding after the first day)

1) David Hofmever (JHEB)
25 Gavin Westermever [KZN)

3) Jordan Boyle (WC)
43 Alan Campbell (WL

51 Michael Nurse (JTHB) - also 199% Mational
Champion for 54
&) Gary Glen-Young (JHEB) - 1993 GenCon
Champion
71 Jasom Meale (BLM)

2 John Irvine (JHEB)

The judses helping me this day wene
Dhennis Battiscombe aod Petrus
Hillebrand. This event was an
Urza's block Booster Diraft with
ane booster from US, UL and

U Tt was also run as a level 2

event, but from the beginning
nerves were on edge as here was
whure it was going to count, The
tap 2 players would gel invita-
ticns and plane tickets o 71
London, soall the tension was
building wp. The drait complet-

computer arena, where the main
prize was a R21 000 Blaster PC, ed without incident and all plas

It was there for the taking, had
vou but greater desine than the
competition. A et ws not forget the auction,
the party and the stands selling anything from
R115 Mox Diamonds to dice o Star Wars tovs,
and shifty-eyed store owners willing to buy any-
thing, including vour soul, first down-payment
due npon arrival in hell .

With over 3 000 people through the door, hell

could have been standing in a queue of sweaty
gamers trving bo gel a mug of fred coffee, But
coming back (o the Pro Tour Cualifier for a
moment ... Western Cape DCT co-ordinator
Crarth Murray takes up the story

The tournament was scheduled to start al
lik00am on Satunday morning. We eventually
got under way at 1005, after buying an exten-
sion cable for the computer setup. This tourna
ment was run with the D] reporter software
with a backup being done with a paper based
system, all hardware and paperwork supplied
b Brigitte Frain (thanks a million - if that had
not been done, we would have been dead in the
water). The event had a level 3 rules enforce
ment with deck lists and swaps. This seemed to
cause a few rlmblq_-[m- for some of the less experi
enced players, and just marking off the cards
tsok 45 min - then another 15 min to collect and
hand back. _\_-;}1.:1' usvifL, spme of the 257 who
got their décks bac o bre really happy, and
wormie of the rest who got rid of theirs were smil
img too, After deck building and seating arrange-
ments the actual event started at 12200 (a Little
late for my liking - but oh well..). The rounds
were 45 min each with the extra 6-tum rule in
effict (this worked quite well btw). The first few
rounds were pretty normal w ith not much ten
sion as the players were starting off, gathering a
few points. After round 3 though, there was
More UFgency to win Many plavers dHLPF'L'd ol
during the event, which was expectied as this
was a Con and if they had no chance, the play-
ors were keen to see what Martin Frain (DCI
representative for 5A and Chairman of the
GenCon committes) had organised for gamers
and general public interest. At the last round
there wene only 59 players left in the field. The
first days Swiss style tournament finished at
7:30pm with a huge list of warnings that had

era seemed happy wilh thetr
decks. The first games saw
David Hofmever playing John Irvine, Gavin
Westermeyer playing lason Neale, Jordan Bovle
playing Gary Glen-Youny and Michael Nurse
playing Alan Campbell. David beat Juhn and
was then matched up with Michael whi narrow
Iy beat Alan. Juordan beat Gary and went on o
play Gavin o see who was going to play in
London. Michael conceded to David as he
wosuld be writing exams at that time and would
not have been able to go. Jordan beat Gavin o
put him in the final, Bul more importantly, on
the list for PT London. With all tension now
gone David and Jordan plaved with David win
ning the champicnahip - well plaved guyvs, and
good luck for the Pro Tour

g * .
| € hicago ‘Pro Gour Qualifier
Manmed for St Louds, the second S50 (M0 o
Towr of the 1999 2000 season has been moved
| to Chicago. South Africa has 1
glosls at the event, and lourmaments are being
held in Cape Town (The Atrium] and
Tolannesbure (Wits University Student Union)

s allotted v

e who will
rimal for

on Sunday 19 September to dete

b represrning us in the States. The o
the qualifier events is Urea's bBlock constructed
{only cards from Urza's Saga, Ursa's Legacy
and Urea's Destiny may be used in your deck,
which must contain al least 60 cards and no
more than four of any ene kind, escept Basic
langd). Cost to play at the T'TO is R20. The
||r'|'|_'||1|||,--‘l'_'-l.|r:.; event slarts at Yam and the ‘-.--I|‘1'

| Town event at 1030am. Please bring, accurate,

| legible and signed deck lists. Pro Tour Chicagoe

| will run from 3-5 December and is an Extuended

| formal event,

| " T .
|‘Rathi set to [eave... ‘
|
|

| When Mercadian Masques cvcles inko the
| Standard tourmament envino

il an

| November, Tempest, Stronghold and | wodus
| cycle out. These cards can still be wused in
| Extended toumaments, though.

(Masques preview

! Giet a sneak preview of the new Magic: The Gathering expansion Mercadian Masques at one of the
fun Pre Release events being held around the country. Mercadian Masques is the stand-alone set due
| for release in October. featuring 350 cards - and foil-finished premivm cards, inchuding land. A tour-

nament deck, three boosters and a special commemorative foil card will cost you RUID. Places at vach

P oioe - NG

event are limited, but you can book vour place beforehand, and you can play in as many tourna
ments as you want. DCT Legends members will receive priority boaking,

enuc iPate {Maces
Johannesburg (Martin 083 2300 332)

Balfour Park Shopping Centoe Sat 25 September o
Balfour Park Shopping Centre Sun 26 September [
Oater Limits Melville Sat 2 Oxctober 32
Wizards Games Edenvale Sat 2 October 16
Cape Town (Garth 083 600 1988)

Venue 1o be determined Sat 25 September 32
The Atrium Shopping Centre Sun 26 September 6
Port Elizabeth (Petrus 082 800 35000

Fantasy Fortress Sat 25 Septembuet 5
Bridge Club Sun 26 September 32
Bloemfontein (Micky D82 802 74400

St James Pub and Restaurant Sun 26 September 32
Durban (Rob 083 449 2702)

Lahwe Park Sports Club Sun 2b September 48
[ahee Park Sports Club Sun 3 October 8
Pretoria (Joe 0852 770 0514)

Met Cafe Hatfield Sun 26 September 16
MNet Cafe Hatficld Sat 2 October 16
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& Wit pro 5
Millennium, competi
tive gaming 1s becoming
muare ol 3 port than a
hobby, So in our quest for
better gamueplay, we have
evolved into eyvber athletes
with a divine passion b
win, Now that we have
taken The internel as our own
and moulded it into a finely tuned
machinge dedicated 1o bringing gamers clos-
all over the waorld, we are able to com-
ete at the highest levels, Bul with that
MTIES SACTINICRS, 2 ally the f nehal
one,
I5Ps all over the world lised that
the PC entertainment industry a strong
tool for fuelling their coffers with our hard-
earned money, and the
South African 150"s are LIVE
starting to warm up, W
MWERs Gamezone and
almost every other decent
ISP running
servers in South Africa,
wie can be sure that the
pav to play i
around corner, The
signs are here with the
first step being taken by a
company called Magenta
that has the official rights
to bring MP'laver to South
we speak the

1€ is jusl

ured to handle the ho
of onlin I ok~
ing for their pivoe of
glorv. What vou may ask
itention of such a company? Well, @
st gamers know, MPMlaver is a pay for
rvice that offers a fair degree of free
that are mostly there o entice gamuers
into the pay for Fl].w areas, For a monthiv
ol are given access to the latest e LII
m'-lu|.,1. and multiplaver games. For the serv-
ICE VO are given ranking sysl 5, rgan-
ised comps, prize money and lats and
of lag. The offer is enticing and somewhat
arding, especially in other countries
where atfording vour 151" and a monthly fee
i= niot a problem In South Alrica the big,
ion has further reaching consequences.
wm firstly monopolivs our bandwidth
ructure and our pockets with their
reasing telephone costs. In doing so,
s are also strangled Lo raise prices on
and are mr g sive than most com
pa 1||-.' parseds 5"t Then there is the
ue of bandwidth problems that
makes oyr gaming experiences a !1'\.1[\1.,
nightmare on the online servers, T
excess of 500ms ame somelimes whal
be pul up with irritating us no end. IF must
be said that online speeds have increased
dramatically over » lasi 1 vears, but we
are slill a considerable way off our overseas
counterparts, Qur 15T's have policies of
never reaching ¢ in saluration points on
their lines, normally 70%, but it svems more
and more like we are closing in on the 10
mark. Then we have the issue of ST
tion between the [SP's who are all out there
tryving to steal as much from their competi-
tors as possible, With SALX and the rest of
the 151s showing teeth at each other, certain
IS['s are given minimal local peering, moean

$ 6

wees on The net il voo
AT G0  Compae server. Coming back to
Telkom, they are continually fixing or
upy erading \...1|11|'r|11ll.,_. ving to the
country on a digital service, but with the
line conditions as they are, why bather?
Almost everyvbody with a modem has «
rienced so
form of ling noise
reducing your
miodem toa 14
bawd. With all
thi= von our
plates, who
wants to pay for
plav?
T cut a long
story short, it's
T8 all thal bad
I'hig=a » defi
nitely the ne

EACLLSIVE

that comes a

eck of a lot of
orsi 5. | am
nol going o

1 them oul

for vou because
vou probably
koo them,
and if vou don't
you'll find ot
A% S000 A% VOu
log ombe your
fi
petitive game,
it's addictive. Flow sue that
will be on everybody’s mind is the financial
implications. Hey, we get free servers, whal
= your |_1r|.|l1||_~r| I don't mean to burst your
bubble, but all these nice handy machines
that pump out tons of inf I-rrlml.iim b yorer
y, are there for a higher pur-
e s much as the [SIs promise not to
make pav for plav a part of theis vice, so
the suits do the siums and realise that money
speaks louder than words. The first pha
are being put into plice as we speak, and it
only L one o start the trend
Owverseas markets are swarming with p
crs all vving for space on the gaming
servers, With Ultima Online leading the way
for mass market gaming, wo in South Alrica
haven't even tasted the fruit. As more games
are being developed for multiplaver only wae
can rest assureel that we ane closing in on
the multiplaver age. Games such as Quake
and Tribes are being dangled in front of our
weak mul Ir.l;.,llt' HIF S

I'"C's eve
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arenas are currently bei
developed to curb the

TORAY OR NOT TQ) PLAY? iotemtecmm
3That s the question.

anline gaming. To name one,
Middle Earth, which i= ba
o the books Lord ol th

1gs and The Hobbit from
the critically acclaimed author

ILE.R. Tolkien. The virtual waorld
i almaost 400 million square feet in
size and can hold in excess of 10000 play-
ers af any given time and is said 1o be the
largest development of its Kind. | think old
John Ronald el Tolkien would turn in his
grave i be knew just how far his tales of
bravery and honour had come
My &:_1-.||1||_rr|:. i imple, i 1 enjoy some-
thing ugh, | don't mind paving. | have a
personal account on Everquest (Sony's best
selling online game) and thoroughly enjoy
nding a ‘-ntun‘mu or sunday building my
Elven characte vtributes and persona. |
gladly fork out a monthly fee of Ro0.00 for
¢ the game rans smoathly
at pings of up to 1000ms. But would | pay to
play CQuake 3 when il's finally released?
Mo, because at these pings you couldn’l
pick a fight with an ammo box. [ts quite
simple, get our house in order and we will
k.'ll." Your Ii_”.lrl'll.'l..'l'llqll'l.
Well, my tellow gamers we are about to
enter a new age of gaming m the next |
moenths. We are going (o gel our very own
pav 1o play option that loeks and sounds
like the real
MoeCov, Where
it mighi pop-
U s a mys-
tery, perhaps
MWER, or
1COMN, wha

ing bunch, s
our are

planning p

far play ma

port numbers
are well
manned.
don't pay v
d we can complain, just look at th
wd vou'll
are a tough audicnce
ualise when we are b
nuider a session of Quake 3 on
2 with 64 plavers all firing rock

rds on the server =il

1 to pav for the

ture, it's going 0 lnk-' time and patience to
convert owr spoilt wavs, but then counting
wvur hard earned dosh every month doe

alleviate the burdens and pressures of run-

ttle, we are already
st Hew, we're gamers,
ing onee, but we are definite-
e shy. Signing us up is the casy part,
rping us k. Qur opin-
tans will be different, but it still comes
down o the original question - to pay or
not b }1- Lay? Just how much is this going 1o
sl LR MNAL
If you have an opinion on this subject mail
- us at letters@inag.co.ra.
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Wow! Awsom

not exactly the words | used when I first plugged in the new Cambridge Soundworks DTT2500 Digital system

into my SB Live!, but it will have to do since the actual words would have lo be censored. After having a look at Creative Labs
last set of speakers, the Desktop Theatre 5.1, I though it would be a long time before any speakers would impress me that much

.IE.III'I..

o wroagz | owas, in less than & months ather
H the ariginal Deskiop Theatre from Crslive
Labs was released the new DTS00 Dhgital
Mesktop Theatre 5.1 surround sound speaber sys
tem appears on the market, To say the output of

these speakers i amazing would be an understale-
ment, They simply have to be he
this differenee in sound -.'|l.'..|I|I'. From voiF average
day bwn speaker deskiop syslem,

PACKADE DOMTENTS

1t is alwavs nkce 1o receive a large glossy box that
wins @ state of the art
Ii= also a

we' K
bBlack surround sound sp
wd time to start hinting just exad tly what you

b o ton, especially i oo
aker svsber

want for Christmas as well - mavbe a new speaker
system <hint, hint=

In=ice the box vou will find four satellite speakers
||,"'I'|:|: throww dniver, one centre

vach featuring a 2
speaker also with a 2.5 lomg throw drive, and e
long-throw driver. The
o than thes ones found in

subwooder faturing
satellite speakers \n r|1r~
thar Last Deskiop Theatre 5.1 #
give you a little more outpul than the
origin
Thar comtents also contains the power
cabli, and the AC-3 Digital decoder, mean-
ng woa don’t have to fork oul extra cash

teim and

Wb

o buy one, and veu would have probably
etuded up paying the same amount just for
the decodier if vou bought it separately
O « ap ||-.|_-|'|._'- are manuals for the
Installation and opera
tion of tha docoder

included, but e

msd striking featune
im the box would

have to be the twi bri-
pod stand on which to

misunt your resr speak
ers L is only made of
plastic but has a sty lish black design and comas in
handy if vou don't want b mount your speakers on
a wall.

Last bul not at all keast is the myriad of cabling that

vl have o conmect, ranging from the connectors
for vour DV and soundcard o the cabling
resquitesd fes connect vour speakers o the
|_',1'hI||1;.: Th)

decoder, One aspect ol
kewp in mind if you decide to buy this
system is that you only receive 3-meter
cables for the front, center and subwooter
speakers amd S-meler cables tor the rear
speakers. Thi wakp installing the speak-
ers a litthe righky iF ypughinae a room that
requires bogger cabling. Forfunately unlike
y Thisatre 5.1 system, you can
quite easily just by having

Wb

Uhriginal Deskt
cab|
lengper anes made up. 1
aren’t physically connectid fo the
inside of the speakers bul rather

el

Inputs:

connacted to bwo jacks on the
back of the speakers, very similar
o the ones vou find on Hi-Fi

speakers a
Connecion

INBTALLATION

Installing the speakers is proba- | Outputs:

bly the moest lediows task you
will ever perform on your com
pruter, brut F~|_|,'-i_'-.1|_1tv also thae msd
rewarding. It took me almuost 3
homrs b mstall the system and
comndct all the cabsles. Trust me
whaen [ say that vou will have to
reacd the manual betore

Front Speakers (Stereo Line-In)
Rear Speakers (Stereo Line-In)
AC-3 SPIF Connector (DVD)
SB Live! Digital DIN

Front Left Speaker
Front Right Speaker
Rear Left Sped
Rear Right Speaker

Centre Speake

Subwoofer Speaker

Additional Subwoofer Speaker |

installing, it details everything from puilting the
-|.1nr|;- tegether to --tl.il:::._ o the selt adhcsivie
information sticker onto the speakers, Thes maght

musl sowined oo important but try

Soul Assassin

Creative DTT2500 Digital Deskiop Theatre 3.1

The 1 niggest advantage b= apparenl il you havé: a
WD decoder board, sach as the Dyr 2 from
Creative that is capable of outputting digital AC-3

v fimd the right cable when
bling

g
there is 20s mart

Iying behind vour desk can

b a task in itselt if they
aren't labelled properly
The manual also details bow to
connect the CERUM for audio
CL¥s andd a VT decoder for 5.1
surrownd sound together and o
your soundeard for optimal digi-
1 | performance and sound clari-
tv. Lonly had to make one small
adjustment, and thal was memow
ing, the cable connecting my DV
decoder to the soundeand, sitice T would be making
use of the AC-3 inpul port on the DTTISN0 decoder
Chther than these steps the installation only regquires
connection of the cables to thee correct
ports then you are set o blow the

top of vour roof oft with the
Dhiggital spwaker
system, or iF vou
Jikar mwes, waking up
the neighbours at 3o
clock i the moming

DIETAL SOUND EYSTEM

Brrfore thae o | sound issue confuses anyvone, let
me s plain what Lthe berm dig
Even thowgh the sound s 0l sent in analog
form o thee speakers it reaches the DTTINN
duecoder in digital format. unlike normal

s akers whene your soundcand outpuls the

speakers infers

audio stream in analogue formal The
andin is streamed o the decoder in 1i;|..i
tal format and then it gets decoded info
6 separale channels, 5 for the surround
sound and 1 for the subwoofer. Each
speaker is then senl the respective
sound in analogue format.
Unfortunately enly the SB Live! is capable of
outputling the audio in digrital for-
mat since it i the only soundeard
that actually his the digital din con
nector used with the speaker systom
The difference is in the decoder,
mest soundcards can't catpat Diallsy
Dhgital 5.1 soumd by themselves and
thar dhevoder fakes on this Lask 1t has
a bl in 24-bit Digital to Analogoe
Converter (DAC) or this task, which
i5 a lot more technobogically
advanced than the DAC an maosi
soundca The DAC is responsibbe
for decoding incoming audio
streams and then converting them o
5.1 surround sound. Tt even simu-

lates stereo from a sleden inpul over
the 5.1 surround speaker system

VOLUME 2

e

igital

somid. You mssd an AC-3 decoder in this scenano Lo
actually listen o thie sound, and the one included in
the DTT2500 package: fits the bill nicely. You can

1 ledicated DV plaver to the docoder,
a

also commect
making the IXTT2500 a viable option for stting
e svslem in vour living room

littler T (e
The decoder is also capable of mixing the input
from the digital in and AC-3 mput together making
il an excellint choice for future games that will
mivkir vz of AC-3 and vour run of the mill wave
il al the same tme

BUPFPORTED SOUND CARDE
Althowggh the IYTT2SEN system can
other soundeands besides the 5B Liv
Lack the dipital advantaee that the SB Live!
alferrs. 11 vou don't have a 5B Live! il is pre-
lermed that vou have a soundeard capable of
outputting 4 ndependent sound channels, 2
frownd aned 2 rear, W0 lake advantage of the
DTT2500 Dhgital speaker svstem,
S0 Live! Value or Diamaond W00
Yorur can also use older soundeards that only has

woun witll

sch as the

stereo output, bul ihen vou mighl as well buy mor
mal twioeway speakers, since vou will still only hear
th |t

ol in stereo even when they ane decoogde
surmound sound. The omly e 15 wh
vosur cand is capable of outputting Dolby Mo L

, i which case the sound wall

analogue Lo
appear o have extra depth die o the exira wiriiiied
betng decoded into 4 dhinnels, 1 aght, 1 ledl, | oen-
tree and 1 surround sound stneam

Tt v LT T25000 Dhggital Desktop Theatne 5.0 sur
romnd sound speeakers from Creative Labs s a deti-
nibe mist have for any serious music or LESLLLIR
enthusiast | am very impressed with the sound
quality, new larger =atellite speakers and bigger
subwoobier, which add hat extra OOMPH? 10 your
emce a5 well, The LYPTISNN system 1=
n at K294 0k bl omce v

SN e
expensive, coming i
plug it into your soundeard vou knosw exactiy what
clar audio and a decoder capa

vou paid for - q

ble of decosding,

[hlbry Dhgital Pro’s: Digital input on Decoder

Surrround AC-F Decoding
Sorand. 57 Surround Sound
Con's: Cost
Long Installation
Time

R 299900 (RRP)

Multimedia Warehouse
(O} 3IS-1000
www.mmw.coZa
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DiamMmOoND STEALTH Il §540 - SaAITEK SP 550

RAE!

WARE BV

S

Bumours ane flving around that 53 might be buving
out Diamond Muoltmcdia andd ats omly fithing that

wi mview e new Diamomd Multimedia video cand

her Stasalth TH 5541

that used the 53
Savaged chipsel, The
cand offers a comban
200731 soliition as I||-.
i TR T2 il
Vi cards do
andd ships inan
LT conbigea
ration with 2
anad dx AGP
supporl. Mol
that it needs to
wse systicm

x

ne dlamanimn | e

ICTININY SN0
it has 32 MB
fast RAM on-
board and this
im enough b

saalesly any
e ATk 1OF
ther coming
wear, angd

mavhbe even

beyond. As
with mwost of
the new

graph

s cands
currently ship-
ping the 5540 uses a

J00 M EAMDAL making it
it |-xrn'|1'u-l:. hisrh resaalitions amd it has g maxi-

apabli of support

mnm resolution of PP20x 14040, Enowgh Lo satisiy
d eno

Eir v

even thiose of us that are privileg
-cnid 217 monitor.
»mew Stealth TS50 fromn Duvmosd Multimaadia

might not be as fist as the current KIVA TNTZ or
Vousdood cards, bul what it ks in speasd it makis
up for in visaal giality, 53 coined the phrase "bal-

Stealth Il $540

OGAAPHICES ACCELERATOR

< f?ﬂ/ Ll 5510

ance in speed and graphics quality” to market the
product due its lower frome rates, The excoellient
graphics qualily B due to 53 patenbed S3TC bes-
ture compression technology that is used. This
allows the card o use higher resolution images than
wther 310 cards o the market while seill nn!} USENE

the same amount of RAM, Combine this with the

Savared's 32 bit r|,-|1.!|,-r|'|'||: amid vou have a cand that
bcaimes hard fo beat in the image quality depart
masnl. Another plus s that the card supports
2048x2(MA size texlures making it a beller choice
than the Veodood since the V3 only supports

* b ke L

250350 textures. This allows the gar

of the larger texturne Being used in games today

Unfortumately the game developers have o
mipke use of this advantage in their gamie
ared 1t nx‘llin"‘ that they gl I|:|;,:_'I'n T Tissd)
Tutbon textunes for wse on Savagges based
cards. So far all the major 30 game develop-
ers have pledged their support, even id
Software with Chuake 3, but the fuestion
remains just for how oy will they support
this proprictary b |1|'ul'|:h.'l. Withost the sup-
port the cand gives the same quilily as the
INT2's and Vogdgd Srds. e Stealth LU
L5400 §s andy KEHLL li rn,:-n'u L vbisliyne Svshems
anid 15 good value for mane: v IE Yot i
hawe thae extra cash b fork oul for a TNT2 or
Voodnod based card. You get decent frame
rates and graphics quality that has o be soem
tor ber Believesd, Chakie 3 lisoks A Tally

posd,

aince e

game Pro's:  Image Ouality
makes Good Price

LI .|r Decent Frame Rate
the S3TC | Con's: Not as Fast as

technolo-
oy, 1 vou are in
the market for
a sub K1000,00
graphics card
the Stealth 1 s
diefinitely
worth having: a

hook al

TNT © or Voodoo 3
S3TC Newds -

Developer Support
R B30.00{RRP)
CyberDyne Systems
(o) 227-0237
wuww.cyberdyneco.za

THE PoOn Man's CONTEOLLER/S

In the ever-evolving world of innovalion we are con-
stantly inundated with useless devices that are
desipned fo make life casier. Every oy and thirn a

gaming device comes along and changes that per-
ception by being practically cor-

revlh. As dedicated gamers we
are constantly changing
betwern our Favoarit

Lk
perding on the game we
are curmently plaving. YWhy
doesn't somebody design a
combination device that can

samwrpacd ansd o

peerform both these Lsks?

Step angd take a bow Saitek
for being the first to fake the
plunge into the unknossm. The
Saitek SP550 s what you might

coll a8 'new gamiers periphaeral
It ks ke from a rigid plas-
tie that Inoks and leels
atfordable vet it's
ali=agmn
shuowts
Rt
BIVE.
Its

claim o fame is a unique
combination of a t-button
jostick that mnlocks o
Bevomie a -bailton
pamepad. How vou
ask? Well, the
devices are desigmed
v \EI.F‘ into onee anothaer allowing for J|tl||'1.
andd simple functionality between games, Two
for the price of ome mentality is thoroughly
practical nowadays
especially in

toselay's
BTN
pressures. Bul
do they perform
thie different functions with enough
panchs ty make them a viable
option? Yes, and more, they are from
the stable that designed the MAG award
wi11r1.i11:; Santek X-36 Combao, so fhay know
a thing or bwo aboul gamieng devios.
The: gamwpad i= solid and sturdy in grip

tive. I has an B-way D-pad, 4 fire buttons
and 2 trigger buttons, which is standard to
st gaming redquirements. Injoystick mode
thie gamuepad clips into the base of the joyvstick Lo

added extra functions. The erg
grip is comiortable and caters for a wide range of

wnormically designed

bust it doses feel slightly bland and unabirac-

hand sizes, and offers & fire buttons
(4 tromn the gamepad], hat switch

(I-pad of gamwepad) and a Slader

Thrabtle, The joystick uses Saitek’s new

"Precision Gimbal Mechanizm' that
olfers conslant pperating fecl in all

rvs and i1 ases heswier muw ing

dinect

prarts for liss wear and tear an your
dewvice

With an REF of R42%.00 this musi be one
of the maost practical selutions o thw new
pamer looking b start s codbction of gam

ing peripherals, and o the price ST
veleran that is looking lor some-
||'I1|'|I.'\I inmovative and casy o use
It package does not have any
bunad lesd softwane bosides the driv
er requiremmnents bul whao can
expect that for something
under EXXLX
lo sum wp the deviee |
think that Saitek have
dhevelopend something
special in the SP550, Mol
only is the price in mnge
[t device™s work oot o o
woeet oo RI15000 esachh bt
thet device performs both
functions admirably withoul
losing value. If you don't have

Hiwe I~||-.1|.:|,~1 foar

Pro's: Two for the Price of One
Ergonamic Design
Throttie Stider

erals and want | Fan's: Cheap Plastic

a jovstick and

& gamepsd, R 4289.00(RRP)

thien look mo Virtual Media Systems
{Ol) 7e8-6080

wWww.vims.coza

the Qo oof dhe
range perph-

furthasr than
the Saitek
SIE50.
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Important Information
This section is for PlayStation exciusivaly, PC gamers please ses the cover
CO where wa place any new cheats for PC games. The archive on the CD

is ongoing and contains all PC cheats to date. In the future we may cons
er placing a PlayStation cheat archive on the CDO.

Croc 2

tUnlimited Crystals
Hold L1’ anc

Circle
Right at
hald R2
game Eo

the ciurrent total,

SquAre,
o Lefk,
Than

cineg BN

Anna Kournikova's Smash
Court Tennis

view All End Sequences

Unlock Hiddem Features

Eime you win a Grand Slam

Eourmpament you  rooce

of ‘equlpment . Every

Streer Lournam

nt y¥ou will receiw

a secret character from other Mamco

games 1ike Tekken 3; Time Crisis
and Ridge Racer.

APE ESCAPE

Beat Specter Easily

first stagos in the
instead ol
oL, jusk ram the
par Heop .

Hiddan Mini-Game Boxers
%l‘.‘ on the
by dofoak-

U CAr

mocle,

un. throu

il

Peak-Point Makbrix

To-get to the secret bDoard. in. ApE
Encape; you m
the Lavel Mon

val), wait

3

{including

when tho

evary Monkey,
will

fight

V-Rally

Cheat Mode

When the

ed wour lan-
everything and

Mo Time Limit

Laft » L1

18 Extra Marrow Tracks
Lalt '+ L2

Restart in Arcade Mode
Left + R2

Debug Mods (Useless)
Lafk, Right

All Cheats

Lefe + L2 + L2 + Rl1+ H2

Need for Speed: Road
Challenge

Erter these codes as - a playor . nam
in thi "Dser Hama® optlon.
Mote: Game saving will be disablod.

Fitan Car

FLASH

Dashhoard View

PLAYSTATION
" | CHEATS

Slow CPU Cars

anguage and

Hot Puraunit
EKrogssfire

Memory Card Trick

Bugs Bunny: Lost in Time

and press X,

Fall Carrots

View Ending Sequence

#1 and press X, SQuareo

Silent Hill

ARiming in the Dark

Complets Fills

wWheén Harry h

make sure he 1kt
ik GuL or i Ea

cause trouble, vou know it's really
dead when' the raidio goes completely

lant:

Cconfrontations

IE. is not. always
gle Enemy y
e bettory Lo fun ﬂ.‘u‘-'ﬂ}'

oVREY
somatin
and save those bullets.

Darkness
If vou {ind the night
reasing

e L0

dark., Ery inc Drightness

level In the

Flying Monsters
It g difficul

ETLEm

Lo pinpoint Clylng
If Harcy keepe a
he ‘can cul down

wall

uging gurns;- hitting LChi weapon
rhe nearssc
Harry Hil
o the directional
the aim an EBEo

wil aim

in frontc

butEsn
the. next

Gun Skill

Since the charactor is a normal
on with no special training in
hooting a gun, hin ak with' it
is marginal. Even in daylight or
with the light on, his accuracy
with the weapon is guestl
is certainly dependent on the dis

4
tance. Try to let the
1

abvle  and

in a bit to get of

&

Light and Sound

The creatiures hayve eyes and oors
and use these Lo logatp Lhe charac
S0 if they are not alected Lo
che character's: prasonce. they will

at

ik

caralu ot o )

the creatur
loss ©
the 1i

Searen

oo
o the chardcbas anfak
look at the map. Also his
with projeccile weag
therefore, it IS

accuaracy

wilil go way down.
not poszible ko

ture with thy

Multiple Enemies
Harry will:-be ' guickly ove
if sur

¥When there are many enemios aroand

noded by aovaral

your diatance or try burn
the llght ‘to avold them, Try to
gonlfrontations to one

Quick Turn i
Pushing the L1 and Rl buctons
simultancoualy will make Hz
kly reverse his directl

is useful for gecting

ciona in which Harry

Radio

The  radio will
d Creaturs’ = pras
This white
¥ ing on the mmber

catureas na

will change
|

en carafully. B CcTreaturas
cannot hear this

oo - reason o Lurn
Search View
While preszing the L3

changes Lo

sbton, L
the Search
¢ mode. This mode changes. tha
Eocua of the camera from having the
L

is
mode, bhe
forward. and

cha Search

Wielding Weapons

While using a weapon Chab you

S che mokion will change
nding on how the actbldnl bubtton

depe I
ved . Tapping it guickly will

is prus:
make the weapon swing around, while
holding it down . 1t Lo
ewing down or th Ll
the weapon.

Extra Health Drinks in the Hospital
For Lhree health drinks, search Ehe
wrecked hine in the first
floor of the hospitdl:

rink-Mac

Silent Hill Street Names

Lreal names are
amzus harror gEi-
lters. ~Pernaps
fi fan on the Kopnami

Hypar Elastar
T fyprer Bl

¥
light aiin for
it even hag tiu

the game [although

Loux}

Please sand any cheat requeste Lo
ansassin@nag.co.Ta.
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" Introducing the:

Logitech ¢ Collection % &
T ‘@:

1_\." hat a munth! My PC had to bave a hard drive crash, and it Tad e we et morne than one copy or a fi will hoy dn ] e i
b thi one with our Cover CI2 on it On top of this it had to happe offices. It always that we get fewer copies of the god g s i |
a day by wee have to send the CD in for duplication. Talk about more of the crap ones. | wish the distributors started oo that they

timing! Fortunately we had it finished on time to give o our ep TR s will be labde il | send any of my colleagues o hspital due to the fact they 2
company and | must thank everyone here at WA for not bothering me wnly send one copy of e b think of it | think the Editor : - *" Eii :
too often while 1 econstructed the CD overnight, needs a week or two in hospital to work on my comic ; ! I n refres h I n 3 Log Itec
the Editors for letting my article dead strip ;
limes slip ever so slightly, Next thing on my agen- 1.-. fiar nh:ll | ing in the next month, besides i F
da is to contact my hard drive manufacturer and £ 1 look befow. | ha : *‘*ﬁﬁ@? ?° - ; 4
him a piece of my mind about the 5 vear - fully my Crvstal by Mic ' icks = ,‘9;,%';,;a ?v\-t es I g ns
. iy knows T might be able o walk 3 ; upenming fitles f o i 3 ‘e sug A 7
\ : 5

h a completely new SCS1 drive, unless of cesy than 1 have in reading its encryvpted visions of the
I b

 they want to serdd i in for checking
Which from expericnoe | know takes & months
longer than ye wnl it to be, and they will still
v Ll same s > thinge is staffed. - Cower CLY and writd icles, keep thoss

or my comic strip, | don't know what to tell + 3 tition entries and le . [ fisw mech- 5 5 =

vou since the Editor hasn't | me anvihing now anisims that we use to ba

Bject, Mavbe vou g juts i arine an. W tanid u ring from our et ) /
e B . v NAG i = Interceptor

future
That is it for this month from e, amd 1 think T e
slevp ar my marathon on of recreati

11.||.|1-'- him a little and we mi}.,l:'ll =i il readers. Almc
md all harasse with the Dev

vl mistake th
the undergrour

ing than just a prl rock simulation. The official and impressive
mundmh mark ine i ¢ de 1% a 31 medieval Rude Playing Game
casy to gel into and difficult 1o leave.... We'll just have to s aboul that - full
sw next month.

Wingman Force

O of the most hvped games of all ime will finally be reaching our quive

and unwaorthy palms next month, The entire team al the off

some seriously sad and persistent grovelling at the Ed's feet in the hope the

the chosen one to review the game, Too bad t Iready booked it for h.m.-.n:lr and
has told nobody;, as he likes all the attention

Anyone who saw the movie by the same name will be wonedering just how exactly
e managed o capiure all the emotion and thrills the Hollvwood blockbuster had

;ﬂ W— E_ﬂma_ To tell vou the truth we'ne alse wondering. Wondering if this is another shoddy money-

making licensing deal or will the game actually be decent, find out next manth... now

-
where's my sword?

1f your've seen the screenshots or read the marketing pitch on this game you can be

forgiven for thinking that they're making it all up. Bul we can safely say it's all as true Y . e
as the driven snow. [The dangers of creatioe Heen Ed] Absplulely t'vPr\'thmJ., wi - = M ouse M an
s far on this game be it an early alpha or bug ridden beta-has been nothing shart of

duhcmm]_} Vummy.

i a1 Lk g et B2 R

wr you might end up laughing on the other side ol your
 Quake 11 is-arriving for the MayStation, Usi muidified engin IS @A proim-
s to bring to the PlayStation what is has brought o the PC. Vialence. Addiction. Late
his. Hunger. Deathmatch. Poverly (alter spending food money on hardware).

en Age of Empires 2 and Rainbow Six 2: Rogue Spear. Now let's see, who wanis to play a little Quake H
PLAYING GAMES - SOUL ASSABEBIN

Hmm, it's a loss up betwe

KEEP FRAGGIN, KICKIN BUTT, STRATEGIZING, SPORTSIZING AND

e | | S CREW
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CEUING YOUlapUrCIiasSes
Shivereuio _/J.J.I" clejolf

SYSTEMS'

We import directly from the manufacturer
and sell directly to the public...

CyberDyne Systems SA are the importers and resellers of the following internationally recognised brand names:
Diamond Multimedia (graphics cards, sound cards, and all your multimedia requirements), Maxtor (2 leading
hard disk drive manufacturer); Intel (Celeron, Pentium Il and Pentium lll processors), Hyundai (manufacturers

of a full range of superb desktop monitors); SuperMicro (main boards - first in leading-edge technology and

innovation); Jazz (speaker products - hear your computer for the first time), Ricoh (recordable and rewritable
CDs - your assurance of the highest performance and reliability), Toshiba (for the best CD-ROM drives),
plus Cyberdyne represents Actisys, Keytronic, Surecom, AdTech and Micron Memory.

CYBERDYNE SYSTEMS S.A.(PTY)LTD.

To receive

our latest price
list as new products Tel: (011) 327 0237 Fax: (611} 327 0806 Fax: (011) 268 0088 Email: sales@cyberdyne.co.za

arrive, contact us to :

conalva o faReH EOpY, CyberDyne House, 32 Melville Road, lllovo, Sandton

or send email to

sales@cyberdyne.co.za. ybeilyne, Cybed [:r ¢ Sstms nd CoberSiomy Computers om tegitensd todsmarks of CvbaiDyne Sysrems SO (Py) d.
s Al Inedemaries me Ju 1 I"||: propes l..)‘ thei Tespactive pwners, Compesy Reg, Mo SEA00R75/07, VAT Reg: Nodt01 75979



