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Level 10 is a retail chain that  We specialise in the following:
specializes in console games. | | | i DGl oY

We stock the largest selection | - Sony Playstation

of local and imported console | - Nintendo 64

l
- rI
games and accessories in the " ' - Game Boy - Original, Pocket and Color
i ?

i ially train SanscBaye
cnt;lfﬂry, w';th SI:EC S 'yt - - All other gaming related products, older
Stalf members 10 aSsSIStEEs systems, hardware, accessories etc. \\/w /i
PlﬂYS[EI[iDI'lm customers. _ ; | *Manga (anime) videos, posters and scrolls ™ |

_ _ : + Magic: The Gathering cards.
'R949.00

\ Including Memory Card

R1799.00

October Special Now On:
- Driver - R299.00
- Soul Reaver - R299.00
- Syphon Filter - R299.00
- PlayStation Duel Shock Controller - R229.00
S A\l i S - PlayStation Memory Card - R99.00
GAWLE BOY ™Yy - + Many more titles from R149.00

Countrywide Mail order
hot-line (011) 402-4306/7. |
Local or Imported games. 'R349.00

NINT  yNTENDOS?

. o
iip- --"TM
=4

4

If you have any queries please contact your nearest branch:

Westgate Shop 111¢c - Roodepoort Boulders Shop 53b - Midrand The The Glen Shop M19 - Glenvista {L
Tel: (011) 768-0968 Tel: (011) 805-0508 Tel: | Tel: (011) 435-8784

Lakeside Mall Shop L5 - Benoni Safeways Crescent Shop E-2.- WitbaniRive ank Riverside Mall Shop no 5 - Nelspruit

Tel : (011) 427-1949 Tel: (013) 690-3721 Tel: ( Tel: (013) 757-0172

Savannah. Centre Shop G19 - Pietersburg Waterfall Mall Shop 68 - Rustenburg :

Tel: (015) 296-0175 Tel : (014) 537-3684.

Allimport-and Dreamcast flems are stotkectin buciigsigate, Glen and Bauldars branches. © 1950 Eaval A0S AR Tights Bronion. 1999 Level 10. All rights reserved. All trademarks and/or registered trademarks are the sole property of their respective owners
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THE ROAD TDO HELL

I've recently taken up squash (now don't worry, we're not going to be doing a
five page squash game roundup anytiime soon). However, i you're wondering
why, read on‘and Ul tell you, if you couldn’l care less, sorry this is space and
Il abuse It in any way | like. There Is a point coming out of all this anyway, so
you might as well put up with my personal saga fust a little, So, the squash
thing is my way of justifying the time | spend sining down and soaking up mon-
itor radiation. I'm starting 1o think that I'm getting lazy (physically that is) and
I'm ending up agreeing with mysell more and more; not 1o mention that coastal
holidays are coming up sooner than my wa ¢ Is disappearing. The wo fold
point I'm getting to here is firstly to all you gamers out there, ger up and run
around the garden every now and then so you'll live long enough 1o play the
next seven versions of Quake. Secondly, participating in sport clears the mind,
unshackling it to come up with Insights and profound thoughts, one of which |
had just the other day... What do you think would happen if technology froze
where it is 1oday, no more new 3D chipsels or processors, no more advances in
audio technology, Peripherals or the ever increasing size of your hard drivef The
compuler on your desk, as it is right now, forever. Besides every other sphere of
life on Earth, what would the implications be on something as simple as gam-
Ing! As | see it games these days are driven and led by technology, not pro-
gramming techniques or new advances in coding optimisation. Developers rely
on technology more than innovation to keep impressing the game plaving com-
munity - unlike the Playstation where developers only have a platform this big
and must somehow keep improving the guality of games by pure innovation
alone. 'm not talking aboul new concepls or different denres; I'm talking about
the real Improvements, new technigues to shift polvdons faster through pro-
gramming alone and not because the latest 3D card can now support a greater
colour depth and resolution. Why is it thal we pursue this technology beast with
such fervour when we know iUl allFend in tears? Debating aside, 'l retom to
my original question... | wonder where we'll be in-a few years il somehow all
new technology development for the PC stopped? What would the games look
like five vears from that point... just how much are these game developers not
squeezing oul of the existing technology and more. importantly why do we fnd
pgames that don’l support everything new out there somehow lacking? If you
think you have ali the answers 1o these questions then please drop me a mail
and we can argue about it in the next issue - who knows, perhaps someone out
there has a solution or at the very least a reasonable argument and case for the
developers.

Michael James, Editor
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ACTION...
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(EMOS INCLODED:
BattleZone ll
Driver
langed Alliance 2
Hin Rlley
Prince of Persia 30
Bally Championship 2000 )
Septerra Core

Action is the watchword on this month’s CD

DEMOS

Homeworld

BattleZone 1l

Darkstona

Driver

Jagged Alliance 2

Mig Allay

Prince of Persia 3D

Rally Championship 2000
Rogue Speaar

Septerra Core

MOVIES

Legacy of Kain: Soul Reaver
. Unreal Tournament
ew King of W The Sims

BURPRIGES. PO 28

PATCHES

Delta Force

Dungeon Keeper 2 v1.51
Fly! v1.01.77 Bata
Hidden & Dangerous v1.2
Jagged Alliance 2 v1.0

EXTRAS

BattleZone Wallpaper

Dungeon Keeper 2
Bonuspacks

Homeawaorld Screansaver
Homeworlid Themes
WarCraft Il Wallpapers

Introducing the world's fastest
3D processor - the 650MHz Athlon!

AMD proce
you the perfect balanc
eo and online perfo
enavailable.
Leading-edge Performance for Business,
Internet and Games

Business - The AMD Athlon significantly
outperforms equally clocked processors, and
delivers the highest floating point, integer, and 30
multimedia performance for k86 system platforms

P—
aDnow!.

WITH AMD YOU GET THE BEST
PRIEE ANI] BEST PEHFI]HMRI'-.EEE

Contact yaur Icu:.sl rJeaIur ’rnf AMD prnu..*.:.ur*

AMD

N‘JD South .l’-'dru a

Tel: (011) ?En-ﬁui‘*ﬂ Fd. (011) 768-5885
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THE RoOAD GOES EVER ON AND ON
DowN FROM THE DODR WHERE IT BEGAM
Mow FAR AHERD THE RoAD HRS GONE
Apo 1 MuUsT FOLLOW IF | GAN
PURSUING IT WITH EAGER FEET
| UNTIL IT JOINS SOME LARGER WRY
WHERE MAHY PATHS AND ERRANDS MEET
AND WHITHER THEN | GANNOT SRY
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sehwonsse 31 engine behumld the inc
| persen shooter, Unneal is attracting
ent inberest from the most

The po

keen develog
unlikely places, In addition to indepen
oers, the enggine is currently being
torm o host virtual boars
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1 and historie buildings, there is
rram that relics
virtual dojo. The

< fo e Unreality,

wl

an

diverse usage S0 far

nced architectural design progrom that
uses the oagine as a visualisation amd presenta-

il when showing off commercial real

ewtate to potential buyers, The main reason
why Epic’s Unreal engine Is suc L atter
i w plabiorm is its flexibility, making

LN

it an obyious choice for programmae s who
bty percent of their

don’t want to spend ¢
time creating o new engine from scratch
Busides the juicy graphical splendour the

engine offers « it also brings 1o the table sound

witelligence and

A these ol-of-the

networking code, artific
reallstic testure nuappl

Hiovw clevelopers o spend more

box features
i creating atmosphis

B L story e and

raphical effects

s FROM 53

v just firshesd spending our
sh on the current cropof 3D

Iready the et wave ol

gy and innovation is about

tors and

TSI T

o break onto our cash-stra

spd slores, 53 has
e 0N that

announced a new ch
makes and details all sorts of elabprate ansd
ferstand statements and specifica-

s, The very stripped down Pasics look like

rd g

this: 125kt MO SUpport N of -
15 of up to 1600 Ty 120K, 32-bit

phh, Tull DVDXand DTV support, and
w0 on.,, The list is Toneand distinguishod but

e boowail and see what the

'y, fesaHi

il h_||||' manulachuneTs ame up W bifore

passing judgement. In the meantime go and

k

hitped dwaww.s3.com for all those

hawe a li

ns that e one ever under-

tecluuga Calical
standds. Im other related news, Diamond
Multimedia should be the first netail board

wvallable with the new chip set, imaginatively

ealled the Viper 2 series, which will probably
comae i two different ilavours W correspond
with the two different models of the new
200 range, the Savape000 and the
Savare20004, We'll check it out when it

ATIVES

TurOkK: RAaGE WARS

Acclaim has launched a new web site for the
next game m the Turok franchise, The site is
wistble v any clear day al

Aoclaim has tooused
heavily on the multiplaver elements of this

new garme while stll delivering heart pound-

wtion fo the gaming massces

player

s plaver aspect will feature a perform-

e |
g sing|

e sing
ance dependent mission free ali UL ith
advanced enwemy Al Carrently there are four
new multiplayver game modes on affer anad
aronned 36 deathmatch maps as well as a new

training option. The gamue will have amond
seventeen different characters o play, fourteen
of which ¢an only be unlocked in the single
player mode. Besides chiarachers thene will also
be twienty-five playver sking, ningleen ranks
vver filty medals and sixteen weapons to play
with. In addition o all this
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KURT 18 BACK
MDEK 2 is almost upon us, which is good news

lans of the hrst game, a weird bul com-

1gr action adventune with the coolest
snlpaer mode fver. Ihis next same 15 5811 going
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e - the same BioWare

[N

aliens, including that crazy flying dog with an

appetite for destruction and Kurt, the king of

thie anipers. The game s due lor elease as
so as ik fnished and we'll be picking it

apart jusk lod VLA
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BLADK & WHITE

oduce Meter Molvneus,
o, creator of the original

Mo ome s B i
tormerly of Bullfrog
Dungeon Keeper and inventor of the god game
genre, He's been very quile for the last few
minths setting up his small development
hiovuser, Lignhaead Stadios and is currently
devielisping Black & White, a
teategy titles what

e that prom-

ises o i for real fin
Fopulows started for God games. Descrilaed as
an artificial fife simulation your entiee interlac
is rn."|1|1_--.|_-|||:|_'|,1 by o disembodied hand, spells
G ber cand, crealures ;1i*-.'i'|."|i|l|l.'d and you can

even move thoough the game world withoul
ever having o touch the kevboard. I that
doesn't sound innovative enough then consid

er the 30 eogine that allows you to aoom from

t down o the middle of a

cliviad b g
village, add 1o this a special 30 glasses mode

aned yvou have something quibe spectacular
Your units” will be made up of any local

wildlife vou can persuade to join vour sidie

including apes, cows, tigers and other strange

and exatic fauna, Ts anyone drooling right

o ™ Wiell sorey you Tl have to wait unbil next
year, around March, but if the lirst Dungeon
Keeper is anything o go by expect it in anoth
er lour years fime when vou'll haul out this
this ||||||-1|.|II:; accurate,

ssue and lawgl

trom o chnwm cal point oF view, news iem

that there will be a
Fimal Fantasy for the PlayStation 2 {as of thene
rany doubt], The inter
i ww i comd aromimd S0 million to

ssling thing is

in an awesome game, Can there
wihingg better than playing any Final
Fantasy on Sony's nese dream machine. .. noth-

ing comes to mind!
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an surprising mowve Blizeard hove
announced thedr nest big game, Wareralt L
The: news was met with mixed opinions con

o sidering that
! iz next
restal et

drastic
departure
from the
we all know and love, The gamae is
e, the role-playing strate-

! il where fnstoad of base building
re=aiiree gathering and army massing yvou'll
end up contridling a small group of adventur
ers as they undertake quests and engage non
plaver computer controlled characters

Bizzard s quick o stress that Warcrafe 11 isn't
goang 1o be like any other role plaving same
out thene and will involve plenty of expli-
ration, interaction and bloodletting, saving

that the game is still cssentially a strategy
gami, only different. Some of the more

sivie featunes the title promises nglude, =ix dil-

Impres

ferent races with their own LEERELJuAL |.|I.I|'||I|i|."\-
g and detailed environment with
sring monsters, temples and weather

A eOETEsi
i
effects. Incredible skiletal and skin animation,
sdvanced design tools and improved multi

WA

plaver aspects are also listed. The game has
already been i development for over a year
and 15 =l lor release carly 2000, more news al

Watch for a mon-

ster previes in NALG sown

DIRECTX 7.0 LATE

' re E a
Alter a namber of announcenicnls, promis<es

and pure desprerate speculation it seems that
NMicrosolt's lntest DirectX, version 7.0 1s going

to be delaved,
interface (AP
the tirmas yous read this, we hope Thee APT was
due lor a debut launch at this years ECTS
trade show, but due to a nmumber of undis

in. The application protocol
il arrivie on the scene by

closed Eaues did nol. Developers

alike are anticipating this new release [ora
mumiber of reasons including the fact that the
new version will support Creative Lalvs envi-
rommicnbal audio extensions and also featune
support for 53 textire compression algo
rithm, What this all really boils down (o is thal
Vi can expoct better playving, sounding and
poking gamaes in the not tow distomt fubure
Just remember to update those hardware driv-
ers or all of Microsoft's hard work and effort
simply pass you by unnaticed

M DOWN, AGAIM

The controversial compuiter game series,
Carmageddon is about b be joined by another
release going by the name of Death Race 2000
Beaides the obvious movie tie in this one
prommises to pull po punches in the artful but
tasteliess business of running down pedestrians
and wildlife for points, As usual with anything
thiat has sublitles or numbers in the title, a
sevqued should effer some improvement over
ther last effort and not only graphically vither,
[he biggest now feature is a massive boost in
the artificial intelligénce department, in which
VAFLIE A fils afe more |'l|"r"_.1l1i'-|'l.1. and well
often hunt vou down using group tactics, The

imfamous pedestrians bave also received a
brain Boost and will now interact with theis
ervironment, crossing roads and huaddling in
terrified groups, Unlortunately, the ganwe is
only stated for release sometme during the
middle of mext year so unlil then keep those
fists clenched on that steering wheel - relief s
almost here,

WESTWOOD 15 MAKING A MNOISE

AEATN

Amaxingly coough, so soon after the release of
thisir Tomg awaited 1itle Tiberian Sun
Westwoiod have anmouanced their latest progect
Set i the Command & Conguer universe
Renegade, formerly known as the Commando
Project, will be thair attempt at cracking the

popular 30-action genne. The game will be a
ame (with no puele soly
that will see a lone com-

third-person action
i ledge leaping
mando taking on all the bad guys in whatever

mission b finds himself in, using devious tac
tics to outsmart the enemy, The commanda
Ly CapliuTe encmbh
vehickes including tanks, armouned personal

character will also b abb

carmiers and even harvesters; allhough it's hard
tor imagine anything exciting about driving
around in a harvester, yvou'll probably just get
lost and drive right into the enemy base. The
game should arrive sometime next vear but in
typical Command & Conguer fashion, that

Gl

could be anvtime in the next few 3

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

The only |
adjustable for
left or right
handed users, or
mall or large
hands using
Saitek’s unique

A pad for the
odult PC gomer!
The Cyborg 30 ™
Digitol Pad
tombines
feering whesl,
joystick ond
gomepod - with
adjustable
handsize.
CYBORG 3D PAD
Uses Microsoft™ '
Force Feedback
technology,
includes gear
fever, odjustable
steering height
and adjustable
resistonce on
pedals.

A must for the
serious armehair
pilot - for flight
sims and combat
ms
joystick and X35P
J throttle - even
better than the
real thing!

X36 COMBO

 Virtual Medio Systems




BITS & BYTES

Curing the final put together of this issue
NEW AGE GamMiING PRICE COMPARISON R R e c ek Dharilil
Botha. As part of a sche ct he had to
find a ‘real’ job for bwo weeks, and he
decided that somel] at New Age
Gaming would be the sample caree
him, for reasons we still cannol fathom.
Part of the job at any ma ine obviously
involves a little writing® so without fur-

R 360,00

ther ado, here's his effort...

i T
MEW ACE CAMING TAKES NO RESFONEIBILITY FOR THE ACCURACDY OoF THIS
INFORMATION. ANY OF THE RELCASE DATES MAY BC CHARMGED IF THE
CEVELOPER DEEME IT HNECESSARY. THE OMLY OFFICIAL SHIPFPING DATE THAT MOEBT
DEVELOFERS GIVE THESE DAYS |5, WHEN IT'S DONE!

OCTOBER

OcTOBER

01 - Mission Impossible - INFOGRAMES
(11 - Test Drive 6 - INFOGRAMES

01 - Of-Road Racing 3 - TNFOGRAMES
01 - Rainbow Six - SOUTHPEAK

05 - Formula One 1999 - ACTIVISION

12 - CyberTiger Woods Golf - EA

12 - Final Fantasy Anthology - EA

12 - Metal Gear Solid VR Mission - KONAMI
- Tony Hawk's Skater - ACT IVISION

12 - Warpath: Jurassic Park - EA

15 - Army Men: Air Attack - 300

15 - Army Men: Sarge’s Heroes - 300

5 - Crusaders of Might & Magic - 300

15 - Fighting Force 2 - EILXS

01 - Age of Empires II - MECROSOF]
0 - Giants - INTERPLAY

01 - Odium - MONOLITH

01 - Star Trek: Klingon Academy - INTERPLAY
01 - Tonic Trouble - UBI 50OFT

(7 - Army Men: Toys in Space - 300

08 - MS Flight Simulator 2000 - MICROSOFT
11 - MtG Interactive Encyclopedia - TSR

12 - Alpha Centauri: Alien Crossfire - EA

12 - Comanche 4 - EA

12 - Septerra Core - MONOLITH

12 - LSAF: Jane's - EA

15 - Asheron's Call - MICROSOFT

15 - Battlezone 2 - ACTIVISION

15 - Heropes Millenium Edition - 3D0O

19 - Ace Nevada Casino - HASBRO

19 - Delta Force 2 - ELECTRONIC ARTS

19 - NASCAR Revolution SE - EA

20 - Wheel of Time - GT INTERACTIVE

22 - Family Game Mack Roval - 3DO

22 - Grand Thelft Auto 2 - ROCKSTAR GAMES
25 - Team Fortress II - SIERRA

26 - FIFA 2000 - ELECTRONIC ARTS

26 - Monopoly 11 - HASBRO INTERACTIVE
26 - 5LU-27: Flanker 2.0 - MINDSCAPE

28 - Planescape: Torment - INTERPLAY

5 - Trickin' Snowboarder - CAPCOM

5 - Tron Bonne - PLAYSTATION - CAPCOM
18 = Messiah - INTERPLAY

19 - Alien Resurrection - FOX INTERACTIVE
19 - Crash Team Racing - SCEA

19 - Dune 2000 - EA

21 - Grand Theft Auto 2 - ROCKSTAR GAMES
26 - FIFA 2000 - EA

-Grandia - SCEA

NOVEMBER

01 - Darkstone - TAKE 2 INTERACTIVE
01 - Earthworm Jim 3D - TAKE 2

(1 - Men in Black - ELECTRO SOURCE
01 - Railroad Tycoon 2 - TAKE 2

o - *_-"-1|F\|_'r|:n._111 - INTERPLAY

NOVEMBER

=T

o1 - FE18 FuF\-L-r Hornel - INTERPLAY Experig

01 - Hirtd Guns - PSYGNOSIS 02 - (.jgu_wl Boarders 4 - SCEA hand a Experience ancient Egypt first- Multiple scenarios and a full Includes multiple difficulty set- Defend your roads and waler-
01 - Macturne - GOD 'EI =Knockout k'”-"{" 2000 - EA monurme hand as you buitd legendary tutarial campaign provide a tings and a City Construction ways from invaders by leading
0T Trivial Purstit NASCAR - HASBRO ;13 ' lq{“f"s ri"-‘: Unchained - EA Pyramid monuments like the Graat wvariaty of assignments and Kit to let you build the perfect your Chariot Warriors into bat-
(2 - Interstate 82 - ACTIVISION ;1; : ;{“ e ';-_L.'.I'I\irk'i*%'l;)\ m::"c I:. Yo Pyramids and a farm at the challenges city at your own pace tke or sending your galleys to
02 - MNeed for Speed: Motor City - EA i S W T AL AN — o rercy of the Nile. fam enemy ships.

19 - Gran Turismo 2 - SCEA

09 - Ready 2 Rumble Boxing - MIDWAY
(- Tiger Woods PGA Tour 2000 - EA
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Courtesy of A simple question this month, all you
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don't really know what role plaving gamds ane plaver every picoe of e, Mo, b
supposed o be information peeded 1o real role ers ane the linthe o aoks whio clain
A brue robe plaving game is o work of imagina- play. It takes no imagination to play them. You tor b whaat they're not. Get real, people. Call answers to
tion, Evervthing takes place in the player's mind see everything, vou hear everything, and you them adventures, Call them puzzie-salving N ' iti
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Cool job dudes

I am it writing this letter so il can
gt published or anything [O4r,
sopry, Bl D would just like o know
the kind of qualifications you guvs
at NAG have, as 1 would really like
tir b doing something like that one
dav, | know its hard work but it
must all pay off at the end. | am
currently finishing school so |
wortld fiboe to know what kind of
corse vou would recommend me
Laking. I was thinking I'T, along
with a course in journalism maybe?

David Borchardt
Irene

| fuenestiu dbosa " Wik e condd comne
g with " sirngle gualification befuven
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Microsoft Exchumge faside aimd onl,
Buet 8701 el seeing g we still can't
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iehilress Befongs eith or is that tn?
Your siudy route inking 5 correct
burt rememiber Hie fols seaekel der fhis
fietd 1= Hniledd s e o Back g
ot il sl dpreen of o e @
emnprebifion fust foo s gl could come
tig et e Bt @ieleeer QaRe Iy
azine, fet nane pasd Hiiek abeuel et for a
pitrife. . el T Devemnber

Ed

Heshoots.,,, ! '

Locking st your reply to Willem
Grobler's letter in the August issue
of MNAG, 1 take it you don't like
megative letters so 1l try and keep
this letter as positive as T con, 1 see
that people who write in o com-
menl (G0 your Scoring system
always get a Mo, we want 1o keep
our scoring system the way il is
remark from the Ed. | don't think
my letter will change the syatem
but I hope that at least itll keep
youi guvs thinking. So here goes, 1
really think that by adding the six
sennes {graphics, sound ete)
togethier and dividing it by six is an
imaccurate and unfair scoring sys-
tem. Alter reading the letter from

PUSLLE

lefters@nag.co.z2a
Manivl Polakow {April issue page
38) 1 think he has a very valid
{although confusing) point. Some
things are just more important than
others for example, sound versus
playability of graphics versus con-
trol. This alse depends on the mak-
s of the game and whal they are
Irying to accomplish. An example
of this is Aliens versus Predator
whare the reviewer even states that
the maker was putting the empha-
sis in the action and plavability
rather than the story, so the story
doesn't matter too much. But then
the story gels the same importance
when vou add the scores and
divide by =ix, Another issus deriv-
ing from this is the M/ A factor
Mot sport mames don't have a
story so they get a big fat NSA for
that slot in the scoring section. But
then what happens when a sport
simulation does have a story, lame
as it might be? Then sav it gets
only 45% for the story. This brings
diwn the average just because it
does have a story, But if it doesn't
have a story, it will get a good
acone because the total of the scones
will only be divided by five instead
of six, And look at Mankind: it gets
a WA for sound? Who wants a
ame without sound? But if you
pavee it a 0% for sound instead of
AL it would bring the average
down by quite a bit, So i all the
magazines have a scoring svstem
like this then the game developers
would be lazy and never put sto-
ries oF sounds in games because of
the N/A factor. A simple solution
tia this would be to keep the six
seone system but hiave the final
score based on whal the reviewer
thinks it should get and not based
om the average of the six scores. |
can go on forever with reasons and
cxamples but 1 think {ne wait, let's
just sav: 1 hope') you get my point
of virw.

Quintin Pan
E-mail
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No grip

Have you noticed that in the last
few vears the addictive quality of
pamos has been slowly but surely
deteriorating? Sure, there are still
the occasional masterpieces like
Half-Life and Starcrafl, bul in all
fairness this aspect of paming has
been neglected. All the new games
are advertised Lo be bigger and bet-
feer bl how long has it been since
the last seat griping must play all
might tithe? A year, or is il bwo?
Remember the davs of the Ouest
for Glary series? Those were the
types of games that you could ot
stop playving till they were finished.
An addictive game doesn't need
the latest graphics enging or cven
the best story (these help, but they
aren't necessary ) i just has to start
well, carry on well throwghout and
then end well. Tean give vou hin-
dreds of examples of older games:
Litima series, Doom, Quake,
Command & Congquer, Dungeon
Keeper, Theme Hospital and so on

How many of these are new games,

DEZ, Grim Fandango, Heroes of
Might and Magic 3 mavbe. For
example | can't plcture sitting
down all night to finish Pod Eacer
or Worms Armageddon. Sure, they
have good graphics, eve candy and
the rest, but they have no staying
power, they will keep you intenest-
ed for a week or two and 1hen
vou'll get bored ol the level you
can't beat, or just the game itsell,
I've plived and finished Starcrafi
and Command & Conguer over
and ower again and sl will for a
long Hme 1o come. When it comes
10 first person shooters, which in
my np.il_1iun i the most disappaint-
ing genoe of all, whal are we get-

ting for vur hard-carned mioney?
Lately, nothing.

Ben Buhler
Kyalami

T e o evers frartler Deck qnd cite
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Hiere a0 seenes Hrat nobady Tus
cennte aipr il i sl aesieer yel, The
Inesd pozaihle explamatfon I can Heiak of
iz stmmned g i e avord, nostalyta
Netltirng ever sevms s good as qnlln!
Tras alrenedy purssed befisre, i s am old
Trvomnavtsand atiied potling rings druer
Hurer the ald sauing - Hiew don 't ik
fhisnr ik they nsed b, Gumiss die e
st Tare sel i stonrchatrd that mo one
it emver chalfenge today becatese b the
parsf e gesad oere inggdation o
Flier gtwe b snitle each menr releasy
foday, Your iraginetion iz aloys
gty b Do better Mo adliab you cire
s, oar, tatch aud foel which i why
winti e reend He s ofid noved eoer
il oeer bl qriickly grome teed wmhwn
wtehng a neelly o, bk foodly
rememibuored anaivie, i3 callid getting
aled, I apees bo ey camemeets o this
authfiect - div wont furoe o betber expliena
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Ed

The fountain of originality

The atheer day | was thinking, just
how much have games changed,
really changed? Forget the graphics
sithe, How much would you say?
Think back to the beginning,
Do, Quake, Unreal, Hali-life. ..
um, Warcraft, Starcraft, the
Command & Conguer serivs, Total
Annihilation. .. Compare sports tit-
tles, oh, and the thousands of Mght
simulaturs. Thanks for reminding
me, thir endliess supply of driving
pames. If vou had to undness
Outcast aned Shadowman ir's basi-
cally just more Tomb Raider. All
these games ane basically the same.
Wait, before vou lash oul al me it
should be known that 1 love play-
ing thise ames and jest like you |
tracde in hours of sleep to play
them. The question I'm asking i=
what has happened to the originali-
ty? Remember Battlezone, what a
briltiant but hghly underrated
game, Why didn’t we enjoy it, was
il o dilferent or were we oo
scared to leave what we know to
}11..1!,' sonmething we don't7 I'm sure
that if gamers gave it a chance they
wisuld have enjoved a thorough
gaming experience. The developers
know how the gamers act and ane
reluctant to take the risk of this
happening, so they pump out
games they know we will play. As
a result we have a market flonded
with clones. Mot all developers can
afford to create a game that dares
tor b dlifferent, IF it does, this game
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will venture out inte o world of
risk, if it happens to survive then

bonus, imagine the bencfits that the

developers and us gamers would
neap. The bigger companies should
be the omes to take these first brave
steps, they've got the financial

em-up or driving game change? 1s
it possible for there (o be other
wonres waiting for seme vivid
imagination to discover them?
Has originality been ditched-in
favour of a better financial return
and reputation? [ fee] these games

thit aren’t following the trend ane
few and far between. Has the foun-
tain of criginality run oul?

backing, but are they scared that
their mames will be dented or of a
drop in sales? Perhaps for the com-
panies the concern is their image or
thet amount of cash they can milk
vt of u= gamers, 15 the passion of
making games still there? Maybe
['m being unfair, hiarsh or cxpecting
toer much, Just how can a shoot-

Justin Reabow
E-mail

1t seeas it these deeys o lof out
Hhiere aret tnking vour Qanes tery serl

Out for a duck

Diften | contact a computer game retailer or supplier enquiring about
a new game, which [ know has been released overseas or have seen
an advert for. On these occasions T am either told that they have
never heard of the game or that there is always a long delay before
games make it on to the South African market. 1 could perhaps
excuse o retailer for not knowing about new releases but a supplier
has no excuse, especially when they have advertised that they are
roing b be releasing the game. While 1 am strongly opposed to soft-
ware piracy | believe that these shortcomings are contributing to the
growth of the software piracy problem in South Africa in that many
gamers find it much easier and quicker to pirate games, Some might
argue that no harm is done if a game s released bwo or three weeks
late. However, [ believe that if the industry is to grow in SA then our
retailers and suppliers have o start marketing games a kot better
than thev arc at the moment. This should start with emplaying sales-
people who know something about games and furthermore have an
interest in games. 1 also make a call on all reviewers to be more
severe on sub-standard games. For example, you were much to for-
giving in your review of World Cup Cricket 99. This gama is
absolute rubbish. Its possible to consistently bowl the computer
opponent out for fewer than 20 runs on the highest difficulty rating.
The game deserves an overall score of 20 because of its great graph-
ies. T no way can it be called a cricket simulation because it is about
as realistic a5 a Hollywood action movie. Since the game is practical-
ly unplayable Electronic Arts or even the retailers should consider
giving gamers the option of returning the game in exchange for a
refund (don't worry nobody is going to pirate this game). | know this
is wishful thinking but if the gaming industry is serious about curb-
ing piracy then consumers should be protected against sub-standard
pames, This could be one of the ways of encouraging people to stop
purchasing pirate software. The reality is that there are so many poor
games being released that consumers are not prepared Bo buy more
games or many simply turn to piracy. The situation is not helped if
reviewers don't adequately trash games, which are clearly poor. Yes a
game may have redeeming features but what counts is the final
product. You don't buy a car if il has great wheels and upholstery
but a bad engine. The same should apply o games.

Emanuele Lemme
Table View

It sandifients smie bo frear aboud your dubions encosnters wien deating with our
bciad game distributors, 1 can't commient on Heis mainly becavse T know who
1o speak to wheir calling thm, so ' foping yours is @ simple case of
speaking bo the swrong person. Hew many Lintes did you say? Nevertheless
irt miost cases our local distribidors don’t exclusively doal with games but o
wnide v of ot son-gaee refated products making it difficult to
dedivate teams of people to this one simgle aspect of their business, Bul keep
Bugeing tem and eventually things will improve, Regarding your scoring
contments, | tiink tre scoring of Cricket wos influenced by the fact Hat
Storm was goersess al e tinte, Somehon in-betiween rushing off to go and
see live World Cup Cricket smatclies and loosing liggage, e sl us He
'slightly’ frvonrable version of the reviewe under the influence of cricket
mautia, We forgave him becanse he ended wp reviewing, playing and writing
fie wliode Hierg de et Delermed (nfr it Lowdon, e things we do for you
readers... We're constantly arguing about the scores some ganes gef, so
restassared yon are gelting al feas! five different opinions on coery gane,
ainee Ty or arntler,
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oy, fo stieh o degrer Hhat we'oe

forgotten it ok s i gpood solid

g < aeebil prense, Tue fefer Trere £ fo
Kewp arskineg qpriestions [ike this e
erenitally sonteone will oy etlenlion,
The very toordd fhad can happens i if
itobady dovs aeytining about i, bt wo
fape t.uu_!;n_r thal snne aof the detles
Tivend up for this festive senson fook
good el fio cat, originnd o moe!

Edd

That's no excuse

Before 1 continue, please excuse
any spelling mistakes, throbbing
headache, lack of sleep and lack ol
oxygen, anen't conducive o good
prammar and spelling...

That mouse! We've all seen thal
advert, whiere the blond clicks the
miose on the soreen, but have any
of vou noticed how important the
miouse is when it comes to control-
fing games. Lot me take a few clas-
sie scemes from my recent history.
Seene A: Diablo - which has made
a stromg revival in obwious antici-
pation of its sequel! Bul back o
that mouse thing... some twenty
guys slicing. hacking and generally
killing each other. Stop and listen.,
obay what do | hear.. the clicking
of mouse buttons, shauting and
general gratuitons language about
mouse failure., for wse of you
whio are still young and pure at
heart | will not repeat... Scene B
Starcraft - another favourite, people
who have failed 1o plan and defend
their bases properly complaining
about the fact that their mouse is
il funetioning to its full capac-
ty... 50 they quit.... Scene C: Quake
2 Deathmatch - 8 guvs and girls
running around and causing car-
nage... oh yes people if vour lolks
are over forty don't bother irying to
explain to them how killing anath-
er person with a rockel launcher
can be (un... they will never under-
stand, and will in all likelibood
philosophise about the innocence
of ‘their’ days... sex, drugs and rock
‘nroll, So innecent.. Anyway the
guy with the mcket launcher dics
and swears cursing everything
unholy for the fact that his mouse
isn't working, S0 the conglusion |
have come tois this - no matter
how bad vou are at a game, if you
can sound convincing enough that
it is the mouse to blamwe for vour

prroblents vou can maks yourself
seem infimitely better. Although i
v alo, l._u||1‘||..||.-|' yoursell in my
i-y.v-: a lousy loser...

Luke
E-mail

Tihre Mt penple will sy adlien

ey “re owr e doosing =ile of aey qone
is .Em'h- renurrkalde, ' leard erery-
g frown, [ tived and £2°s Jaol fn
fere to, el you Kevewe [ sickad at
Hees it aergreay”, Wiie! e need in
ihits business s o Nittle mronasporls
msganeshyipr, (e o stigaifriing and
T H’i‘h'h“'hl & 0ty wonr fraif
of evenses, fust nhbe shire tperit i -
for mrext Linre,

Ed

Religious nuts

In my opinion your magazine is
one of the best gaming magazines
that 1 have vver read. | do admit,
this was my first NAG that L have
bought, and the prce is surely an
indication of why | bought it, but
alter reading it, 1 was so surprised
that you people can get this bril-
lianily wrillen magazine out on
such a low budiget. T mean, pop a
CIY in and vou're well on your way
1o selling it for Rl or mone. One
question though, the name, how
didl vou come by it? Dows it in any
way indicate vour religion or dies
it [_;un-lv_.- riwzan, “Lhe latest games™
Anyway, keep the competition
falling and keep the reviews sail-
g,

David Putber
Graaff-Reinet

Sonretimes | e anake o aight amd o
Bestranee Hre bossing, anil drning T
often wornder ey 1 fs that [ inoare-
.r.f'fln- al amne paiet or ot during
e erecndly erned nage Rearvsing der explain
Hhe stripile mraiet of Phe anpgaezine o
somiine by i e-nenil or oo Hie plooe
Ever laber mibe those niglits and e
g ar wencly peere desperale panic e
sleen, 1 also svmeer wirat Hhies olises
st o5 Hitt peogle fee abowt Hee mamnme
of our semgazine. For the Hird lost
timnae, £F maeneres nobinig smone B aeful
ff i, o preninre, Mgt fdes? guennes, afin
gennes, wadern ganwes ilbeoer - of
fan't getbing any docper Hun that,
sorry alou? spwashing ol haose con-
spiracy thoories bk ks the story,
Anyrnay, ks for o comnnis,
e aliways try onr hest!

Fd

Pleinse send all questions and
apinion related questions o
Backchat
Please send all vour technical gues-
Fons o
Backchat Technical

i you don't sewd o letbers we'll.,




So there | was playing my pinball machine and wondering what to use as a feature in this month's article and then it hit me, shed some
light on the mystical world of pinball. So, after tons of research and sifting through piles of e-mail from around the world, here is the
low-down on what some gaming historians believe to be the most legendary game of all time... Pinball - AtariBiaby

I hen v lwar the word
“‘ pinball 1 think there are
A lob of gamers oul I|1'|‘I'|.‘i|."~'|.'|.'
cially the older ones) whao will
r|_'|_1|i| tha era when pinball
machines were right on top of
thee gaming char b with the

best of the video games. Face PART 1 ﬂ'F Aumﬂm
it, if vou have never played a ; FONDLING HIS EIL'FEE BALLS AND

PN’ o v missed out on
probably ome of the greatest
paming experiences of vour
lifee, Most pinball players are devoted fans, and
just like video games thene ane certain games
that are Favoured by all, Most of oday's games
e even more complex than the System 11
boards found on Mameo's Tekken [T But there
wane Himes when Pinball was played on
machines that wene purely mechanical, and
instead of compater PC

o eue sticks, levers and deck tilting 1o olxain
zome sort of ball control, In 1947 howeyver pin
Ball rceived a serious facelift with the introsluae-
tion of flippers, The impact this had
contlel b seen as an innovation similar
1o the foyvstick in video gaming
Williams, a pin manufacturer in
Chicago founded by a gent called
Hiarry Williams, woere the

bBoards, electronic displays
and digitised sound effects
there were relays, mechanical
wears and bells for sound
eifects. A boring as it might
sonnd, it was one of the first
lormis of ..'||'\.'..'IL11.' dmuscment
available,

BRciwe Sow
Reconds indicate that the first
gami of this kind arrived on
the sceme im 1932, Produced
by a company calked Bay City
Cames in Bay Cily Michigan,
the first pin was Kow Tow, 11
wals o viery basic game thal
had no electrical bits and
plvces As a matter of facl it
didn't even have a scoring feature. The plaver
had to keep the soone himsell as be guided the
brall in tes the hobes on the play-field by moving
the slanted deck left or right. This was where the
word Pmball really originated, as actual pins or
tack mails puided the holes on the play field
Mot long after Kow Tow appeaned on the seene,
Rockola, a company known [or ils jukeboses
introcluced a game called Juggle Ball, Jugglhe Ball
was a bit more sophisticated than its predecessor
in the sense that it had a ball-launching device
{senerally knmwn as a plunger in pinball cinces)
Wav was controlbed by a cue stick with which
the player could influence the ball in pl.r}' by
wsing a handle protruding from the front of the
| machine, The game alsoe boasted very colourful
: i artwork
L Even though
the bwir early
EANWS en
tiownasd pro-
vidod the
plaver with
somee sork of
ball contmsl,
thisy coraled in
o way be
sl to have
anvithing
resembling
Hiprpers as
they appear
O ZAmEs

Hovemace 1947, today
BOrTLERS HUuMPTY DUMPTY 5 to 16
Was THE FiRaT PER Pik Up ks 1_ ol
T or | most pinball

THe &
B FEINEER R gamies relied

| voLuve 2 el GG 3
|

first to implement Hip
pors. Somic say that
Williams actually invent-
ed it [Video gamens
might recall Williams as
the company wha made
the niow classic 8005 game
Dasfencdeer), The truth of
the matter is that
although Willums playved
A huggre part in the original
idea, it was ace pinball
designer Flarry Mabs who
was working Tor 1
Caottliech and Co. at the
time, wha finally realised
med introduced the idea
wn their game Humpiy
Dumpty,

FLiFPiNG FLIPPERS

S0 the flippers came and revolutionised the
game of pinball, By 1948 just about all the pin
ball manufacturers had some sort of lipper sys-
tem in place, be it electnic or

mechanically operated. T OLDER THAM THE HILLE coils that burmed up. Many a

Pretty spon DY ‘add a flip i
P’ Lll'&- bevame available o
these who wanted Lo add tip
pers o their original machines
that camae without, This |
brought problems in its own
right. Maost of the eperators
whao added the flipper to their
older gamwes sometimies had
v idea where (o mstall them
and oflen they would be
placed in such o way that the
|'_‘-I.'|1.'|_'r dickn't Bemefit at all
trom them being added on b
the game. The secomd problem
wis that the games dated
scoring system couldn’t han
dile the elongated play ses
sions, When {lippers were
added a skilful player could

kowp the ball in play longer KW Tow FHOM
CDAMES = A RARE
LT USED CUE

than he could on the original i
pame, This resulied in muech maLL
highur scores (offen near the

maximum of what the game could register)
making the setting of the replay scones mone dil-
ficult for the operator, Even with dhese L‘I1'|'I|.‘|:‘I11-

which were encountered when fippers were
added o the pre-flipper pins, many operalors

and owners sl felt they had
i chisice, especially as they
would ol afford to buy the
new models. Flipper games
became =0 popular with
players in a short period of
time that the old non-flipper
gamus became obsolete
owernight. Apart from giving
the plaver mone ball control
by the g the lipper made
#9 another break through right
arownud the workd.
I st countrics gambling laws were pretly
tight and there were sirict guidelines as to what

constituted o ‘gambling device
1 gl an Centertainment machine
With the carly games offering
viory little ball conteal, it was
argued that the game was based
o pure luck! The fipper
changed this as it introduced a
skill” level to pinball. If one
lowrks back, the fipper probably
saved the pinball from being
classified as a gambling device,
| which in turm would have made
il less accessible to thie gaming
fraternity, This was very similar
lor what happenasd in South
Africa in the late 705s when pin
ball's were Bamusd from opera-
tion... bl more about that later.
From 1947 until about 1951
developers such as Williams,
[ Gottlieb and Bally all started
intresducing electric powered
games, which in tum made pin
hall faster and gave mone high
powered Mips, This was due to
the fact that high-powered coils were now s
to activate the flippers and the bumperss in Hhe
game. There was ome problem however. Due o
T level protection circuitry on the carly games
mcsd of them burned up a lot of coils, and in
st cases i wasn'l just the

garmae went up in srmcskie due Lo
owver heating coils, making pin
ball quite a hot commuodity? Tt
was niol uncommaon o see a
Potential Fire Hazard” warming
sticker vn the back of muost of
thie machines,

With the arrival of the first Solid
State Chrenitey in the micd 19710
a new breed of machine saw the
light. Mot only did they have
built in profection circuilry
agamnsl overheating and short
cireuits but they had Mashing
Lights, stronger and longer coil
driven flippers and singing
somngd effects, This was the first
slep towards pinball, as we
ko it bisday,

| Make sure o catch next months
Archives when we find out

| why South Adrica lived in the

~ pinball “dark ages’ for about 15

visars, We will also look at the biggeest selling

pins of all time and ook al the face of pinball in

the future. Unbl then ket me carry on flipping’
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So far we have covered everything needed to upgrade a computer except for the smaller peripherals that most people leave
until last. The components you usually only realise you need when you want to switch on your creation and discover them
missing. These include keyboard, mice, speakers and the like... Unlike the other peripherals personal preference is the main .
deciding factor in these purchases, for example some gamers totally loathe a natural keyboard while others won't play on any-
thing less. As a matter of preference very few people will ever be swayed one way or the other after gelting used to using a

input device, the ball is totally left in your court,

spec

As Far as g moikse 15 con-
cermed, v have a lot of
u|_1l:1c;u:. I consider,
mainky how many
il

Standard Input Devicas

Everybody must have a key
board and mouse to accom-
Pl_u.h anything on a PC

and without them
VUOLE (VW VCTY
|._'\.|,:I{'II-\.i'\'I.' piece

buttomns you v
i o have and
should it be a
natural

of equipmant
thiat is yoing
Lis liv v
absolutely
mthing You
can't even boot -
up vour machinge
without & key-
bard. Typically
must people opt lora
Microsaft Matural kevbsrd

and an Intellimaouse wheel mouse sinee these
wstslly come standard with any new PC and
Microsaoft offer them to OFEM vendors al very

mMoLse
Or just a stan

dard v, As T stated

muesd docisions on these

devices are based on por -
stnl preference, Do vou

wanl a mouwse with 2, 3 or

even 4 buttons and should i
have a muonese wheel? Generally
mal people opt fora 2 button

- Soul Assassin

o you inlend to buy is (-.'ll‘l'l!‘\ll'lbh' with the
applications vou want to use it for, especially if
yiou still use hegacy games o legacy applica
ticins,
Cher options o consider when buving a koy
board or a mouse would be what type of con-
meckion is ruu_:uaru_'d tir conrvecl it o vour PO
Generally most computers sinoe the Pentium 11
have used a 1%%/2 connection port, although
v can plug kevboards and mice dircctly
*into your USE port as well, Just make sune
that if you do decide lo purchase a USE
kevboarsd that your motherboard's BIOS
has an option called 'USE Legacy
Kevboard Support’, otherwise vou

might find that the keyboard won'l
wirk under the MS-DOS promp
anad 11 can present a problem
e o

during the mitial installation of
i1 MeWw up-l_'r.llillp: svelem.

There is still one other conniee-

competitive pricing, There are of course still a lof
of people using the standard 101 keyboand
design and they arc also generally cheaper than
thee their natural cousins. From a functional
viewpoint both do exactly the same job, its
|1|_||-.-||,- i pcrz,u-u,l.l preference as b w hich of the
two vonn are used o asing. Personally T would
recommend a n.'.an.glcl_'r]hlﬂll' since Lhe design
prevents w-nhm; myrien injuries over the long
L =
There is however e aspeect o walch ot for
when plurchasing a kevboard, and that wiould e
that you by a kevboard with the American key
layout _I-i|'||_1_: ||_|qv_h.t-|1r our software is based
around this key configuration. You can venfy
that a kevboand wses an Amaerican lavoul by
|'|'u.'|.'i..'in:|_‘; that the % sign is above the '§ key just
bl Funetion keys. A lot of companies in South
Adrica still sell the British Lavoul where there is a
£ abowve the 4 key and this could present some
problems with certain legacy games, not W men-
tiom that you would have o mess around with
thas W:nd'.m--. kewboard layout function to gel
certain applications to work correctly. Anather
problem would be that snce vou et used to the
Britich layout finding a replacement kevboard
cam b a problem especially sinoe these key-
boards are in the minority,

maruse with a mouse wheel since you
have the added benefit of using the
wheel in first person shooter games such
as Queake I and it also comes in handy for
serolling through large documents. You
showld also remember that once vou choose a
mouse, vou should stick o that same design for
as long as possible, changing mice every couple
of moniths is hardly a good thing
and it takes time o gel used to

A AW one, Tk b menkion

that this can have o scri-
o= alfect on your

score in Bl
ames,
Tharee are

O COnrse

tion option to consider, and |
only mention it o be complete

simoe this option lends o be
veery expoensive. The connection
is wireless and called infra-ned
Dovices making wse of indra-red are
still Fairly new in the markel and while it does
sound appealing o have a keyboard or mouse
that wses o wires, it does have its fair share of
problems, The first problem is that these
devices tend to have a mind of their
orent angd vou can intermil-
tently expericnoe
problems whess
your

also

Irack-

balls, but o
fuw poople use
them due 1o the
timnt required bo leam
havw 1o use them Frlt‘\'li\'l‘ly'
and their high cost that T won
discussing Ii1L'|1| I yont are interested in
trackballs, make sune that vou dia Lol of
research on them and alsh make sure that the

b

ery
TeC
thr
bac
i
ism
phs
'-'-']1}
mil
oV
liest
mirve
MiTapyy
1 rlilin
o i
angd 1y=
that3 a
mosi
(AT
whis,

LY |'|F' Ir

Mo

Mhe .
Lllt'l_l.-l_
wirrla
by, ar
missi,
matic
Add-C .
Survigy
el iy [T
ictual
VUOUT Ly,
an v, on'l
SAME
this iy
CONNGY 0 of
Vol W
fimd th
¥OuU Mennec
of the 5,1 1
|.]1|.i||Il.._F1|l,|l_.
of thesy,,.

masiom Hiom

e
it

u-ntr.u'l;.hl.,,_.
ame I
month a
VisLL slar
silvst be
rately ar
o shable o
Kobotics
thiey: by
miodems.
g the
LR O ey
unlikely,

masdisrns

mazse or kevboand jost doesn't
willik o nu-rL This b Bargely
dud 1 the Tt that tha
receiver that plugs into
thar Back of vour
I'C needs 1o
have a elear
lie ol
siphil

ter thie

cmirods, oth-
erwisc the infra
red sipnal wor'l gel
throwgh. Another drow
back i thual miost of thissa
divices use batleries, while this
st e of o problen, finding a
::-F'|.:.;||||'||l e coniled e am jssoe
when you're m the middle of a deadline or
mibes From the nenrest convenivnee slore, o
even worse yel - in the middle of a LAN party.
Just ask pur humble Editor-in-Chicf whio uses an
infrared kevboard, He niever can find a replace-
ment battery when he needs one

Unlike the r.u:-‘. af vour MC where the warranty
on the components count for a lol, on kevboard
and mice you will be hard pressed to find any
that have a longer warranty period than 12
momths. The most vou can beok for is a decent
manufactorer such as Logitech and Microsoft
who have decent support programs and will
swap okl any fanlty kevboard or mois

Modems and Internet Access

The Internet has become a must have epbon
Bately ancd i vou e el commaslasd o
world of information is passing vou
b, anad §F voune 8 gamer vou ane
misaingg out on e pumbser | indor-
mation source for patches, demos,
adid-ons and cheats: Most Internct
Service Providers have made il easi=
er by commnect and movwvadays you
actually purchase
vaur miklem with
an account at tha,
sarme T, While
this make= getling
conneched casier,
ver will probally
find that the modem

1sed SeKb /s communication prodocoldor

masdems, Be careful thugh ntt o purchase
older modems that support the US

Robotics X2 or Rockwell K-56 Flex
pristiscols since both these

have been supersegld by
the V.5 stan-

amad
your could —
‘__‘I have a hard time
cuimacting at above 2445 Khis

J with one of these modems sinee
mwst 15T only support the V.91
protocel for high speed connections. Whaether or
nat o purchase an nternal or Extermal modem
Is et another peramal preference, Some pecple
ce you can see the stabus lights
LLlll:_"- |||\ COnneCEiar |'|I'l'l|"

prefer external si
and = them for
liems, others profer Internal modenns since they
don’t wse up any desktop space and ane caswer to
configune. At the end of the day both work
equally as well and most manufactuners ship an
Intermal and Extermal version of all thoeis
modems, There s bowever ane very important
factor to ook for when buving a modem, and
this would be that the modem has besn
approved by Telkom. [Tt isn't Telkom
apprivved vour insurande company
will refuse to pEimburse you
should your misdem get struck
by lgghtiving

UPGRARING-

VOILh PeCeves 1s 1ol

L ] .
of the greatest ey
bR
aquality aned some FmEEe
ol these baisd 5 &
A #
midemns come - e
BEpaankers
s

Thee last ibem oan your

upgrade list shouled b

speakers, s many
prople forget that

with a year s is just as
important as graphics
when it comoes to
playing games.
Everyane should
make a long-term
investment in a decent pair of speakers and try
o avoid purchasing the cheapest pair they can
findd. A decent pair of sprakers wall Last vou at
least o couple of years and the extra money vou
spend will repay itsell tenfold over time
Cenerally any of the Cambridge Soundworks,
Albee Lansing and Jazz speakers will make an
excellent option. The Cambridge speakers are
aimed ar people whe puarchased @ 4-channel

contract that has a lot of fine print. Dsually you
arie limmited booa certain amount of hours per
mienth and after vou have reached vour limit
yiur start paving a ridiculous rte per hour Your
safest bt i still to purchase your mosdem sepa
rately and search for thi features nesquinesd to gel
a stable connection. Personally 1 still vse a Us
Robotics msdem due tor the excellent support
thary have and also Decavse most of thaedr
maodems ship with a flash BICYS, making opgrad-
ing the modem a snap should they ever deciels

on A new communication standand, Highly
unlikedy, but vou never know, Currently most
medlems ship Vo0 meady, which is the standard

f—
—

soundeard amd ane -
willing Wy pay i a

real surround sound
sysliem thal has suppan for

the new [olby Digital sound

stanitard. The peakers ane

made by Creative Labs and are mainly aimaad for
usi with their S8 Live! soundcand although thsy
willl fenction with othier d-channel cards on the
market as well. Allec Lansing falis in the middle
range of speakers ad caters to those wha have a

2-channel soundeard bul wish o experience sur-
roungd sound with only a 3speaker system using
the older Dolby Pro Bisgie sonmied schasinae, Thae
mes] attractive aspect of Altec Lansing speak-
ers i that thiev offer a lifetime war-
ranty o1 all their speakirs
and the local distnbuator has
pledged fo repd 1Lk A1y
."': --|'1|h5-|'-- Elh‘luhrlhrj. e
= - S faulty. Thednee speakuer rnge
o from CvberDvine Sysloms
_.;"I comes in as decent lover end
' apwakers, Thedr quality is ool infie
ror B the other makes but they do
tend do b cheaper, These speakers ane also pr
mitrily aimed for wsers with a 2-chaniwe] sound-
card, These ane not the only decent speakers
available in Sooth Africa they are just the better
knoswn branads, 1 von o corsder other makes
of speakers please research their capabilities
prior to purchasing and make sune thaf the
that than

speakers ane o good construction ;
do bhavea local distributor that is willing to offer
stppsrel fow i

There are also currently
speakers avail

senmes L1
able i South Adrica, but

basst avisicled if viou

thiesis 7
take vorrr gaimibigg saerlonsly
Thiey tend 1o use maone pros

Comsing power from v
CPLU than equivalent
speakers wsing a sound
card, Thare are also
some other minor come-
patibility prob
leams with cortain
makes and this s
Larely due to the
fact that USE speak-
s use relatively new tech

aur i ol i il
nalogy thint is =tillin it

infaney. Far now your besst
bet still s sweith Digital or
Salogue speakers that ane

=

driven by a soundcard. The
only real advantage that LUSB

plfers 1= eryslal clear sound

|

A

found with Digital spesakers that have a digital

conmsection to vour soumdcand

bl similar clarity can also e

In Closing

| think over the past couple of months Thave
covired everything thal mesds o be consid-
ered when buying PC components for
upgrading. | have tried to cover each and
every aspict o look for when buying the dif-
lerent o |‘I|1'I|‘1 e s !ll.‘tl l'|H||JLﬂ'| k) !11..11 W IIL'|I|

vir |.1'I.Il'l..|.h1:ﬂ.' anw hardware voo can make an
inlorped decision and nol lake everything the
sales staff at a computer shop tells vou at face
value, | hope thit cveryone out there, espe-
clally thise new o the Held of computers
have learned something from my artiches
Shevtld any of vou have reguests or commenis
% please feel (ree Lo email me at

on this ser




The casualties were high, but one of our scouts managed to make it back from M icrosoft's camp, and wilh his dying breathe

d the beans on their latest empire-building venture. Age of Empires Il is possibly one of the biggest real time stralegy

spille R.AV.EN.

titles due this year with its hypnotic blend of RTS elements and historic settings. -

military foroe o0 top of that
The overall structune of the game is largely
unchanged. You start in the Dark Age with a
[enwn Centre, a couple of villagers and a scou
wnit. At this point it is necessary o begin collect
ing the resources that will be newedisd o van-
quish the other players. First and foremast is
food, Initiatly you'll be foraging (berries amd the
likes from nearly bushes), hunting (deer and
wild boar, for the most part) and bulchering
livistick |}1|1-.||-||||||.:|'-I Iy
shavp) Adter that il is
e b Deri b a0 ML o
the gathering of fowsd-
stuitfs, Thie Mill also
allowws you ks build
farms :|h|_'h' ane linite
howivicvir, as in thae orges
mal, and must b feplant-

el it seems the Age of Sequuls 1= <6l
W with us, and Microsoft isn't missing this
bandwagon. All the most suc cessiul gamus,
including such worthies as Cruake andl )
Command and Comquer, are nowy in their second
or third generation, and vven Warcraft is being
|-|-~||.rrﬁ'1.n1_ according to the latest lield informa
tion. And st is that the hugely succeasful Age
of Ermpires is due back soon, laking the arl of
empire building o few steps further
What are the charac-
teristics of a worthy
ﬂHl.]LI.L'l." Well, lar
starters, it must be
continuous with the
original. That is to sav.
it must be based on,
and contain eninigh of
the original concept-to
b considered a direct
descendent. But that's
not all - pssential is
improvement over the
original, and this does
ol oy maesan prcseT-
taticm-w Sure, the
graphics and soumed must keep moving fore ard,
bt also. the game conce Pt must b l.'li"n'lﬂi'l-l:'l.'i
upon, the interface may need revamping anad
niew ideas and features are essential. If those cri-
teria are nok met, one might as well just stick to

ed once they are exhaust
ed. AL the samw time as
feeding vour popiibintion

vorl st proyide b

ing. Housimgg works vers
much like farms in
Warcrall 1] or H'.‘::_"].'l'.
diepots in Starcrafl - each one you build supports
a number of troaps, However, histise= requin

wood in order to be buill {as do farmsh so ol
lecting wood becomes important. A Lomibes
Canmg mear some inees w Wl allowy youn o colliect
limber more efficiently. Later on, various
upgrades will appear at the Lumber Camg lo
facilitate faster chopping. Mow having all this
foored anvdd wossd allows vour o create villagers
farms, Lumber Camps and Farms, but this sn't
all, Woad also allows you b build a Mining
Camp, which comes in very handy later, for col-
lecting stone and gold from the appropriate
mines, Wood also allows vou o build a
Barracks - very impaw
fant! This is wlwn
v will be train-

the wriginal, and save some

MIONEey.
b1 ) |.1I.. oW Vil AFE Won-
dering, will Age of
Empires 11: The Age of
Kings measure up o
these requirnements?
Let's take a step by
step look al what our
aconits ferreted out
about the almost-final
bk vorsion...
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more responsive. The main view s
‘ll_'l'_11|_tl_'d: a5 in the original, in
beautifully detaled sometric

view ||'||_'.:n|.'; hanics and basic

gz your indantry
units {which ar

premises of the game ane also thye first oniess
directlv derived from the origi
nal Cu;.._.p apain we face the chal-
lenge of managing a population of
villagers that carry oul the various
tasks that will decide whether vour fledg-
limg evpire thrives o divs, and felding a

PROG
Age of Empires IT will
feel delightiully famil-
bar o veterans of the

original title, with an

imterface that is virtually
unchanged, if somewhat

OGRESSION

ool have access
), The Barracks
alsi offiers soime
upprades later on,
and these d'rpuunl
mainly on food, wood and

ol
[T {
|;II|!||-.L‘¥I
T
Lier |HI
Agta
ARINCE
adv
i
et
whi
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e il
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aoloithy
L
onior

AGE OF EMPIRES |I: THE AGE OF KINGS

gobd, Yo can also start traiming Militia (the most
v unitz) at the Barracks
ten Lis litteen

baic oof
A some point (usually alter

l:

minutes) you will have enough food and struc
ance bo the next Age - the

s to a Feindal
Age. This is accomplished al the Town Centre,
takes a litte while, Onee vou have

anced, new upgrades become available 1o

vourr various lechnologies. For instance, vou can

Tk 'J.l."fl:f.ll.ll.'"\lllll farms to be more efficlent,
b misans that each farm yvields more food
betore it must be rebuilt, Militia can be upgrad
ol fo Mer
improvied in order 1o speed up lumbering. The
Mining Camip offers upgrades to both stone and
miing. Andher useful structune s the

[

A, the lumber saws can be

gulk
Pock {but only it there is water to put ships
onto!]. Thie Dock can produce fishing boats,

FARME CLUSTERED AROUMD. THE |
HNEAR THE TOWM CEMT

which gather another altermative food source for
VIl

Once you have entered Lhe Feudal Age, vou ma
build Blacksmiths and Markets. Blacksmiths
allow vou to upgrade some aspects of vour
troops” weapons and armour, while the Market
offers somae trading servioes and trade-relatied
upgrades. Also, having thess stroctures and
encugh of the appropriate resources allows vou
to acdvance to the Castle Age

The Castle Ag g= starl gelling real-
Iy imteresting. Mow vou are able to build

i= whero Lk

Mumasteries and Universities,
as well as Castles. Monasteries
privduce Monks amd ane where
all Monk-related nesearch is
done, Universities give acoess
0 various empine fmprovement
upgrades, such as bullding
quality, and advanced tech
nologies like chemistry. Castles
A whe e vour e s |||1i|.'||||."
units are produoced. Later on,
the Castle offers certain
upgrades and one of the
gami's most powerful units
the Trebachet, This last is a
siege engine with phenomenal
range and damage

The last age is the Imperial
Ape. The tech-trees max ot at
this ponnt, with the fimal few
upgrades being made available.
Unly ome new structane

by |.'-|||.|,'- availahle - the
Wonder, This is different for
every race, but its effects ane
the same - it means viclory for
the Wonder's owner if it
rermuins standing for a specific
amount of time [as in the origi-
mial Age of Empires).

Along the way, thene ane sever-
al military structures that vou
will find :q.m,lr-_;l_']I newding o
build. Besides the Barracks, the
Archery Range, the Stable and
the Siege Waorkshop train
archers and crossbow men,
cavalry and siege cngimnes,
|-|"-Fl|.';.|:n. ey, A well-balanced
army is a successful amnd versa
tilie armmy, arsd hos sou will
mast likely need to build at
least one of cach of the above
For base delence, there are
Watch Towers {which can be
uperaded to Guard Towers
and, with some races, to keeps)
and walls, which can also be
fitted with pabes, Wall steength
can be upgraded as one pro
gresses through the ages

The sheer number of lechnolo-
gies and upgrades to bu
researched during the course of
4 game t5 astounding. I is
unlikely that a plaver will

research everything possible by

thie time the game is over,
which mcans that it is he who
ks the most intelligent

choices, in general, that wines.

THE BELLE AMND WHISTLES
The level of graphical detail is,
in fact, quite astonishing (one
can virhually make oot individ-
wal leaves on trees), amd cven
when running in the highaest
nesolutions, graphical items are
clear and easy to make out. In
fact, runming in o lower resolu-
ticeny i nok advisable, as the
graphics then beeome too big,
filling wags tows mach of the
sereen and not showing
enough at a glance

Mo pretence st rendering the
terrain in 30 is made, sadly,
but mometheless the tilesets ane

The game features 13_dlﬁerem 'iax:es',
: each with their own unique
strengths and weaknesses, historically speaking.

| Britons

| Berufit in the field of archery, with increased ranges and reduced
| build times, and early cconomy benefits from cheaper Town

{ Centres and more efficient shepherds.

Byraniines
| Enjov musch faster healing by monks and tougher buildings: They
{also get o advance to Impertal status much easier,

|
Are adept at building and using sicge engines, and are blessaed with
faster moving infantry.

arl with a slightly larger population, and have mone productive
farms, They also rescarch new technologices at a slight discount

| Franks |
Flave a kiack for farming. Their military enjoy better cavalry

| armaour, cheaper castles and slightly tougher knights |
[Goths

se in infantry, and their barracks builds quicker and
| infantry are cheaper to produce.

| Spec

| Fapamese

Are skilled at optimising food production, and have superior fish- |
ing boats, Their infantry ane also a bit mone enthusiastic, altacking
laster.

| Muongols

| Must have been born while on horseback - their mounted archers
| are saperion, their light cavaley tougher, and their huntens
| elficient.

I maon®

Forsians

| Galn some trade benefits and start with some additional resources.
Their Town Centre and Dock are alsn more efficient and toughr.
FAFACENS

| Build transport ships that are twice as big. They also boast archers

| that are far more effective against buildings than other races’,

PUTONS
| Have stromg convictions, and are thus mone resistant to conversion.
Their defensive buildings are more effective.

| Have the upper hand where gunpowder-based weapons ane con-
{eomned, and have skill with chemistry.

Vikings

Have teugh infantry, and are expert =
| reduoed shipbuilding costs

ipwrights, resulting in
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just putside of Bethlehem.

1,900 nears later, its dDark secret
surfaced in the small town of
Remmes-=le-Chateaut.

. call Johannesburg (011) 233-1111, Cape Town ((21) 418-4240, Durban (031]
designate trademarks of, or icensed to, Skerra On-Line, Inc., Bellevue, i




PREVIEHS TDER (OMSTRUCTION

t is seldom that a | = e
game like Legacy of g, : %t

Kain: Soul Reaver comes ; e

along. Yes, there are

games that make some-

thing of a difference; they

are the type of games

that just go a little further

than all the others do.

However, titles like Soul

Reaver - amazingly rane

in their brilliance - sur-

pass even those. They go

beyvond the point of being

‘good’ and enter into the

realm of excellence, There are not many games

that can compete with Soul Reaver. Developers

Crystal Dynamics and distributors Eidos have

are graphically beautiful, even to the point of
being translucent). As a "reward,” Raziel’s wings
are destroyed, and he is sentenced to be execul-
ed in the Well of Souls - a swirling mass of water

B L4

o

k.
Ty
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that spells certain doom for vampires, However,
despite an eternity of agony, Raziel survives, a
shadow of his former self. The now desiccated
and destroved creature is granted a chance to
exact revenge on those who
betrayed him. This is whene the
player comes in. You have to
guide what's left of Raziel
through the strange, gothic
city of Nosgoth in his

quest to get even with

Kain. 5o what?
Big deal! Well,
yes, actually,

it s some-

simply ensured that it is in a league of its own.
S0 what makes it so special? At first inspection,
Soul Reaver is little more than a 3D-adventure

thing of a bizarre story line. But give it a whirl -
grab that controller, go on, you know you want
to - and you will see exactly what we're talking
about.

We'll begin at the very beginning. Before enter-
ing game play, an enthralling introductory film
shows us the origins of Raziel, the strange vam-

Soul Reaver. [t would appear that Raziel is one

audacity to physically surpass his master by
growing a pair of tenebrous bat wings (which

SouUL FREAVER WiLL CERTAIMLY CLIME TO THE TOP

game saturated with copious violence and some-

pire prince that the player controls while playing

of the favourite creations of Kain, the big honcho
in vampire circles. Unfortunately, Raziel has the

thing of a big
deal.
Although the
demo we saw
only provided 3
R T
level of this enig-
matic and labyrinthine
city to explore, it really
knocked our socks off,
Hopefully the Ed will
put his back on soon.
What we saw was a
game that surpasses
anything of the sort
that we've seen on
the PlayStation before.
Firstly, the entine myth
behind Soul Reaver is stun-
ningly thorough

&

'™ & LITTLE LOST BUT I'LL OE ON MY WAY MOW... stue

and highly inventive.
They didn't just suck
this one out of their ¥
thumbs - they put a ¥

Iot of thought into it.

The world of Vampines is full,
rich and complex, as well it
should be. For example, enemy
vampires cannot simply be beat-
en into a pulp. Sure, tons of
physical abuse does stun them,
but they recover soon enough
and come at you with a worse
attitude than before. Mo, to truly
get rid of these horrific crea-
tures, you have to use Rasel's
highly impressive and certainly
very savage impale function -
literally driving & magical stake

26 VOoLumE 2

It seems that the world of the PlayStation game has become a little jaded, a little stilted. Games come and games go, without
much difference to them. They seem to become nothing more than a blur of games, one after the other - nothing more than the
same thing over and over again. However, things seem to be changing. With the arrival of Eidos' Legacy of Kain: Soul Reaver,
it seems that a new age in the PlayStation game arena is dawning...and thats not to mention the PC version. -

AL Y of Q@* AIN

L NEADE
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through their hearts.
Another fun aspect of
Soul Reaver's story line,
which impacts directly
on game play, is the fact
that Raziel cannot die. |
mean, he's dead already;
how unlucky can the guy

cuts him some slack.
However, he does
expend his power, and
the player has to be con-
scious of its levels at all
m—— times, The only way to
replenish Raziel's power is to "eat” the souls of
vampires. Yes, very pleasant, we know, but the
game provides no end of satisfaction as you
watch some vampire that you just had to
trounce disappearing as you snack on his very
essemoe!
Another very impressive feature about Soul
Reaver is the fact that the developers made use
of a continuos data streaming
technicue that
greally
reduces
load times.
What this means for
the player is that
you spend more
time playing
the game

Jq\"“__ - than watch-
= % ing a
’ﬁ‘ . Y cheesy

e % “loading”

screen. Its
high time
that
PlayStation
"+ developers
considered
this aspect of
playing a consale
game. Load times can
sericusly destroy the
enjoyment of the game.
This is thankfully not
the case with Soul
Reaver.
" In addition to beautiful-
ly designed characters,
and truly awe-inspiring
background and environ-
mental graphics, Soul Reaver
makes use of high resolution
graphics: 512 x 240 Vortex, to
be exact, which, in layman's
terms, translates into the
fact that Soul Reaver
looks better than most
other PlayStation
games. Add to that
dynamic real time lighting,
single skin technology, segmented skeletons,
joint interpolation and over 550 polygons for the
main character (300 plus for other characters)
and you get something that looks almost as fluid
as real life. Raziel features a huge amount of
moves and techniques, all of which are imbued
with something of a magical quality by the
above mentioned graphic wizardry techniques

really get before someone

ing b sle
whip-; can
keeps o
pPlaverme.
niguesp
right d

LEGACY OF KaIN: SOoUL REAVER (conTiNueD)

BauTiFUL =MOVIE SEQUERCES AROLND

Software z buffering and variable fog values
within the levels make the world that Raziel
exists in a beautiful, mysterious and above all
believable universe in which to experience this
game, Raziel can run, jump and climb like most
other PlayStation heroes. Controlling the charac-
bcrmx-uri.- 5'||;|;|.|'_l|1_-_, with variable camera nng[cﬁ
threwn in just as a cherry on top. In addition to
these normal movement modes, Raziel is pretty
good at breath stroke, and can use his shattered
wings to glide on thermals or off of high cliffs.
Perhaps thie best part of controlling Raziel comes
when he takes on an opponent. Crystal
Dhynamics saw fit to include a combat auto-fac-

EMTER THE MADICAL WORLD OF MORGOTH

ing button - which makes opening a can of
whip-ass s0 much simpler for the player. It

kevps 30 combat simpler 1o handle, enabling the
player to concentrate on timing attacks and tech-
niques rather than worrying about facing in the
right direction. And the fact that this feature is

controlled hg.r-a button means that
plavers wanting an extra challenge
can just lay off and do things the
hard way. As the game progresses,
Raziel learns new magical glyphs
[|mwn_~r!'1ll symbols that have
magical effects) to aid him in his
quiest, However, he begins with
the ability to shift into the spec-
tral plane - a strange dimen-
sion mirroring the “real”
Mosgoth. Sesing as how
the entire environment
changes when he
enters this

strange realm,

the hard

working devel-

opers designed

¢ach level bwice, to ensure
that everything is perfect in both

planes of existence.

Soul Reaver features over 20 differ-

ent kinds of encemies, and 12 bosses

to challenge the player.

Additionally, puzeles and mysteries

woven into both game play and the

story line will ensure that the player

is mentally exercised as well. The

"real” nature of the world is further

enhanced by the fact that all characters met in
the game will have future reactions
based on actions taken by the player. In
other words, the non-plaver character
remembers what Raziel did when they

doubt, but it does mean that you have to
be sensible, Razicl won'l get far if every-
body wants a piece of him! Razicl may
also recruit some of the NI'Cs he meets
tor help him on his quest. Another won-
derfully thoughtful idea that Crystal
Dynamics came up with is what they
describe as a transparent user interface,
What this means is that aspects like
inventory screens have been excluded
from the game. A nice thought, but play-

carry one object at a time a bit disturb-
ing. In truth, a little inventive thinking is all
that's required taking care of this problem’.
W could carry on singing the praises of this
game for several pages yet. The plot is stunning,.
The game play is exceplional. The graphics ane
excellent. The soundtrack and effects ane

met previously met, and acls accordingly.
This is a stunning feature of the game, no

ers may find the fact that Raziel can only

enthralling. The list is endless. But we have to
save something for when we finally get to
review Soul Reaver, Let's just say that its possi-
bly the most impressive 30 adventure we've
seen vet, as far as PlayStation goes - and the 'C
version will probably eamn a similar response.
This is certainly a game to be on the look out for,
Clever developers will soon realise that Soul
Reaver is not just another game. It is also a yard-
stick that will be applied to the world of
PlayStation 3D-action adventure from now on!
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The compelition for Racing Simulations has always been a fierce and highly competitive arena in the gaming indusltry. Over
the last few vears the Racing Simulation has taken a back seat to the Rally Simulation as the competition hots-up tor the pole
position. New technologies are being created to enhance the playability of these daredevil, balls to the wall, Rally Sims.
CGamers have always been fascinated with the genre because of its death defying use of the molor vehicle to hurl oneself
around unknowing corners with little than a map and co-drive Capitalising on this desire are Europress who have always

had the ambition of creating the ultimate Rally Simulation, and by the looks of it, they are not far from it - Storm
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Being the commander of a highly experienced group of mercenaries can be a headache at times. Selecting the right people for

the mission, buying the necessary equipment, and especially balancing the accounts to remain a profitable organization can
be daunting to say the least. To make things worse, the company that employs you, leaves you and your team for dead, deep

in Africa...welcome to Shadow Company.

LEFT FOR DESD

in most cases, A neat feature is the overwatch
maode, where your mercs will stay stationary and
attack hostiles once they come into range. This
mode is selectable, and makes sense where it
isn't a great idea for your mercs to start firing on
a tango while you're trying to sneak them into a
base where stealth is a requirement.

his ambitious wpooming

title from Interactive
Magic combines great quali-
ties from titles such as Myth
and Jagged Alliance to pro-
duce a game like nothing
we'vie seen before, The game
plays out in the year 2010,
where the world is run by
business corporations.
Terrorism threatens the well
being of these companies,
and the trend of the time is
to get rid of the terrorist
groups through hiring mer-
cenary groups. In Shadow
Company, you command
vour leam of skilled merce-
naries through various loca-
tions in Africa to other parts
of the world after being

e
H{ﬁ%} b

Company are detailed with all kinds of
real world objects, and tanks, helicopters
and other vehicles are totally interactive
and useable by your forces should they
have the skills to pilot them.

M Mercenaries need weapons, and Shadow
Company caters for a wide variety of
tools to equip your team with, from
assault rifles, pistols, sub-machine guns,
shotguns, sniper rifles, LAW rockets,
frag-grenades, smoke grenades, and a

vive in a combat environment. At the
start of a mission, the plaver must hire
mercs, buy
weapons and
amumunition

| THINKE WERE LOBT. THIS DEFINITELY 1BNT AFRICA

betraved by the Granite company. Your motiva-
tion i5 to survive, and to make money to keep
your team equipped and battle worthy. Like the
saying goes, no bucks, no Buck Rogers,

AMBLEE AND PEREFECTIVES

Shadow Company is played from a third person
perspective through the use of a moveable cam-
era system, which works quite well. The camera
pu;-_af:u_u_'h'.'e can be moved independently from
your mercs, can rotate, change angle, or be
slaved to follow a selected character. Your team
i= controlled in a fashion similar to real-time
strategy games much like Commandos: Behind
Enemy Einess The game itself is fully 30, and
features seenery reminiscent of the levels found
in Hidden & Dangerous. The levels in Shadow

GO AMD TAKE OUT THOSE SAM BITES WITH
THESE BULLETH

VvoLumEeE 2

and other

equipment the

team might
need to complete their
goal. Should they run
out of ammao in a mis-
siom, your beam can
SCAVENEE WA POns
from dead soldiers or
buildings in terrorist
camps. The fun part
comes in when a merc

whole lot of other items necessary o sur-
featured. For a

.

CoMING SOOM
Shadow Company will also feature 16-player
multiplaver over LAN and via the Internet,
where opposing and co-operative modes will be
title in an alpha state, most of the
features ane already in place and the game is

MemnocH

sub-marine bases, built-
up areas, savannahs and
other detailed areas.

Each of your mercs will
have their own personali-
ties and abilities, and
their own vioices as well.
Losing an operative in a
mission denies you from
using that character
again, so protect your
people, and they will
serve you well, Up to 12
mercs can be assigned to
any one mission,
although you might not
have the resources to arm
cach of them to the teeth,
50 a smaller group with
more firepower might
prove to be more effective

_ highly func-
tional and
fum to play.
Where the
maodern
trend in
gaming fol-
lows the
first-person
shooter
path,
Shadow
Company

hijacks a tank for that
extra bit of firepower.
The berrain is every-

follows a
great alter-
native
approach
which can

thing but flat, and by
crawling over a hill, your team will have a great
firing position while benefiting from the extra

cover as Shadow Company employs realistic line

of sight.

Campaigns consist of various missions each
with mulliple goals. Some missions may require
your team to destroy some kind of terrorist
1._-.1m.p, while others ;*nigh.l have the goal of assas-
sinating a terrorist leader. The open structun: of
Shadow Company allows the player to complete
these mizsions in whatever suits their style of
play. For instance, on an assassination mission,
you have the choice of destroying the plane in
which the targel is supposed to escape in, switch
off the lights of the runway to prevent reinforoe-
ments from dropping in, or ambush the poor fel-
low on his way to the airport. As commander,
the player chiooses the landing and extraction
zonws, depending on what the mission plan calls
for. Missions will take place in prison camps,

b defined

as real-time 312 tactical combat, and should be a
very enjoyable title for fans of realistic combat
strategy type games,

Distributs
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| 1 is a constant surprise fo many that the home
o Football {England] is not whene the game is
codid but in the land whene fuotball is called
soccer, Canada, You only have to look a4l somie of
the new screenshots and comparne them with
FIFA 99 to be impressed

The question you ane all asking is what is new
within the FIFA 20007 1t appears that the ganw
hrs been buailt lrom scratch and
net a simple case f acddimg
sonmie peww features, which

wWs .'.'!1'|_1n.||'-,-||lh i cise
in some of the previ
pus versions, There
is nothing wrong,
in booking ai

sgrme of the

areas, which

could be

improved, and
mencly adding o
the eriginal pro-
ram, when you
haver thie market
leader. This tme
arvund, with lime not

thie major issue, the team
haver taken all the best com-
P fiks oy PrevesLes gamas amd

started working from that basis. Take thee best
andd make it bi r, better and maore inlersting
is mot @ had introductiom to FIFA 20000 "Thene
are =0 many improvements it is hard o

knwow where to starl’, was the word
back from the team.

Split the game ko three ancas. (1)
Realism in the way the plavers
mowve, act and react, (2) The
graphics/ animation inchuding in-
gami detail from movement ol thi
players o their faces. (3) Finally the
way e game cowde runs, These ane some of
thie main aneas of the game that have been
worked on and in eflect these are the main com-
ponents that make a
gamie!

Muoking the ganw

mre realistic is
dependent on utilising
mtinn capturing tech-
niques aid blending
thim with animation
whilst adding maore
moves. EA sports
hove led the Beld in

When
it comes to sporks
titles, then we all know that
EA are tops. Talking about football - ccilement aticl mmirses Yot
titles in the words of Carly Simon,
"Nobody does it better,” Already the
media hysteria to get all the latest news,
information and screens regarding FIFA 2000 | means the plavers move
is starting to build and it is only mid sum-  bettr and so you have
mer. Looking at the recent set of football
action games everyone is waiting with bail- [ 1o ihougsht that
ed breath to see what new features, inno- /ribbling around a playie.
vations and compelling gameplay will /making some quick passes
be set to carve a new benchmark
in EA's latest version. -

Derek dela Fuente

110

this arca for many vears so 11 is menely a case of
addinyg more interaction between thir players, 1t BEMAE SOGEER SmuLaTion [PC & PEX]
i Hhe Titthe towches that teally matter. $Who can
forget Davied Beckham's little kick whilst on the
ground in the last World Cup that got him scnd
wrfl

vELDOPFER: EA SPORARTH

L PunLiBHIR E - ]
Although individually some of tue muwr inler i Rl AL

actions mav seem insignificant on their own il is
when vou add up the many stenarios, Bus
action, little touches, facdal expres Teld (O71 1) BO3-1212

LiEmi Eda AFRICA

EXxrEQTED AELE OaTEl DECEMBES 99

dlons etc that resulis in mone neal-

ismy ko thi e that reably add

in the game
Sl mov

Adding more antmalion

mene sel pleces, lrma-
tions and even new trick

and bobbing

- the

D)

and increased plaver interaction. Chest trpping
allowes plavers more control over air balls than
wwinge them to shield the ball

evier belfore,
from difenders’ attacks

LA Speak

ow yo will visibly b alsle Lo
discern a playver's aggression
tovwards the ball. Anticipating
prasses and blocking slusls have

ball into the goal meuth
was impressive in FIFA
195 then FIFA 2000 adds

: i Tl eerriribec ahome Wi
mawes that some of the buen implemented along with

detensive formations which will

prove difficult to get through
while attacking play will be much
g easier to counter attack aned
Such aspects of the game become clear

in vour first attempt at FIFA 2000, conues the

leedback from EA
Moy mnt only dio you have mone moves but bet
ter control! S0 make a daeling run, score a goal
and watch the crowd celebrate! Mow yvou will

current crop of plavers
have created in the last

seEs0n Lo give an experienos

LT
pot 1o e missed

What more can you ask for? You
hawe the kot bicvele kicks, volleys, head-
e, scissors kicka as well as pinpoi
shoks and dribbling. New shiclding logic allows
for more precise ball control, deliberate pacing

b paissing

1i began with FIFA Internathmal Soccer, then came
FIFA 96 that really got people excitied about the
pamie b be followed by FIFEA 97, FIFA S8 cneated

anctbwer wonder in thae o camers with a leap
forward in its graphical content. The revolubion

went on bo FIFA 99 N, it s FIFA 2000, which is
thi b

% LW

gargest leap forward from any of the previous

wieTaions!

Tes Cank The Linnd

FIFA 2000 will this time around be op heavy with
ichnodozical advancements but mot Lo the detr
ment of the game. New moetion capturing tech-
nigguiss, and now lighting cliects lechnelogy prosent
a whole new pame. The players have been con
structed on a complete 30 seale, where the players
movements are based on the 30 engine eg:a play
prs sepean will be created by real movement of 1hae
mouth rather than frame animalion, as was the case
m FIFA b

There will e more stadiomes in the game than pee-
viows versions. The stadivms will also be mone
complex and more nealistic whene the lighting
pffects will allect stadivm shadows and oning
Also, the erowd in the stadium will no lnger be a
flat image. People will stand around {he actual
field. These ‘people” might be the media, phatogra-
phers, security. . ... 101s of surprises are STl i store!

The Right Moves

Moving onto the players. The players will be
designed, shaped. and toned to b more nealisti
More molion caplure, and new moves will give you
more dribbling options. Tlayers will b more
responsive the ball and will anticipate passes and
whits, making blocks and interceptions.

Leagues In From

More Leagues and Teams will only add mone to tha
thrill of the game, League and Cup games will be
intepraled into one Season maode game Ao EA
Sports say that thire will be promotion and rel
fiom in the gamde. Winning your League will got
vour team o play for the major cups thie very mext
season. To add even more thrill and spill, E
adided Classic Teams 1o the game whene you will bae
able b match thiem against the best leams today

wes froen all aroumd the

L[

A have

Thie ganwe features 17
world {see information section for spuecific leagues)
A well as the 17 leagues, EA Sports have also
implemented a league which fealures top feams
from ather leagues of the world

Sttention has been paid in the localising of the
gamne w0 Ialinns who only want Lo play game
thie Serie league can sit back and enjoy but if you
fancy some English faveur thien check out the

e, [1 wionder where Micolas Anelka

I'remicr L
will be plaving when you read this)

EA SPORTS, " We focus on completing the impor
tant parts of the game first and then worry about
the smaller additions, [f we finish ahead of sc hedule
thien be sure bo expect chieats.

o [n-game navigation has also been clevated with
an attrackive interface that is casy to (ollow,

o The in-game management function has appar-
erntly been overhaulied fo give vou mone options
ower set pheces and individual plaver moves, as
wirll s lormations,

«  FIFA 2000 will ot be plavable over thi net. The
Intemet cannot support this sert of game.

Although Multiplayer will still be made avail-
abile through Local Ara Networks

s the spec-
tators stand
up when a
goal s sconsd
as upposed b
secing hots of
dots and
face=s merely
shil [l
arouwd. 11 is
this attention
1o detail, in
effiect what
really hap
pens within a
gamme that has
been added
That's oot all for even the players cele-
brate i a mone animated way: Thie new
trends to celebrate a goal have become
more interesting vach vear and it varies
From country to country!

Realisn, Tooks what morne could you
want? Lots of teams, stats and plavers
1 chisose from, Well its all there, Thaere

are owver A0 elassic teams; you can
muatch today’s bist against the greatest
teams of all time, The redesigned sei-

s mode delivers league and cup
matches in ome schedule. Fight for the

right o progress Lo the Europaean & ‘ups
for the nest season or suffer the ulb
mate consequences, relegation
Mewenmers to the series will enjoy
easy-to-play accessibility while expuen-
enced game players will appreciate the
depth of gamoplay. You havve all the
up-te-clate teams from around the
world that include leagues from Brazil,
LSA (MLS), Spain, England, Germany,
Italy, France. Seotland, Netherlands,

Sweden, Belgium, Korea, Norway,
Denmark, Greeoe, lsrael, Turkey and
Mortugal, plus a vasl selection of cup
contending teams from the rest of the
workl. Evervihing is in a micely formed

structured fashion with consecutive scia-
son play, w il the jow of promobion and
the fheeat of relegation, which offers the
chance to carn your leam's advancoe
ment into the Furopean Cup foer thae
sk season, L et CLk-Soeies Seam
lessly capture all the action sa players
expericnce the impact, pain and cme-
tion of a world-class game.

DEREX DELSA FUENTE

PREVICHS lNDER (DWSTRUCTION

Exclusive Interview
with Kerry Whalen
Producer - Animation for
FIFA 2000

11 What exactly does an animation specialist do?
Terry: On FIFA we have 3 dedicated animalors and 4
large team of motion capture specialists. The anima-
tors and producers decide what new animation will
go into the game and the animators cocale story
boards, Animators work with the motion capbure spe-
calists and professional players o captine the real life
foothall motions in the studio. This process 15 called
MOCAP (short for motion capture). The capturned
foothall motion s digitized and the animators take
this data and apply it to a “skeleton” that they lave
created fram seratch, The animators use fuse Shele
toms 1o enbance and tweak the ‘I1I|.il.ll-ll iy s that il fils
the purpose lor which it was designed: For esamplye
they may move the leg of a slide tackle up 1o enhance
a “louling” type animation, They fis small flaws in ths
mstiont and tume them tor gameplay MESPONSIVENESS
This is very important for FIFA because gameplay i
the mumber one priorty and it takes very skilled ani
matiaes to create animation that can respond af the
toech of a button, Cnce this is done the player geome-
bry (the plaver's skin and clothes) is applivd o the
skeleton. just like a real person’s bones the FIFA skele
aver's body from thir inside. Thae ani-

sl

fom moves e |
miators alse diva ot of work creating all the goal oele
bratbons and foul reactivns you see in the game using
the individual animation they have ereated previous
%

7} In terms of animation, what's the main difference
between FIFA 90 and FIFA 20007

Terry: The focus this year was to enhance the player
tor pliayer interaction in the game. We really wanted
playstation usees to “feel” the action on the pitch. To
that end facial exproession has been added to the PSX
version. The facial animation is actually matched w

the player's hody language so thant you can see the
ageny of being injunsd or thae elation after sovring a

gal, There are many new and entertaining ol cele-

brations, and foal reactions as swell, This year our
muothon capture starred English Mational Sol
Camphell. Most of his motion will be used in game-
play ko make the players jostle, shickd the ball and
barge one another, The tackles, falls ard collisions an
all mesw

Thar runs, goalic saves and many olhers an replaced

with batter ammalion

3) Is there anything vou'd like to do on Fla
which you couldn’l do because of hardware-limil:
tinns?

Terry: This is probally the Bigmest d
tion wie havie and results in o great deal of engineening
creativity, Each vear we go through careful planning
o ensure we maximiae the number of Eeatunes we
complete using only 2 megs of R AM on the
PlayvStation. If we wene to compare the PC version Lo
PlavStation vouw'll notice that pretty much all the same
features ane there, Tdeally we'd like o make the whole

e considiera-

i

game look a [t more realistic by using bigper and
more detatded models and textures as well as better
resolution animation, bul witl
22 characters on screen it
can be difficult.
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has been reduced to nothing more than an empty husk, just waiting for —
o in some circles, but when considering a game like Age of
RedTide

Some people argue that the turn-based strategy genre
someone to come along and throw it away. That might be tru
Wonders you can't help wondering if there might still be a little life left outside the realm of real time strategy. -

gredstorm. com

[ { ere we are, once again, looking at a screen duce merchandise or vou can simply loot or raid LEVEL EDITOR |
full of dragons and elves, nvmphs and the toswen. Looting can vield significant rewards e 3 MAS THE BERT | L ECITOS 3
ALy ##
& =
2 -
=

ather fantasy inspired crestures. Age of Wonders but torching the whole place just seems mooe

= ot in this fnbasy world and the basic premise —
ol the ; is b take control of a hero

character, either evil or

fun. Once vour've established

vourself and have a stesad

A

incoiTee (s L

uilding an
army to kak

gonxd and set about con- start

FJUTITE, I
donwen the

and slayir
evil min
U vor

apps
tumn,
quiest 1o who are

i the landd always

looking

of all things
Al VouLir

furtil anad disgust

also Form tarms and

ing yis Imus
s¢heming

alliances, manage lowns and
decide what 55
before you go
e enough at o

1, ”u_". LR

andd ervious eves. Be
melal Wmotics i wWar vou also have the wbility tos
resvarch spells, The nim-

s b seuady

b, Soumds sim

ber of different spells on

offer is mind bogeling and

e anad

ol vasily be

ke can clo si

ke empor

s waler

1} sale passige right |
through to sum-
Kingdoms with muning creatunes o |
talking bits, bt diov vour dirty work
for your. The size of

it's mwl
your army is limit-

WHATE UP ed to groups of

The carly pre-
10w il

cighl units, the

scale here is a little

o1 thae small side

LT
ard you won't e

the g
tainly looking

lowely and at this ea
glitch was encoumtened whi

sendding hundreds of dwarfs it battle

bt instead small well balanced platoons
The o combiming the use of sheer
mitsscle and metal or intellect and magi
i ot SLi st bkt b 0 e i : 3 L i
is up o vou, most battles are really down g s wHAT THE QUICK BATTLE OPTION LOOKS LIKE

ch should translate

through W the foal version if evervihis

well, The rame s a
twelve dill
with their ewn strengths and weak

which
tos weli hias the beetter unilbs but som

played, :
nesses. For these of you who don't nocmally times the clever use of a spell at the right time ersion including some really mind
The final version pn

play turn-based games 1 vclion can can increase your odds significantly
seem a little stilted at times, the trick is to keep dynamic maps with up to twin subie
playing aned you'll quickly discover that this Tird¥ LITTLE TREES ranean levels, over & hundred spells inoseven i
wamie lends itself extremely weiell to this genme Even at this carly stage one area that the game spheres of magic, spax 1al beins andd a laest o |
There is something satisfvingly soothing aboul excels in is graphics, vapecially the terrain, land by tions, Even though the game is E
playing a turn-based straty gam - i this case scape features and buildings. Evervthing is real- pearing compl joan thene ane already rumaues of 4
it would seem that a break from e hee- a sequel, the developers have promis el e
tic pace ol el Hime strategy 15 a welconmi release an add-on pack shortly after the
erwe. Thee only time whoen the gamie comes hits the shelves and it should include nuere s
close 1o real time' is during thae battles marics, heroes, items and even a smuard randon

spyerator, In this senne the ondy real signit

I}
cant comypsetition is the excellent Heroes of Mighl

ers make pood on

Thaere are options, during the batthe

sequences, b run Hhgaction siiull

and Magic, but if the deve
their promises, Ape of Wonders might just be the
yext big thing in the uen-based fantisy stealegly

sy cuttie dovan #n the wailing ©
If you wimbAaplay the game strictly as
stratepgy tithefnd if vou aren't in thi

mogd £ aciballydecide wihich unit e
ks w Iu'%bﬂ Uy then Lhere is a fast o
s en deeper in the explosive
ational strike force.

alppimatic combat mode that resolves the
rm— — o — —

conflictifiar yoir. Althutghbe more tacti

cal, mafl .t:'IPF‘:l."-lLliq‘*|l't'l."|'ll.l'lll.'ll.\jl'-.i if GEnRE: TURN-BasED STRATEGY IFCI I . ;

o ANt WAk spire the comipiter S — ; T ' . : - pgue Spear fecls so real, you'll be yelling "Tango

got=n't geuthe upper hand. Oncggion ) OEvELOFER TRUMEH STUDION == : f "im vour sleep for weeks. And the

warmed up hyﬂ\c paee and st T ol the e ey P e e o g | a— A — : o e ! i 'Ir action is to die for, Remember, when

::;111:-1;12;?:;;&%,‘?.[‘.I;I:.:.l::;:l..:_::|I'I:~;:,11Ir-::: THim I8 WHEAE MOST OF THE ACTION TAKES PLADE ‘ PUBLIBHER: TAKE 2 INTERACTIVE . . G &0 : [ L . : Walk softly but strike like a
e Iy sall but drawn with exquisite detul fght T —— 1 . i i - ; :::“]_':1'-" DU Yon oqky: bwve émcARICHA SRTEIIE

irid.

wrntil v wE pongucped every litthe town, village
or outhistrse On UHE i gement side of e
[EUTVRTITSE | RN .~1§|:cy-~-r:lllj.r taken a town
either by diplomalif mieans o violence vou hawe ambi

BumPLIERD MulTis-ecia WA HL S

plaving field is alive with achvity all the me, TELL 0111 2151000

i wrramshios sveh as vl e sITl » { EPECTED RELEABE DATE: DECCMUucs 29 AR
graphics such as volcanoes smoking 4 E 4
; oo e ' ; msn Gaming
anumber of dilferent options ax ailable to you pminously and even spow meltipg to reveal . A M. M. 3
Pyon citn use the townidoprgduce mone uniis for | IMTERMETE z n N E
e 11 WO AL NOMDERS.C 4
forthcoming batiles, get the town folk to pro | — e At cad et e S
h1 JH ( PE TOWN: Tel (021) 531 7810 DURBAN: (031)

MPalh, MPath Interactive, Mplayer, Tha Mplaye
¢ or @ irademark of Microsoft Corporation in the U

down o the last rock on the ground, The entire

green grass gdds immeasurably e the whol

sl fiom

vllecls ane pn

of the gare. Many m

VoLumE 2
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Hype - The Time Quest is a game currently being developed by Ubi Soft with a difference. Unlike most games striving for
absolute realism Hype is based on a medieval fantasy setting in a world populated by popular toy Playmobil characters, very
similar to some of the Lego games that have been released recently. Unlike past games utilising Playmobil characters Hype
caters for both young and old by offering a complex plot and intriguing story line. s |

the uildings look like ~ AME D

Since Worms and Lemmings no one has created a game based on simple game play, which is not technology led, that is until
nuw. If initial perception of a game is anything to go by then a lot of people are going to make their minds up about this game
within seconds. It is only when vou sit down, play the game and understand that the team, Minds Eye, believes in what they
are doing, you can see it's what some might call a retrospective and restorative game! - Derek dela Fuente

vither love or hate this game),
Cescpeen you have your help features, such as a

e oy starks as an evil

Black Knight appears and

ste i spell on Hyvpe, tumming
him nto stone and warping
tha h::__:ll.ll; unlikely hero three
e ralicns back in
Onece awakened by a Iriendly
magician our hero regains
conscionsness and sets oul o
sparch for a way 1o relurm
his own time and defeat the
Black Knight. Easier said
tham denee and our hero will
e to seour the lands in search
of a magical gem that enables
Hme travel. The story sounds like a
children’s fantasy book, bul that is
where the comparison stops. The plot
introduced throughout the game is com
plex and Hype has (o be careful that he
doven't speak o the wrong people as he

visits the 14 different time sones, By mistakenly
talking b the wrong person he could inadver
tently notify the Black Knight of his intentions to
returm D actually think this 1= the first game in
which the concept of a time paradox s explored
Something that T found interesting is the simple
tutorial i the beginning of the game which is
cleverly disguised as a training seminar hosted
by thie magician that awakens Hype from his
stomwe encasement. It seems thal more and muore
developers are actually including the tutorial
section of games as part of the story and not as a
separale introduchon Lika= 113 thir past.

Adfler iraining yiu .1|i“l|g";- tor roam thae Land and

comtinue on vour quest as you mavl up with

both [rnend and foe. As anvone with childen

large by buildings, This
whole atmosphere miakes
the game casy on the eyes
and adds to the believabil
ity of playing in a
Maymobil world. Hype
also utilises the in-game
engine for playing cine
matic sequences, similar to
thi: wav that Jedi Knight
and Homeworld did sith their engine. It
would have been nice if they usaed pre-ren-
Q dered sequences but the in-game engine does

an excellent job of seamiessly swilching

i between the cut-scenes and gameplay.
Currently the beta version we have is still in
its early stages and Ubi Soft still has 1o add

many features as well as fix the muomer

oies bugs that are left in the game, One

will know the Playmu il characters are
| tocddlers dressed from varying profes
sioms that one might find in a fantasy
world including Knights, Magicians
Cuards and the like, Throughout his
joumeys Flvpe will encounter 80 diffenent
Plavimobil characters, some of them will assist
Hype with his adventurce
offering various items, while
others will attack him on
sight, There is no shoctage of
monsters o attack and the
villain's ramge from Robin
Huwod Iookalikes o ghost and
wild amimals. Hype does of
course have his sty curved

feature that | sorely missed is the voices for all

sword and crossbow with
him at all times and he can
also cast one or two magical
spells should the need arise.
Thee game utilses a Tomb
Raider type third person per-
spective and this does tend to
make combat slightly diffi
citlt since aiming with the
criwsbow in this mode can be
a little awkward and inaccurate. Forfunately the characters and in the beta you have to read
Ui Soit anticipated this and added a @ thie subtitles o understand what is hap
first person mode thal can be wsed i ’:Z iy pening in the world. 1 also hear that
fhene is a friendly Dragon somewhere

within the game that helps Hype on
his journeys, unfortunately 1 have
been unsuccessful in finding him so far
bul rest assunsd my search continues The
things we do o play games. From what |
have seen so far Hype -The Time Quest is
going to b a fun and relaxing game to play
and ot as intense as most action fadven-
ture games. Lnlike most games, which an:
genre speciiic, Hype also promises o

entertain all gamers regardless of genre.
Tam looking forward o the final game and
hopefully by the time il is released Thave
found the Dragon..

for aiming e crossbow although
you ean't play the game in this
mode the whiole e since itis a
by -toggle.
e sl gamers hawe come o I."\1‘1‘\'l 11:'-
o from maost new games, Hlype uses
a 30 accelerated engine for drawing the
world and the characters within, The game
utilises Direct30 and Glide to make sune
that maet 31 accelerators will support
the game when il is finally released
later this vear. Using acceleration adds
a lol to the game and seme of the visual
effects that can be seen are of the
highest quality. The environments
that Hype finds himsell in ane very " TP
cidourful and tend to have a carloany e

Tock o them, mostly due to the fact that
ROLE PLAYING Gamie [PEC]
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1 What is Sheep all about then? [tis a herad
‘emoup, for want of a better description The
view is C&C stvle, and the player controls a
herder. A 3D formal was tested but it was
fourd that the 21 format worked betber. The
herder is given a flsck of sheep at the begin
ning of each level, and the aim of the game is
to gt as many of vour flock to the exit level
as possible. Rounding up the sheep is the basic
game play mechanic, but that is just seratching
the surface. The playver has to herd their sheep
through 16 levels of danger and mayhem, vacly
level being more surreal than the Tast. Herding
your sheep may not spund thal engrossing Lot
with all the many factors that are controlled ina
random wav via the many intricacies of the Al
you will find thene is a lot o L:t'l.“].'l' A grip on
Theere ix o choiee of four herders to select from,
two herders and two dogs, all of which have dai

.
&0

rhcx

ferent attributes, One may move faster bul is
maore gentle, whilst another may be shwer and
agpressive The dogs are fast, but will scane the
sheep more. At the start of each level vou are
piven instructions along with a collection of
sheep, Some players may merely wish o get one
sheep 10 the end of a level which is good
ennugh, whilst others may wish to get them all
safely through, Level One is a cony enlional set-
ting, a farm and open fields 1o familiarise the
player with the controls and enviFament and
this i more of a leaming level

CONTRDL
Yo comteol the flock via a cursor along with
s voices and whisthing that can be activated.
The use of voices will make the sheep jump,

essential for making them leap over an obstacle
that Bars their way. There ane power-ups o be
collected to give vou special abilities, one is a
bleod part” icon, which gives the sheep mone
affimity with the herder, so the sheep will run
toaward vou as well as away which can b essen-
tial [or completing a level, Around the
locations vou will see eleciric fenoes,
which you must ensure vour shecp do
not touch, otherwise vou will end up
with roast lamb. There are bailing
miachines vou can use to your advaniage,
conveyor belts that must be negotiated,
ete, I vour think of some older games
where the principle factors were bridges
that you could move across ina syl
wary, (here they are made of thin walers
and will break if

e tl.l.'l" (Rl

ghewp at a lime |
walks on them)
There is also liguid | 3
that ?|"|.'I‘|| misk sheer i
clear of if you don't
warl by drowmn,

ropue crealures and so on, |
yous will find that Sheep has |
all these game play ele- 1
manls, which have been :
devised in Minds Eye own |
el

Each level will offer a fresh
Towok and more devios
puzeles”, added Boger, The player muest
sor out certaln sequences as well as
herding their Aock. To ensure your
sheepr are not frazeled vou must tum
off the clectricity, a lask thal also
mvolves a seuence of cvents Eaclh level,
as the game PTG, becomes more
and more surmeal. The plaver will have
an option o pick the levels =o i vou
expericnoe a problem you can
mawve on o ancther. Within
each of the levels thene is not a set
rowte or rontine to complete it but a
numiber of wayvs giving mone inferest. 11
iz all about pueele solving, along with
hand eve co-ordination. Level two sees
the player trying b mowve throwigh an ice
cream factory along with sheep fied
sharks. You may have to got the sheep 1o
drink tons of |_i_l|_|.|||_! e cream so that the
sharks are out of the liquid thus dyving.
Sounds weird but it all works in the con-
pext of the puzeles and graphics. Sheep
in space w ith jetpacks, with inertia
implemented. Sheep in the Tilaweic, a
timed level, Sheep in a night-club.. {so
many strange locations that yvou will

radar display to see if any of the sheep may
have wandered far away (rom the main hend
also i they are in danger. A meter to show
B well won are doimez. A selection ioon to
implement the specials icons you have col-
lected b= available

Most levels are aronnd six screens by six
screris in sive, bul vary enormously in com-
plexity. The first level is very open toallow vou
i get used to controlling your flock, but as vou
progress, the levels beogmosmiine msc | ke and
will require finer contool affpour flock. 1t s the
complexity, not siee, which is the most impor-
tant thing, The game is desigmed o appeal to as
many people as possible, so players should be
able o make their way through levels relatively
quickly (15-30 minutes). But there is a big differ
ence betwoeen making it through a level and
completing it. Each level has multiple routes and
solutions, and for a player W explone all of e
and the difficulty levels will take many hours

per hevel,

AOCLAIM AND CaITIEM
Roger commented, “We do uidderstand that peo
ple must get over a pro onceived idea about this

sort of basic pusele come ancade game. We have
goe back to basics angd gone for a game that
will have mass appeal. 1t is true that Sheep is a
garm, which relies
more om creative
gwame play design
Man cultimg-cdge
1"' TR LRI s 1y~
nigques, There will
always be a prob
lem of magazines
dismissing it out of
hand and we

expect that =ome
magazines will give
it 10¥% and others
will give b 90, We
have lonked inko
this arca and we
hope that the magaanes, which are
extremely mfuential, look at it as a gom
i its 0w right. Empine is nod a gaant of
a company but we have been around
for 10 plus years. Mow if this game
wirre o be released by one of the big
boys then evervone w ould be saying
what a novel game, isn't it good o see
such a simple game with such clever
ideas. The fact s vou just can't win
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It would seem that there's not a whaola hell
of a lot going on in the game markat at the
moment. Bul, judging by the streams of E-
mail that we have been neceiving, concems-
ing the arrival of new game tithes, we can
certainly say that this is a small lull before
the storm of big releases hits us for the
upceming holiday season.

With Christmas scant months away the local

giame distributors are gearing up for a big
seas0n, with some huge tithes ready o hit
the market

W here at NAG are looking forwarnd to
three or four bumper issues, stuffed full of
FAME TEViews and previews, as this i‘lu,_.:l.'

thunderhead of titles bursts over our shones
Rest assured that we will be right there, and
will take you along with us.

The next few months are a very exciting
time for gamers the world over, with titles
like Ouake 3 Arena, The Sims and Gabriel
Enight 3 (to name but a few) supposedly
making appearances for the silly season.

Of course, it does mean that we won't be
getting much sleep between now and the
Mew Year In fact, the lot of us will all prob-
ably be plaving games is a small dark room
somewhere while the rest of the world wel-
comes the year 2000, But these are the rigors
of dedicated journalists around the workd.

Tl
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Homeworld will blow
yvour mind as it takes
Real Time Strategy to a
new level with a full 30
world that will take vour
breath away. We had no
qualms about awarding
our Editor’s Choice
award to this RTS gem!
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The heat is something oppressive, sending rivulets of sweat running down your temples, back and creating a sheen of mois-
ture on your top lip. Mosquitoes buzz around you constantly, raising itchy red welts on your skin as they feed off of your blood,
But you dare not swat them - the slightest movement or sound, event in the thick foliage of this jungle, could betray your posi-
tion to an enemy that wants to see you dead. It is a game of cat and mouse, of hunter and hunted, where the role of the latter
falls to the one who manages lo see the other first. Then you see it - a small movement. Bul it is still large enough to belie the
presence of your enemy. You shift slowly, painstakingly, bring around your automatic weapon, You line the sites with the base
of his skull, inhaling once, twice, before squeezing the trigger. As the shol resounds through the trees, sending flocks of birds
from their roosts and pushing the butt of the rifle hard against your shoulder, you silently muse: "another day, another dol-
lar..." Welcome to the world of professional mercenaries. -

ageed Alllance 2 has been a long time

coming. In the first instalment of this iso

metric strategy [/ role plaving hybrid,
you took control of a mercenary squad sent
1o save a small island Trom domination
Mow, in the nexst part of the tale, vou enter
into this cut-lthroat world again, This time,
an entire country depends upon vou and
wour army of hand Pil.'kl.'l.l muercenaries o
free it from the machinations of an evil
dictator. Welcome bo
sunny Arulco,
where the strects
are wet with the
Bloisd of imnis-
cence and the
people are slaves to the evil Queen
Deidranma Chivaldaori, Hired by her
deposed husband, Entico {long thought
dead by his still loval subjects) it is
your job to pul together a team of
mercenaries, equip them and get
1

them 1o the embattled kingdom. Thanks to

your in-game laptop computer, that's the
casy parl. But winning the war is a guaran
teed |_|1_1h||_| str le apainst the odds
M"layers of the or

einal Jagged Alliance will
recopnise many similarities between the
first instalment and this new one. The
although
pede Tt s

now possible, should vou have the

entire interface is very similar,
many improvements have been

resources, o run an army of several merce
ary squads, rather than just the one six
member squad that the previous game
allpwed. Better contral over the mercenaries
has also been included, both in the main
action screen and on the map screen. But
furthermoere, it's more of the same thing,
Developers Talonsoft really did their best
with this eme, and the changes and
;|'|'|pr.n|_-[|_l_wr'.ll_- over the last instalment are
obvious, But the game, despite being fun to

B

av and quite engrossing, still has its prob-
5. Specified with a Pentium 166 MMX as
recommended for the game, [agged Alliance
2 should perform favourably on almost any

machine around. But the performance on
the 166 is 1|g|1_':-11-|r||.||:1||' al best, F‘:IHILU':"'\
as Far as sound and smoothness of graphics
are concerned. Guessing thal the game
might have been incorrectly specified, 1
moved onto a creative Blaster 'C,

which is, needless e say, far
abuove the game's recommended
I-\.r1'l_'|i..tL'.,|.T|l,|l1. However, |
encountered
the same
problems on that

monzter 'Coas | did on
the 166 MMX. This can only
be a problem in programming - there sim-
ply is no other explanation. The game also
has a lot of Toad time. This is not much of a
problem, because the levels last fairly long,
unless vou just pass through without
encountering any enemics. The game's
sound 15 alse on the suspect side. Aside
from problems with jerkiness, the sound
gets very poor during cut scenes -
almost as though the sampling rate is
far too low for decent quality to be
achivved. And speaking of cul
scenes, well... they are a little disap
pointing to say the least. Although
few entertaining ones

I

feature full screen
action, the majority

are comprised ol iso
melric vigws, com
bined with “speech
interaction boxes.
These aspectks are actu-
ally very detrimental
to the image of the
game, and it's devel-
opers, Talonsolt
Surely, with the tech
nology available to
developers today, these st
pid little problems could
have been eliminated entire
ly. Lastly, the story line
behind Jagged Allance 2 s
fairly predictable. Rather
than calling it weak, | waould

prefer the term "B Gradae

Being such a forgiving person who supports
numerous charities (like the "Shrvke
Benevalent Fund” and "Shrvke Financial
Aid Oreanisation”) | searched the game lor
goodd points. And thankfully, the good does
outweigh the bad to a degree.

[he best thing the game has to offer is a
totally enthralling game play aspect. Get
into this one, and the hours will pass like
minutes while you search oul foes and
point out their errors in judgement by
improving their physical venti-
lation system. Yes, it is turned
based (stop whining) but the
action sty le that Taggzed Alliance
2 makes vse of lends itself to
turn based play. Try real time ina

pame like this and vou're guarantecd to b
frustrated, irritated and, most of all, dead
Despite it's "your go, my go” style, the
action is still quick and exciting, with incor
rect decisions being more than detrimental
to vour game. One mistake and you could
SE¢ your entire army in latiers. Besides
which, interacting with vour squads is quite
time consuming, Each mercenary is dealt
with individually, as far as movement,
stance (standing, crouching or lying down]
and attacks are concerned. Each mercenary
has an alletted number of movement points
within each turn, with which they must
perform all actions: moving, firing, and
changing stance, reloading, angd 20 on
Starting out the game is simple enough. You
have your mission, your laptop and your
budget. Hiring a team af mercenaries is
accomplished via your laptop (an indispen-
sable tool) and the Internet (an't technolo
iy grand ). OF course, vou have ta w atch

yvour expenditures when starting oul, as

funds are gquite limited, and the only source
of income during the game is what yvou
"acquire” during vounr adventures, Mext it's
on to Aruloo

[ e makes use of three main inter-
faces. The laptop s the first such mterface,
and is where most of the in-game adminis-

tration takes place. The next screen is the
map screen, which allows you to hand e

major movements, team assignments and
orders, options and the like. The last screen
i the tactical screen, the isometric
battle map on which you will spend
most of vour time, [t is here that you
explore the surroundings, looting and
eliminating those who don't agree
with you with gay abandon, All inter-
faces are mouse driven, with a few
kevboard functions o assist you.
However, almost everything within
the game does have a kevboard short-
cut, which can greatly reduce play
fime if vou take the tme to learn the
kews

I:.l:..:;.:--d Alliance 2 is handly revolu
tionary as far as graphics go
However, the game does Touk pood,
and is comparable [graphically}, to
games like Fallout and possibly
Hable (although the cffects aren't as
swanky as those in the latter). The
characters: movements are smooth
and quite realistic, and the screen lay-
out and set-up makes il easy to play arl
simple to spot enemies, objects and other
points of inlerest, Despite the sound pmb
lems T encountered, Jagged Alliance dows
sound good. Every mercenary has a distine.
tive voice and catch phrases (which may gel
annoving after a while) and the weapons

REVIEWS UNDERFIRE

and associated sound
elfects are realistic and
impressive
Unfortunately the
sound files seem
rather fragile, even
leading to a bl eae
acreen or bwo! Game
play s, as | stated
belore, a simple mouse
driven affair. The
characlers are mespomn
sive and fairly intelli-
gent, and point out
things of inferest as
soon as they enter the
character's point ol
view, Yes, the pame
does make use of aspects like
line of sight and elevation,
thereby enhancing the tactics
pehind the game. It is an vasy trap spuitk
ing of tactics, to get involved in the simple

rush forward and blast seven kinds of

excrement out of anything that moves |
play style, This w il work onee, twice il
vou're lucky. But as the game progresses
the enemics can get very sneaky (one thinks
of an instance where, while chasing a lee-
ing enemy around a building, my enlire
~...-|:|.1.d got taken out by an ambush just

e e e
"~ BLLGAMES REVIEWE

CREATIVE LABS BLASTER PC

Developer:
solid tirn based
strategy game that,
although it has a few prob-
lems; will nane the less
enthral enthusiasts, Realistic
Weapons, accurale tackics
and a smart Al make jagged
Alliance a challenge for
novice and expert play-
ers alike.

PMultiplayor

Graphics

Sir-pech Canada

Supplier:
Gama

Publisher: e
() 1y BBS-19712

Talensoft

Comparit

9@3@@9@@@9

around the corner). There is nothing overly
easy aboul succeeding in Jagged Alliance 2
1t takes skill, wits and a smattering ol luck
1o pet anywhere in this game. Also, the

world is fairly reactive, which means that
vies tonday may have

sectors cleared of o
a whole fresh batch lomorrow

There are hundreds of ways 1o
tackle this ame, which will allow
the plaver to play i replay the
game several limes. The developuers
obviously took this into account,
SeCInE A5 how thev included a

skip” option for the in-game cul
soenes. It is very difficult o make a
hard and fast judgement about
Jagped Alliance 2 While it has a
\ sinful

few minor bugs, it 15 almost
to skip this kind of enthralling
r..\|11...-.p'|.n. The game has it's prob-
lems, sure, but they can elther be
pnored o locussed on. That is
purely up to the individual player

| guite enjoved the game, personal-

Iy, and would give i1 a recommen-
dation despite ils bugs. However
unless vou're a die-hard strategest

enjoy isemelric action and don'l

mind taking turns, don't bother too much if
viou miss this one. Jageged Alliance 2 s Lirm

Iy aimed at the market that enjoys thes:

kinds of games.
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Westwood Studios and the team that put together Dune 2 are widely regarded as the fathers of whal we today call the real time
strategy. Acceptance of this new genre was limited but sparked a significant enough interest, which led to the development of
the virtual gaming revolution that was Command & Conquer. Numerous "copycat’ games arrived on the scene following the
success of C&C, the only notable exception to the plethora of me too litles was Blizzards effort with Warcraft I1. In the same
way that Heretic drew interest in a Doom world by giving the player a fantasy setting and moving away from the lone marine
scenario. Now riding high, Westwood released Red Alert, a game which many say finally perfected the art of real lime strate-
oy saming. Blizzards answer to this was Starcraft, and again the playing field changed, Warcraft Il in space with three differ-
ent races to choose from firmly pul Red Alert in its place. In amongst all this we've seen this compelling genre evolve from
sprite based units to polygons in Total Annihilation and then later, Age of Empires showing us that our plancts history could
also be drawn from when putting logether a real time strategy game. One common trait exists through all this diversification
and innovation and that is the founding principles set in stone by Dune 2 and perfected in C&C and Warcraft I1. No matter
how outlandish or pioneering they try to be, all the others are just subtle variations on the common theme. Currently we have
such a rich and diverse range of titles to choose from that Tiberian Sun enters the market with far to much to prove and the

marketing hype behind the game, and no matter how good it might be it's bound to disappoint many people. -

\._ I hen dealing with a game this big
it's hard not to be swept away by
the hype surrounding the title, the
impressive history of the company behind
the game and lastly the cager anticipation
sulfered while waiting for the final
refease. It's been

a longs timee in
coming amd the
hardest part is
being objective
and unemotion
al while playing
i, a tough task
for any fan of
the genee, impossible lor anvone who has
plaved the previous tithes from the series, It s
important to remember that by being what il is the
name Tiberian Sun conjures up an image of the pecfect
real time strategy game in anvones head. Fantasies about the
wama, iFs graphics, the fantastic movies and the multiplaver chal
lenge have created a beast no one could ever hope to tame, and all
this before the first sereen shol was published on the Internet. Before get-
fimg to the deconstruction, the game can aceurately be summed up in this
way. Tiberian Sun b= a glovified update of Rasd Aleet - similar in many ways
o whiat Dhore 2000 did For Dune 2 - not much,

DEQIMHERS BTART HERE

The game 1= a meal ime strategy game where vou must, useally, build a
base, harvest Tiberium, mass an army and finally attack the bad guys on
the other side of the map. The real hl.m_* part means that everything moves,
attacks and builds without the annoying click here o finish vour tum
priwcess that made tum based games so famous a while ago, The strategy
part although some might argue, B W do with which unils you build,
where you send them, how vou protect your base and finally terminating
the enemy. Now toodoe all this vou pecd money and the commodity vou
harvest and trade in is Tiberum, a strange alien substance thal now covers
large parts of the globe. All this harvesting, building and
attacking continues unti] cither side wins, The control
interface has vou clicking on unils and direct-
img them to attack this or move there,
large numbers cap I -%1r|:|.||1.||u|-
ed from yogremouse,and
what it all buoils down
to ks plaving minialure

#

HedTide

soldiers on your computer without all the
mud, melted plastic and lost tank tracks

WESTWIEL HIRES HOLLYW L
O any game, in any genne Tiberian Sun
has l.-.'.|1|||,r|,|,l: a LI{!II|;| thie Bt fuall motion
video ever
SUTT 0N & G0
Ul Soreen
Ihis tan t due
1o the fact that
lames Earl
Jones and
""" Michael Hiehn
play the lead
rivles along with the return of Joseph D, Kucan
as Kane but rather becanse they somehow capture
the very essence of the game and the fact that they
look stunning does nothing but help. The ficst time you
see the moblle command centre laking off from the desert
fMloswr and vanishing into the distance vou know that a high level
of commatmaent o ||I.I.'|j'i|:L'_ timiang ancd attention to detail has been
observed. If vou follow the GDI campaign the tone of the movics is as
typical as American apple pie, General Solomon, plaved by JTames Earl
Jores, is as impressive as ever in his ole and everything looks like it comes
straight out of the next big Hollywood blockbuster. Michacl MeMeil
|'_1|.1l. vd by Michael Bichn follows the gemerals orders to the letter and
unlike the MO campaign these guys are all fighting the good fight. In
spite of the impressive video sequences you do end up feeling a litthe short
changed, Theee are encugh of them around bul the majority of the seg-
ments inviolves short order barking sessions and people left waiting for the
next awdio cue, The probilems seem W stem from the inability of actors o
gl to grips with acting in a compuler game, the performances are up o
standard but a small indefinable something is missing. The NOD campaign
fratures its own sel of movies and the looe here s detinilely one of unlaw-
tul conduct and policies that would have the UN up inarms. More people
are shot and muardered than actual Lines ane delivened, it may be slightly
violent and shocking bul is very entedaining (o the last, again kane plays
an excellent mle and don't be surprised if vou see him at the local cine
i circuit seoon. The other sel of movies in the game ane thae ren-
dered sequences, bridges exploding and buildings being infil-
trated are all of the same high standard we've come to
expect from Westwood, The story being told through the
movies and sequences s intriguing and although pulls the
action alomg nicely can sometimes be a little confusing,

TIEERIAN ELIN

pspocially with the NOD I
campaign. The third
componient ol thie
story involves
the Forgotten,
A race of

i lants whis
are victims of
extreme
Nberiem
poisoning. g
The story
tells of thae
DO
conflict betwivn
NOD and the G,
mvolves the
mitetants, an alien
crash site and the
onepoing research
and illegal use of
Tiberiwm, Essentially
thae plotis a liktle om
the weak side as
mikich know]-
edge i assumed
and not explained
which might throw
first ime plavers in
th e end. But for
all intents and prurpos-
e= it is brilliant and has now set the standard
that all others should follow, But not oo closely
because many a good game has been ruined by
oo misch spending on the movie parts and nd
eoough on the game parts.

THREE DIMEMSIONAL MINELS
OF all the grand promises that Westwood made
during the development of this title, many of the
mone exciting things have been left out of the
final version, Mest to the superb movies and
rendered eut-scenes the graphics vou see while
playing the game just don't cut it when com
pared to the graphical wonders that other, older
KTS games have onofter, 10 might be all well
and fine o tonwe down the system equirements
a0 evervone can play but there really should
have been options of higher resolutions for peo
ple whio can enjoy them. The Lesrain graphics
have been improved upon significantly since
Rexd Alert, featuring crisp clear views of what
vour army s building on and moving over. The:
;_:qu||_1!1:||.-\. engine driv |.|1;; the shavw has also bewn
redone and now features terrain that can be
deformed, bridges that can be blown up and
realistic compensation for varying topography
The promised dynamic lighting is there in one
form oF another but mainly comprises of tinted’
landscape and the odd hale of light, the strange
thing is that vour units remain unaffected when
passing through these lighting hartspots aining
the whole effect. The units, especially some of
the infantey look like they belong in a cartoon
anid have |;~..| that rough and torggh military fevl,
the vehicles and structures are now better look-
ing and everything is well animated. Some of
the better special effects inchade the lon storm,
which turns everything a gloomy shade of
vrange while Iigj;tmu;.; bolts ilhaminate the sur
rounding area when striking the ground. Overall
evervthing has received a major overhaul bul as
far as fanovation goes the game comes up a little
short, The music is also on the average side and
unlike the previous Red Alert no one single
pivce stays in your head, most are quickly for
potlen
The important issue of how the game plays is
probably where Tiberian Sun rises above the
Rripes and complaints anad Bavs dovwen somme ol

the best real time strabegy gam-
ing of any gamee. The missions

.
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are diverse but mam
Iy comprise of twin
different tracks of
play. The one type
of mission
inwilvies
YL GO
lrolling a
small and
seUmCtimes spe-
cralised torce of
wnits whene you
miust complete a specilic
objective vither within a lim
e ammownt of time or
before encmy forces detect
you, The ather tvpe of
.|:|11:-_.||.1|1 is the now s1an-
dard, build a kase and
wipe oul the opposition kind. The sheor
muisshons do F‘IL"'-'illl' a nice change of pace
to all the base building but also don’t feature

powr regularly o ruin the game. The action s
addictive to the very last and will keep vou
plaving simply becawse cach abjective i= unique

and diverse. The single plaver opposition is a
finthe om thee stupid side and the game can
be played right through on the normal
difficulty setting without encountering
tor many replays. This i.1n1l1||'|r1 18 e o the
predictable tactics the computer uses fo try and
wipe you out, It is safe to say that Tibenan Sun
isn't going to be getting any awards far bntedli-

THIE IE THE ALIENM CRASH BITE. EILL

gomce, I one of many similar instances if is pos-
sible 1o shioa a soldier a few feet from another
v I|'I|Illg|1 Tis comrade has lil the deck bleed-
ing he'll just stand theee until you move closer
[T ather annoying Al problem is that the com-
puiter seems o give up when you've battered his
b bac by, often you can drive a unil right
through the front door and around o the back of
the base and vou'll be left alone theoe o do as
muach damage as possible befone o few single
trosops wipe vonn oul, To ilustrate how the game
plays, what has improved and how everything
mentioned so far fits ogether, here is a mun
through of a typical mission. This will also high

Blatart truth) | naver really enjoyed the Command and Congquer series, | am mcm_u! a Warcrall coma Sau;cr?n fan ms_
doesn mean | thnk the game sucks, just that it was too sasy in multplayer o utilis2 the bombard and msh_l,MH:s Butif1
come down b my indiscriminabe fitfia office chair, | congidar Tinerian S-un_m be hu_tﬂ a rr!nas'lapaca and a laiure. As a _
single phayer enty you will battle ta find any game as refined and absorbing '!mm inferisive work dpﬂa o c_mahnglu rnulum
style sty with quality acting, add to that iMensive wark on creafing enteraining messions with u_ahd mwes. Tha sty.ul
iz =1l that of the oid schaol, with 2imas! throe years of work, | 1hink we 0eseriec more. Many will say if it '} broke, donl
fix it - uite lrankly, that's crap. W are maving fowards the Malannium and with whal | have been privileged enough fo see
aver the last law months n gaming development and tha advances in a0 accelesation technology, Tibenan Sun & a Slep

backwards for the multiplayer market. - Storm
Perhaps Tiberian Sun has become anather victim of the
aver present hype that surounds long Jwated fides, It just
caams hal what was promised 18 50 much more than what
was delvensd in the fnal procuect. Mot to say thal Tiserian
Sun i 2 bad game - 5 just that | persandlly expected so
much mare. - Shiryks

Seconp OPINION

Because everyone felt they just had to have their
say on this game we've decided 1o humour them,
with their own litlle spollight and all fragile egos
sl intacl.

| for one expected 2 lot more from the fille and | was hop-
ing that they changed a few bullding datails from the

| Command & Conquer intarfaca; ke not beng able to buid
up a base detence very quickly, sspecially with walls since
you have bo prace each and avery square inch ol it. | think
the fans would have liked 2 way 1o queue a whale wall for
construckion nsigad of nit-picking  with micr management
when you could be doing mare impartant things fike
altacking or harassing the enemy. | giss found the mull-

| player Al a little boo clever - | mean haw can an nery
confralled base be capable of Nuking the crap oul of yau?
#nd all of this wifhoul ever coming close b your base, f
spems 1o see fight through the cioaking device. Othes than
fhesa and a couple of ofher flaws, Tiberan Sun is an
acdictve game 1t will keep a lot of Command &
Canguer fans playing lor hours on end, sadly howsver i
doest add any sinificant imgrovemenss 1o the Real Time
Strateqy penre, and can therefore anly be consiered an
average game. - Soul Assassin

_ IssuE 7

Westwood Studios hiave fruly resurrected Command &
| Canguar with this fille, The most nolable aspect is fhat
| Tiberian Sun & indesed trus o the original Command &
Conques concept and implameniation. New leaiures,
weapans and structures are availaba, but the entire feel ol
the game Is very similar to that of the game that stared |
all, As always. Westwood have created & polishad finished
product featuring an engrossing story presented by maans
| of plentifil videa cut-scenas with a dark and almosphan:
| saundirack. Tiberan Sun was designad with a heavy
emphasis on mulliplayer gaming. Whils 1I'_H: singe player
campalgns are wes designed and sbiserbing, Most games
ol Tiberian Sun will be played over LANS and Wesiwood
Online, The feel of the original game has been maintzined.
| and many of the o tactics we used in CAC are slil valid,
! albest harder 1o pull off, 1t is, In general, easkr io defend in
Tiberian Sun than in its predecessos, making lor longer,
more challenging games. Tha waypainl management Sys
1am is sxceptionally usstul, and user-insndly enough 1o
came in handy even in multiplzyes games, where time is
atways notoriously shoet, Uinforiunately, il sesms
| Washwoad's network enging is sill nod parfect. and A s nat
unheard of for 2 Tibedian Sun multiplayer game ¥ end pre-
imatusaly dus to the lalest varsion of "Gama & out of
gynch.” Analher (admittedly minar) paind of imitabon is the
fact that watar is iolally slatic - surely # isn't so difficud,
these days, to coda an animation for water? And as far as
| the “raactive terrain® goes - wedl, it is a nice concegt, but
don't expect fo be & o shoal any cfift o make a ramp,
for exampla - these “reactive” bits are very localised,
gacent for cralaning dua 1o hegvy weapons oetanatins
that can happen anywhens, and could Cramp yur can:
struction stylel - RANEN




TIBERIAN EuN (IEoMNTIMNUED)

light seme of the faws and problems ell as
all the
You find yourself on the battleficld with bwo
er _\.I'i_||hp'||_' Lai kil ! cm all-lerrain
can Amphibious Armoured Personal
rrier and a handful of engineers. The ground
overed with snow and vour o objective
is to retake a G2 base overrun by NOLD for
As the game starts you destrov a bridge and
claim two crates, inside the crates should you
maw'e over them are mwedic s that will
hazal all wour units instantly. T wlul and
tedious exploration of the terrain you'll o
a numbeer of enemy srits, bt due to the
long, rarge of the rockels vou can eliminate maost
of them from a safe distance. This process ciarries
on unbil vow disce our objectivie. Lintil now,
no real slance has been mel with and the
enemy is quite happy to watch you destroy thear
buildings while they follow their predetermined
patrol routes
right now because v
Lk oul a number of unils and

So after
all the hype and
anticipation we're |eft
with a mediocre game, it's
classic Command & Multiplayar

Conquer in every sense but
serioushy lacks any real inno-
vation. However, Tiberian
Sur is still hellishly acdic-
tive and plays like a

dream.

Grophica

4 earlicr.
Along the way yvou also had 1o
shaot at 3 hilltop ridge thereby
ving it allowing safe pas
through. Onee vou finally

most importang
I1II:|II'1'II|HIIlI‘1'I:‘\]
vours again and its time
to prepane for the final ass
o the BN main base, For
ut the ba

mechanism because the enemy
i cannot get bo your

ir if
ferent mo and the compul-
or k ing units along the same route,
repRliri
the:
the

r the computer uses
the game turns from
ildly teugh to e
After some serio
Tiberium harvesting vou
mass up a huge army
angd haxad for his base,
during this time you've already sent the odd fly
ing craft over to figure o eryihing i
hich approach is best suited, Your entire
at hi
diowwn, follow il his units and fnally
all his buildings. Game over, vou win. The

VEr mis
that vou
i aking
thee fig bt v thae
vy, thie camie
puter seldom ever
launchaes effective

time intervals, Tn spi
ofters enough of a challenge and somehow
u playing until the last base

- Supplier:
Publisher: F
rfbecreccmn- by Eloctronsc Arts Afric
Ebectronst Ars IEE 1) B-Elfrililn

Compaoaritiven

o Innavacion
ikl Al

Sound - Contral Stary Continuity

Che area thist many poeoy i1l b itching to try
ol is the mullipla rena, We nesd a successor
o Starcraft and depending on your preferences,
libseriam Sun my bl that game, The game
Tavouirs MOD 1 ] nid Ll as the
defendern
feerent st
on top when playing
players, The gamaes
veyndrome that marred th ;

hat Westwood simply

removed all the tanks from the game, Tt is possi-

sier than defending

super tanks liter. A nice

this definitely docsn't m
bevel exditor. Was it really that hard to include
one, now well ¢ b wait until third party
liwel el i v o Uhae Teodesrrasl. O ol hsr
‘ith the multiplayer i
Caln ny fak

once vou knos
deing but is definitely fat
ary [or new COmmees,

e, Tiberan
Sun s an excellent tithe n
almeost every single aspect, il
has all the polish and pres-
entiation vou'd expect but
ough all the hype and
proani
hustre, T

future with better graphics, The game Llacks any
real innovation and unfortunately doesn’l dio
anvthing really 5 . considering the develop
it Him 5 A here vow can only wonder
al wenl Un itive side it has
1 it b % it
there and if you are a fan of the s u simple
muest add this lates e b vour collection. For
those whe ane a little di vinted, the big ques-
e wiou hi is whal were you
expecting anyway ! | mee-and o
about rl1.:- h .F' Wsa commpelling and
game that tinues the series with styvle and
never looses focus of what it set out to do

Y Min
Regulramonts Recommended

7 . Erviromvmental
o B Ao
- Roady
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EVIEWS UND

Throughout the ages of computer games, football sims have been at
the forefront of technology and development. The leader in Ol
¥ - % & a WHINMISITY © (1] L%

sports sims, EA Sports, have laken the award winning o 0 T
engine and creativity from FIFA 99 and added a unique 00 i creates the sel
blend of management and skill to the English FA  ting for this tharoughly
Premier Lcnguc. The FIFA franchise is still boom- enterlaining game. A apn'ml
ing.ll'u] with the upcaming release of FIFA Zﬂnﬂ, I'|'||':1Ih.|!1 must be ||u|-.!-_.- ol the

L F new interface, though a little ditfi-
can Stars stand up Lo the pressures of its own
competitor? - Storm

combined
with Thi

cult o navigate, is one of the better
we have seen in a while
Although Stars iz sim-
ply a portal of FIFA Y
there are definite bene
fits= and changes 1o whal
Stars offers. You might
ask yourself why yvou
should buy Stars when
vou have all yvour
1.|'|'|.I.'||,||||I.' feanms an
vour copy of FIPA 992
Yes, Stars only offers
thie FA Premier
Leaguce

ith the FA Premier League firmly

underway and the usual selection of
teams making W hoopes at the top of the
table, EA Sports have released Stars into thae
market with the right timing to cash in on
the varly season hvpe of the FA Premier
League. 1t has been

almuost a year
since The last
Football sim from
EA Sports and we
arne not too far away
Irom FIFA 200K
Surprisingly Slars
makes considerable
inroads into changing
the rigid playability of
this genre with EA Sports
stepping up once again lo take
the honours as leader of the
ZENTC

Taken (rom the award winning FIFA
%9, the graphics have been refined (il
that were possible) and given litelike
altributes to the point of believing vou

are in the stands w.llu_hlll!'_ your favourile
team, Each and every FA Premier League
stadium has been modelled with the grass
surfaces unbelievably believable, the char-
acter models of each and every |.1|m-.'r are
recreated to each pl._l\. er's atlributes includ-
img height and features and the animations
are smonth and litelike. A small amount of
clipping occurs w hen the playvers models
get too close confirming that we are only
likely to see crash detection with the nataly
upcoming FIFA 2000, Ax is usual with EA ]
Sports and especially their Football sims the
intro is somoething to behold, this tine
footage is taken from the 1999 season and

Feams,
making
thae
chobee a
little diffi
cult but there
are definite benefits o
what Stars offers. Firstly,
Stars has all the latest
changes such as the big
transfer of
Bosnich to Man
United
unfortu

C R TR L TALT
forgot o lel
the developers
im on the Paul Ince
move from Liverpool,
which gave the kidney
stone another lining, but
hey whin's perfect?
Secondly, the ambition ol
Stars is o win the FA
I*remmer
League, the
Eurcpean
Challenge Cup and the
World Club Cup, which in
essence is not difficult on
rasy, bul almost blondy
impossible on hard. And last
l'.. rl'll_' secrel '|'|'1'|'||'|1||‘, ll}l.\
slars quota formalt that allows
voru boowin stars {(ves liktTe

&HEWA?: £

et

Vorume 2.

stars) tor performang well on the pitch and
then allocating them to plavers to upgrade
vach of their ten abilities, What on earth do
vou mean? Well ivs quite simple actually,
we are used 1o the developers decision
making principles of just how
pood each and every player

is. They then thumb
SUC.,. (OPS, UM, create
detailed performance
charts and allacale
attributes accordingly.
leaving us the gamers
H'i,!l'hll;"'l.iﬂr'_ just how
they

SPORTS

came
o mive
our slars
such appalling scores.
Mow the slipper is on our foot, we
are able to allocate stars Lo create our own
stars (very much the same as giving expueri

ence points to RP'G characters - what next?).

Each team is given an allocation of stars to
start with depending on last season’s per
formances, butlding on thal over the season
1= the primary |1h|<-;'h'| e. Stars are awarded
for wins, goals scored, star goals (help me
on this), fair play (no cards) and the man of
the matceh, Has this allocation system been
done before? | think not - it's a culmination
of mint micro management and simulation
that joins to become one
of the most addictive
Football sims on the
market
Gameplay is
MoVt sS4
thing
that
EA

Sports are

scared Lo dish

o, sometimes

we are overwhelmoed

by the sheer pleasure of
spending a 12 houar shilt playing their

FA PREMIER LEAGUE STARS

although there is a
fair bit vf similari
ty in each of the
responses, A slight
bit annoving is the
mildly put version
ol the continual
slaughter of a
missed shot bul
then this is the FA
Premier League,
WwWe e not sup-
r,r:—'ud to miss.

A4 with any sporis
sim the control
mechanism is of
utmost Impor
tance, so why
would EA Sports
sports siins - don't expect anything less, The change !'n-m_llm
ation is of the normal high tried and tested FIFA
09 configuration?

TV sivile prese:
standard but is actually just a portal of
FIEA 99_ ALl the goal celebrations and in-
game cut seenes (bad fouls ete.) are exactly
the same except for a new goal highlight
syetem that replays vach -'If'ltl.l."- ery goal Iﬁal*ﬂ
from three dilfering perspectives Ihough —__JTEIJE—
not a major downfall it does however -

leave a bad taste in your mouth gince il
has been almost a vear. As usual the com
mentary and sound effects are iImpressive
with limited repuetitive commentary and
tmeous responses o achion in the Bamit
The team of Martin Tyler, Richard Kevs
and Andy Gray work well together with
their adverse style of humour and sarcasm
making up the bulk of the comments,

Actually, they haven't
changed anything,
maore s0 added b it

The bigpest addition
being the sprint button
and wvisual display
which was missing
from FIFA 99 A display
bar appears above the
plaver showing the
amount ol sprint avail
able to him, this guides
yvou in your altempls at

Laziolll EEluvERPOOL

passing plavers and
helps for defensive
s well., You

purposcs
have access to special
technigques like the
drag 'n’ roll, the
stepover, foot roll, and

shoulder

, cREATIVE u‘h‘s“aﬁﬁsﬁl:“rﬁm'fau SYSTENS _

! Supplier:
urikque il
cancept of {D11803-1212

impraving.player
atributes is something
fresh far the soccer simula-
tion. Taking the best of FIRA
99 and adding toitis not You
only clever but wise as well, IPX 2-4
it is: FA Premier League in
your face all the way and
wihy not if it's the most
citing league in
the foorbail
swarid.

Multiplayer  Comparitives
FIFA 59 r The Stars Concopt
Viva Soccer
Astua Secoer 99 FIFA, Devolopent

Graphios Sound
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TETARS ==

(STARS

drop {crunching tackles included).
waking use of these do however
decrease the chances of winning the
important matches theretore they were
only used in the casier matches

I wvou're a FA Premier League fan or
simply looking to while away the
||..|||.|m. with a good football sim thien
Stars will certainly fill the gap.
Hopeiully we can expect a change from
the stars pringiple (which feels imma-
ture] o an experience pl.linl-x sy shem
which gives it more of a realistic mood
But most impaortantly we pecd to keep
‘pi going beyvond Stars and

the cond
towards the next batch of FIFA titles.
Uniortunately EA Sports don’t see the need
for thie stars .'nn-.'up.l for FIFA 2000, which in
my apinion might do the work done in
Stars an injustice, Stars does however lack
somothing, the '|.|L'!.1:II| il ||".'|;.!_l|l.'- and objec-
lives that we are used to from EA Sports
fitles, which almaost resigns Stars to an add-
on status, This sounds quite harsh for the
innovation that wenl into Stars bul w ith the
pig boevs all vving for the top spots, can we
expect anything less? A certain decision
must be made though, can we wait for FIFA
2000 or must we experience the revelalion
af FA Premier League Stars? Experience it
it will change :k-.lll.f pereeplion of a foothall
sim ang i1 gives good value for money

entertainment

S5TORM

GENRE
Soccer Simulation

| -
naqum.’;h.m“ Recommeandad

Pl MM AMED K6 2 S y
13 ME Ham Pil ek ¢ AMD KSD
4 ¥ CD Rom 3 MB Fam
IHB SVGA B x T Raams
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Winderas 3598
(Dhraocl 6.1 22% HB HD
Windows 1598
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life in genre building by taking the
common practice of constructive
thinking and non-corporate policies,
and moulding it into one of the most
rewarding gaming experiences since
'Doom’". -

varr singe first seving, Homaewiorld al the E3 con-
£, | was bewildered at
enine into somdcthing

1zh Hhoroay

venlion in Allanta in
1= ability o mould a tirec
new Sirategy games, |
I, have become the |

i
terend titles that oo longer
purpose, We are constantly
Basingy overwhelmed by features and graph
tones that are normally enhar

and less likeldy o be nesw and

grive insparation o it

TR B tha

i
<h. Copycats follow

the top bramds and developers into already charted

EVIEWS UNDER

Innovation in gaming has come along very seldom over the
last few years, leaders and originators of genres have
almost exhausted every ounce of playability from
almost every genre, The days of sculpturing our
enjoyment and redefining new technologies are
gone as developers scratch their heads for new
and innovative ways to entertain us. It's not
very often thal you get a title that is not only
fresh and exciling bul takes a tired genre
and re-invents it into something spectacu-
lar. Homeworld reiterates that there is

follevwes the unfold story of a lost civilisation, which
otice Hved a placid and peaceful existence, but was
conguered and relocated toa barmen and cold planet
called Kharak. As hundneds of vears |

sl e
Clans of Kharak startisd 1o foem techoologies and
advancements, sufficient enough o build an econo
my and spacecratl. This brought about communica

realmes, and thae days of garage disvels s inlo-

ducing gamer's thaughls inlo concepl prd
i Lhe past. What has this to
' I mesanes that

has Bevome a
with Hor

Hvemess of

v

n=corpeorate policies in Relic

Entertaimnment, befone o jmned Sierra
Studios, released
thie vouthiul
minds of this
company i
b and
mvent
Homevworld n
the wavs af the
obd school o disvel-

crealively

o
anl instinclively
Homeworld follows
o the simple and

effective tremds of the strategic genre by copying the

fing umique and innovalive concepts

to them. Based in the vortex of space, Homeworkd

i

FIR

of the most beautiful games by
designing a praprictary :.:r.'u'.'-hu . ]

bl one-

alively mcrealing the beauty of
space. Mebula's and star con

st behaold as

soes ane gl
yout travel through spmice B fimid

vourr lost civilisation. Just when

we thought graphics could not gel
any better, Homeworkd comaes along and
creales new benchimarks in design, With

almuarst 5 years of dieve

poent wnder it belt Vi
wiorttled expect this, but the g
of the first fesatures b be pul to bed as the leam
locused on gameplay and balancing issues

But a game cannot survive on graphics alone, ths s

raphics was actually one

where Flomewarld breaks the soe. Homwworld can

b ddesenbedd as a pame of chess in a 36

Hixin
and explo-
ration of the space

regions around thadr |'I.|:s|'l.

which resulted in an agciclental and --'.:1Ii.-||.'.-.||--x.l-.-

ery of the lost city Khar-Toba and the Guidestone
Thas ldd and bat-
tered plece of

rock described a
path fowards a
r=aotirceiu] andd
warm planet. This
Guidestone
proved that
Kharak was mol

thweir harmes planet

this is when the
entine population
of Clans unites to
embark o a won
diros adventum
o reluern home o
Hiigara, their
Homiew ordd

Thar dievieliog
Fali
Entertaimment
have ereated one

enwvi-
romnmient, just
with o Tot meaore picoes

e thee baoir

o ard viou can be

attacked from anywhere. Tak

expuinses of e Wing Commander series’, lake
away the firsl person action and add fleet command
1o i, this shoubd give vou somae indication ot th

prowess of Homweworlad. All the features of o sbrale-

iy games are present, anly with s lintle mone pan:
and fewl. The backdrop of space is the perfect slory-
board for a stealegy game because it has all th
aspects of exploration needed o folfl gameplay

HoMEWORLD

Az psual, rsSOUroe mManigEeme
yorld donsame the nanerals o
that is the much-needed sustenance needed bo sis

tain the et as you travel slowly towards your dis-
timaticn. All resources collected set converted o one

lively on the current class of capital ship hulls, Unwilling to wait
for the evolution of larg
wrapping a frigate class hull ansun
Thee result was the Findance clas
bal function is to deliver the incredible damage: potential of
lon Carmon 1o fhe battle. There are fow sights more lerrifyving 1o
the enemy than one of their ships caught ina web of perfict rulsy

cutting b

iy, strike craft simply do not have the necessary power needed to
reak out of the field, and ane effectively pinmed in place until

Lhey ane s

I

FIRE

helming broadness amd soope

leatures 1=

REVIEWS - UNDER

by L% over
Arother
the Al sul
plavability
] space it's diffictlt b imagir

currency calbed @ BU {rescurce umit] this is then
used for all the purchasing and repainng
needed. Homeworld also has 25 differont

Al featumes hughly as 2
1 bcabures hughily mvisrld’s brigglie

asterobds and particles

nids. In the n

technological rescarch paths lor
if ships, wesdons,

upgradin

drives and trolting the paths and per He
{ I of all of Homeworld's units. Relic
Inlerestingly

enmigh, the research

s created simple roulines thit

R comtrol and an
The Firelance elass of :
Ty 1. e danduous
friggate is one of the dead viehicles are the only every unil, making the an
Tt s al-purpose cop- | EXpeTss needed to

resgarch technolo

task of unil and group contml easy

| 1 | aned effective, 8 ship formations and
il vessels ever mande

When kushan scsenlisl=
{inally made a break

N = of engapement bidp
gies, changing from the L Bical rubes of engagems J .I
rilate your armada

mormal resource sirains yiou o manipulate v

into a finely uned fighting
machine, O of the miost asked questions
absinit Homeworld was how would ils control

put on you when

researching. Following, 4
apecilic path is meded to backup
=, comcentrating on a

througeh i directed parti-
ol besam technology, il

wias clear that it was just ] : ; )
= mechanism stand up to the pressures of 3 el -t

-.|:'-._\'ir|\' atraibi
»actually -

direct task stops the divvnialls of lime

arge o moind etbed
s fargge b strategy game? The answer is quile si

very well, The mechanizm Lasdboen g
Iy tor help with the '-o-d'-._r.:-;_-‘m- crsronment but it

= The only dithi

; e slight
wising and low resources, This is ane of ed sligl

fulks, combat engineses went to work

Homeworld's prealest assets, its ability o
rigate, whose only real come | € reate a multitude of differing attocks

" i and defemnces, many mone Han our cur
rent Batch of strategy titles, It could be

| the huge o cannea k=11

effectively uses thae ame princip
culty anyome wh plays strategy games w

NIV IS

the new movement control function. Becase
Homwwarld is nat a flat environment you need o

saisl that Flomeworld's strategy guide
nat anly be able by move imany dinsclion, but up

worild be almad impossible fo wle due

TriEar S

Experimuents in gravity

wave manipulation v
allewwes] Kushan enggineers
o develop a gravity well
penerator, capable of halt
ing any =pace vessel
uneder a spevilied thrusd
limit, While capital ship

Iy compen

drives can ¢
satie for the artificlal grav

estroved or the flek] collapses

Cloaking technology ks an
the cutting wdge of
Kushan scienoe, and is
only emploved on one of

thiir ships, The e

slrike craft, based on e
heavy figchter chassis, whes
light-curving encrgy Fielils
to rencher the ship invisi-
Bl 1o both sensors and
skied eve. This first application ol light-folding has nol been
Lits brials aned tribufations, and much of the heavy fighters
apability had b be removed To make foom
tor the field pencr hi= makes thae fihiler somewhat vulner-
bl when it has to drop e cloaking effect to attack and these

WEAPDINS and arim

ters are often more uwseful in a scouting role or in soall

grips, Taiding support » essels dovp i enemy < opnbrolbed space

The Hammer class ol
hoavy Corvelte lives up to
it= mame by being hand,
brutal and completely
ulilitarian in design
When Kushan engineers

wiorked up the prolotype
for this cliss, their only
comnerms were lethality
and survivability-only a
fow moments perasal of this heavy st ke craft will shoaw hoaw
woll they suceveded. Hammeer class corvettes have been nick
ramed Coffins’ by their 3 man crews because they are the only
oul any sort of crew area whatsoever

corvette class vessels with
Every spane cubic meter aboard has been pa ked with fargeting
systemns, weapon support functions, and armor plating, so that
the by spaces left for crew ane small coeoon cockpits that are
sisaled Trom the outside, with an armor plate, by a technician
The only way for a pilot to leave the ship without the help of a

technician b= 1o eject the entire cockpit cooon

——
r%{; Er.‘s!.{-i'."fi -




HOMEWORLD

wit as well 1 fisel Relie have crcated tha
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Homeworld
Creates a
gaming experience
from a tired penre with-
out changing the funda-
mentals, Awescme graphics
and sublime gamepizy arouse
even the most ardent of
gamers, Multiplayer has
never been more tachnical
or SErak

Developer:

Relic Entertainment

Multiplayer Campa
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More or less a year ago Red Storm Entertainment brought out Tom Clancy's Rainbow Six, a title that defined the tactical first-
person shooter as we know it today. Although they didn't invent the genre, they are constantly busy perfecting it, and with the
arrival of the long awaited sequel Rogue Spear, it seems they have done it pretty much perfect this time round. - MemnocH

ow does a game company make a bril
I | liant game even better? Is at at all pos-
1ts thal

sible, without loosing the ele
made the first litle so successful? Rogue
Spear picks up where the original
Rainbow Six ended. The Rainbow
team saved humanily from the
Horizon Company enginecered
Shiva virus, and for a

while, terrorists were Loo

cautious o get in the
way of this highly
1T.|;||.l_'||. team of
counler-terrorist
specialists
Unfortunately one can

never get a gun crisi
famatic down, and a string
ol terrorist events starks
taking place. At firsl these acts
of cowardice seem unrelated, but as
the story develops, another sinister
plot surfaces indicating a purpose to
the newly sprung madness, The events are
of a very sensitive international nature,
thus |,.1|.'|i:||!.', for the intervention of the
Rainbow team led by John Clark, otherwise
known as Rainbow Six.

This time around, some crazy organization
is fooling around with nukes, and your
team has to track them down step by step,
to make our world a safer place to live in
once again. Therefore the name Nuclear
Weasel, um... Rogue Spear derives from...
it’s gol something to do with nukes ok! At

-

first glance at the menu interface, it
seems like Rogue Spear is merely an
overhaul of the original, but after

a few milliseconds the truth
becomes clear. Red
Storm built an entie
new graphics engine to
take advantage of all the
technological advances fhat
have been made over the

¥

past year to include fea-
tures such as weather eflfects
like rain, snow and fog, The
new engine also allows the wse
of L*u_'Hu_'.r lighting effects, which
makes [or some nasty night mis-
sions, and adds to the overall authentic
fieerl of the environment, It alse allowed
the level designers to create levels with a
|'I.t|n:-l.:L|_;|1p degree of realism, and seme of
them are so bedutifhl that they nearly dis-
tract one ]Fﬁm tht mission goals. On more

HEY! WERE LF HEREI

than one occasion my character took multi-
ple rounds of enemy fire while staring at
the horizon or at my teammate’s zippy out
fit, no time to smell the flowers

One aspect that plagued the original

oy -H

RAiNBOW Six

=  Rainbow 5ix was the
enemy and fricndly Al
lerrorists had the ability to
put a bullet up the player's
cranium from a range of 100
meters while firing from the
hip, less than a sccond afters
spotting the playver. Thal
made even the easier mis
sions a nightmare at limes
While the terrorists were the
eream of the crop snipers,
wviorur own feammatles I|'\I|||||1
block yvour passage while you
were attempting to run for
cover, or would simply
et stuck on the furni
ture or other objects.
Nol o men-
tion the
bloke that
would stare
at has fallen mate beside
him, standing-there won
dering if it was some-
thing he said? Red Storm
listened, and scrapped the
original Al altogether,
They built an entirely
new system from the
ground up, which has got to be
the best AT T have seen yvel. The Al
characters have uncanny human behay
iour, and react to situations in a more real-
istic fashion, which adds to the total immer
sion of the game, Some terrorists will now
be totally alert, and some will be taking a
smoke |1.r4,-.|h out of boredom, and once the
plaver is spotted, the tanga has to
reach for his/her weapon, aim, and
only then be able to take a shot,
allowing for the player to take them
down with case. Onee alerted,
tango's will react in many ways by
either starting to fire blindly in your
direction, or will retreal o a safe
position while calling in reinforce-
ments. Your own team will move
aside when you try bo retreat, and
will effeclively cover vou. Hostages
react like, 'L\.'I_'I-]_ hostages | guess. On
one mission, a female hostage
screamed, got up and started run-
ning as my team made a dynamic
entry into the room, and crossed my
line- ol fire for a brief second, | man-

VoLUmME 2

aged Lo L!ih}r.'.r\'la thie now lerrifled terrorisi

guarding her, butl next time she might not

b that lucky,

BIGGER AND BETTER
Another major improvement in Rogue Spear
i the plaver models and animations. More
than 150 new motion caplured animations
have been added, making the characters
seem almaost life-
like. The models
are much more
detailed as well
and your team
mates will by
caught scratch-
ing themsclves
while standing
still for a while

WHAT DO YOU MEAMN; MY BUM LOOKE H5ID (M THESBE PANTET

In some of the colder environments, the
characters will emil little clouds of vapor
whilst breathing, either that or they're
smaking on the jobr. The damage model has
been tweaked, and shooling a character in
thie foat or leg will cause them to limp
around, depending on the severeness of the
wound, The death sequences are nicely
done, as characters won't just drop down,
but might stumble around and then drop to
the ;._';Il,'|.lll1||. Eogue Spear also introduces
movement while crouched all the way to
running while crouching which was high on
the ‘please-add’ list. Another neat new fea
ture is the ability to lean ansd shoot around
corners, while 11.|.:|-.||:.:.". a smaller target for
the enemy to shoot at

Being a very successful counter-terrarist
group hos its perks, and after the demise of
the Horizon € orporation, the Rainbow
team's budget has been drastically
increased. Rogue Spear offers a lot of new
items that can be utilised by your team in
the field. The armoury has been expanded
by the introduction of new weapons such as
the Heckler&Koch M5/ 10mm scries, the
UMP 45 submachine gun, the trusty M-14
aszault rille, the Steyr AUG, Enficld
Individual Weapon, Franchi Spas 12 auto-
matic shotgun, and two models of the
Deserl Eagle pistol. A welcome introduction
is the new sniper mode and rifles such as
the Barret Model 95 .50, Sig PSG1 and the
Walther WA2000. In sniper mode, the char-
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acter crouches into-a comfortable position
for high accuracy shots, The scopes have
multiple levels of zoom, and although it can
take a while for the snipers to set up, they
make for invaluable assets in the more open
levels. Rogue Spear features an enhanced
ballistics model,
where bullet
drop and loss of
kinelic energy
over distance 1+
taken into

il

count, and it

is now |
to shoot through
doors and win
dows as well as
fo over-penes
trate and kill
two characbers
with one shot
Also featured is
the wse ol full
metal jacket
{(FM]) and jack-
eled haollow
point (JHT)
ammo lor the
rifles and pis
tols, while shot-
gun bearers
have the oplion
of buckshot,
slugs and rubbes
ammo. The full
milal jacket
amma gives bet
ter performance over long distances and has
a good overall penctration. This type of
amme is great for outdoor enviromments,

T
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Scarm Repes
Entertainment man- Entertainment
aged to improve onthe
already great qualities of
Rainbow Six, and with the
ey Al and graphics engine,
It's sure to be 3 major hit Yo
this yean Now all vwe have
to 'dois wait and see
dt the competition
comes up with.

MLl playor

Graphics

cesstully complete a m
achieved by using the mis
some handy new features. At specific way-
|"|.'l||':I:-_. feammates
can be ordered to
cover, delend or

Caomparitivas Pro's ¢ Emvironmental

Rairserw 5o Engle Watch

but for close quarter battles
where hostages are involved, jack-
eled hollow points ane preferable
to cause oplimum damage to
tango's whilst preventing over-
penetration, Like I mentioned
before, the levels are lavishly dec
orated and are huge compared (o
the levels found in Kainbow Six,

I peales range Trom art museums,
desert i1|'\l'|.1.'|_.'[ plants, oil tanker

a mission i war torn Kosovo and
the much-talked about airporl
with a Bowing 747. Where the use
of more than one team made one's
life a bit easier in the original, Rogue
Spear features some missions where
multiple teams are mandatory 1o suc-
sion, Thisz can be

those teame-killers oul there. There is a
much more tense feeling in Rogue Spear
mulliplaver, as the .l\.|||!1i|':||llI ."-I"1||}l.'|.‘; really
keep plavers on ed ey .‘:L}ﬂ I have heard
imes when bullets

mysell sereaming a few

ion planner with : ;
o] i started raining and all hell broke loose

GoOoD EHOW
THEN

Ried Storm
included a
highly
detailed mis-

snipe, The 30
view of the
|'|1..'|r' 15 MO &
scaled down

sion editor,
replica of the

|l | i where new
rerdl Loy el <

prepares the
plaver om what

missipns can
be created
with all the
different enti
tHes available
in Rogue
Spear through
adding teeror-
isls, and even

to expect, The
Eagle Waich
mode from the
add-on is
retained where
the gamer can
liet the team
play without
his/her active parlicipation, where
only go-codes need to be issued. The
n1|-;._-;iu|| recorder makes its debut in
Rogue Spear, where the mission is
automatically recorded and can be
viewed after a mission I|1!I'.IL:-'T:|\ the

vehicles
lhese new missions can also be playved in
multiplayer, and should add ta the overall
longevity of the game, not that the 18
included missions and terrorist hunt modes
shouldn't keep the plaver busy for guite a
1 5|_1u.:|r it's hard

while. After playing e
to o back to Rainbow Six and the add-on
Fagle Watch, and it is at that point that [
realised exactly how much the things that
made Rainbow Six such a great litle have
been improved. Looking at the other tacti-
y that should appuear this year
such as Spec Ops 2, Delta Force 2 and
Sierra’s SWAT 3, Rogue Spear has got what
it takes to face the competition head-on

perspective of any one of your teams.
These recordings can be saved and
viewed later, and makes for grieat
debriefing material and entertaining
after action satisfaction memorabilia
Another strong point of Rogue Spear
lies in the multiplayer. Deathmat
team deathmateh, stronghold, co-op
and various other modes of play are

cal shoot

included. To make team identification a tad

easier, Bed Storm included arm

wtches,
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First off let me say | never played the original System Shock, but after playing System Shock 2 that is definitely on my agen-
da. Therefore I will be looking at the game from a totally fresh perspective. As the sequel to one of the most praised games of
all time, System Shock 2 from Looking Glass Studios is set to be one of the best titles of 1999, -

t has been forty vears since the artificial

intelligence known as SHODAN
(Sentient Hyper-Optimised Data Access
Metwork) took over Citadel Station, All
hands were murdered by the sentient com-
puter entity in that incident and it is all but
forgotten. Tt is now the year 2114 and Earth
is about to test its first faster than light
spaceship known as the
Starship Von Braun, F m
which is being escorl- B |

ed by the UNN B | S S t e
Rickenbacker. During h;:

their maiden vovage
the ship picks up a dis-
tress call from Tau Ceti 5 deep within
unknown space, could this be first contact
for humanity?

Your character awakens several weeks
later from eryogenic sleep after
cybernetic surgery without any rec-
ollection of why the surgery was
done or why the crew aboard the ship
has been slaughtered. Somehow
SHODAN survived Citadel Station,
and now threatens mankind during
one of the most gritical moments in our
evolution. Raising the stakes is another
mysterious force called "The Many”, a
small worm-like organism that forms a col-
lective consciousness of unknown power
and intelligence. Trapped and alone your
first mission becomes survival and then you
have to figure out the evenls that led to the
tragedy of the crew being murdered on both
ships. This is the story of System Shock 2,
and you are in the middle of the whole
mess. Nobody said that military service
would be easy.

Al first glance you might be forgiven for
mistaking Svstem Shock 2 as a First Person
Shooter, it is this but the game can also be
called an RPG. In simplest terms vou can
view the game as a hybrid between a FP'5
and a futuristic RPG. While the gameplay
does look and feel like a FP'S, you addition-
ally have access to features such as an
advanced inventory system, a detailed note
and log book, and you can upgrade certain
Aspects of your character as the game
advances.

Players can choose one of three careers to
pursue while playing System Shock 2 each
allowing the player to customise his charac-
ter over a period @f three years. Each year
you cafychbose toddvance one aspect of

L Pg"_ﬁ

your character's statistics or skills by
spending that year in training on various
outposts and bases. Each

career option is spe-
cific towards cer-
tain skills and
vou have the
option of

playing as a Naval
Engineering
Officer with
skills in techni-
cal aspects such as
hacking and

repairs, a Marine
& with weapon
skills or even as an O5A
agent who is trained in the
use of the mind with psionic
powers. By choosing a career vou
make certain aspects easier on the carlier
levels, but you
are given the
option to upgrade
any of vour sta-
tistics by collect-
ing upgrade mod-
ules throughout
the game. In

essence it really |
doesn't matter 4
what career you t

choose, you can

still customise

vour character

the way vou see

fit, T
I'he most exciting @ o
feature of System e -
Shock 2 is that —

you can interact

with most of your

environment, You can hack your way into
locked compartments or one of the various
replicators found on each level as
well as various other computer
based equipment. You can modify
and maintain your weapons and
even nperate medical equipment
to heal your character. In all the
levels vou will also encounter
discs that can be used with your
MFED. These inform your charac-
ter of what happened during
your cryogenic sleep and
advance the story as you start
piecing together the puzzle of
how the crew got murdered.
Some of these also contain simple
vet fun mini-games to play such
as 'Cornfield’ which js a spoof of
fhie Minefield game.found in
Windows. These small little

CSavinG

touches that the developers added only add
to the believability of your environment.
The crew had to have something to do
while in space, and gaming is of-course
the best entertainment available, isn't
ie?
You might be one of the few sur-
vivors aboard the Von Braun, but
there are plenty of mon-
B, sters to face as you
b | move through each of
k | the levels. They range
| from mutants, which
J are crewmembers
inflicted by parasites, to
Cyborg Assassins and Robots, There
are even monkeys running around
that have developed the use of psionics
{don't ask me where they got that idea
from). Don't make the mistake of thinking
that these enemies are casy prey. The Al
used in System Shock 2 offers opponents
that come after you no matter what. They
will follow vou if you run and can open
doors and will shoot at vou if there is only
a pivce of glass separating your character
from them. Not only do you have to worry
about enemics you also have to look out for
toxins that can infect your body as well as
radiation.
There is of course a range of weapons to
use to combat these threats, if you can find
them that is. The weapons range from stan-
dard projec-
tile weapons
such as pis-
|1 tols and shot-
et guns to the
more exotic
psionic pow-
ers that can
be obtained
via upgrades
using the
maodules yvou
find. Even
when you
. find them
you need to
maintain the
weapons or
they deterio-
rate and
become non-
functional after prolonged use. For toxins
and radiation you need anti-toxin and anti-
radiation hypos, which are injections that
vou give yourself. The availability of these
items is dependent on the difficulty you
chose when starting the game (Easy,
Normal and Hard). The higher the difficulty
the less weapons and hypos are available. |
actually think the game is a little too tough
and there are far too few munitions and
hypos available.
As you annihilate different enemies they
drop various body parts that can be
researched. After you have researched these
parts they give valuable information on
how to effectively destroy the various mon-
sters in System Shock 2.
After looking at the horde of features that
System Shock 2 offers | thought the game
would be a kevboard hog and that you
would have to configure most of your key-

=

 Issue 7

SYsSTEM SHOCK 2

. ===

board just to access all the functions avail-
able to you. This couldn’t be further from
the truth. Looking Glass made an excellent
user-friendly control interface. Using barely
more keys than [ do in Quake II1, I was able

ey

to access all the functions, This is due to the
fact that after you bring up the inventory
and statistics overlays (which are overlaid
on the first person view), you can access the
rest of the functions with your mouse.
While this does work well, | do have one
gripe with this method. You can't turn or
fire your weapon while the overlays are
present. This presents a small problem if a
monster pops up and starts hacking at you.
Unfortunately the game doesn’t support

: Shudrrir.mws s
-as a refreshing change .
_ from the usial FPSor

A}

Multiplayer

N &

Direct Input and
=l gamers making use of
a mouse wheel will
orzxmr . have to find an alter
= native way of access-
ing functions they
usually assign to it.
Syatem Shock 2 uses
an advanced version
of the 3D engine used
in Thief and delivers
a visually stunning
environment as you
explore the deserted
decks of the Von
Braun and even some
levels of the
& Rickenbacker.
i ' Dynamic lighting, fog

e effects, and expert
texturing are used to
conjure up levels that
are masterfully put

together to present the player with an envi-

ronment that is terrifying and constantly
creepy. You also have to keep avoid

ing the security cameras that are all

over the place, or hordes of monsters

COMmMe CONYCIZing on your

- position. To avoeid them you

oy constantly have to keep

1" sneaking through the levels 1
| and peering around corners to h
i

make sure that you don't acci- e G

dentally walk into them.
Throughout the game you
always fecl deserted and
alone on the massive levels
and the fact that you can
manipulate the majority of
items, such as consoles, plants
and other various items adds
to the realism of actually
being there.

% Since System Shock 2 uses the Thief
engine, sound becomes an important
teol for manipulating your cmotions,

The game supports hardware accelerated

31 sound such as Creative’s EAX to offer

true surround sound. While playing the

gaAme you are treated to an cerie soundirack
and throughout the background noises such
as Hybrids mumbling to themselves and
sounds of malfunctioning computer cquip-
ment can be heard. Svstem Shock 2 conjures
up a hostile environment in which you con

stantly feel lost in and there is always a

sense of the unknown being right around
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the corner ready to pounce on you. The
game is easily one of the most frightening
experiences of my computer gaming life
and | take my hat off to the developers for
delivering a game that draws you totally
into the gaming world.

While the out of the box product doesn't
have any multiplayer features, the develop-
¢rs have promised that this is coming in a
patch that will be released spon. The patch
will address a couple of minor issues and
enable gamers to play ina co-operative
multiplayer mode with up to 4 players.
There will unfortunately be no support for
deathmatch multiplayer games, the reason
probably being a problem with how pldyers
would upgrade their characters beltore each
deathmatch game. Let's just '|1L*F'1"l:|'!.1l the
co-operative mode makes its debutin the
patch. This will make System Shoack 2 an
even more enjovable experience especially
since we here al NAG like to play together,
just call us multiplayer junkies.

Owerall | found System Shock 2 to be one of
my best gaming expericnces this year It

o g m e =

offers gameplay that can be best described
as a cross between Half-Life and Resident
Evil 2 and offers challenging FI"S action and
an in-depth role-playing experience. If you
enjoy first person shooter or role-playing
games make sure vou pick up a copy at
your local retailer, you definitely won't be
disappointed. Well let me gel back to play-
ing the game a second time round, maybe |
missed something the first time.

SouL ASSASSIN

GENRE
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It would seem that the clean, neat, mostly nice future visions embraced by works of science fiction a few

decades ago are a thing of the past. No more neat, sterile space ships filled with happy people. No more
gleaming crystal cities on pristine new worlds. No more friendly alien races who come in peace. Rather,
the view taken by modern science fiction tends towards the dark, dreary and depressing. Huge cities, rife
with crime and corruption, spread across scorched planets like a strange and inevitable cancer. Brother
steals from brother in a constant struggle to survive at the lower rungs of the social ladder, while those
at the top just grow richer and more detached, jaded about the plight of their fellow man. Other planets
are colonised not out of curiosity, but out of necessity, as the Earth dies a slow and painful death. This is
the kind of setting that popular fiction now makes use of. And G Police 2 is no different. - Shryke

et's face it. There are tons of science-fiction style
L shooter games on the market. Every scécond game
requires the player to totally annihilate the alien
invaders from Blubberon 7 with his magnetically
charged spectro-whatzit-phaser gun, They're a dime a
dozen, and get pretty damn boring after a while. |
mean, how much time can be spent splashing green
blood around without vou getting just a little, well,
tired of it? G-Folice 2, like it's predecessor, is something
of a fresh breeze to the whole science fiction shooter
genre. In fact, it's so refreshing that it actually gets
quite addictive
The whole premise behind the game lies in the fact that
the Government Police Forces (hence G-Folice) on the
Callisto colony are understaffed, under armed, under
funded and overworked. They have just finished a
major war against an evil, manipulative super-corpora-
tion (which took place in the first instalment of G-
Police), leaving them tired, worn out and generally not
in great shape, These conditions are obviously perfect
for the rise of several eriminal gangs. These gangs have
somehow managed to get their hands on pretty big fire-
power and cutling edge technology, and look set to take
control of the Calliste Domes. Add to that the pressure

population. This is one of the joys of playing G-Police
2; vou can fly over, upder or around virtually every-
thing in the game. Tunnels, overpasses, traffic and
buildings become something of a playground as you
engage in routine patrols around the Domes. The speed
of the gunboat makes zipping in between obstacles
quite exciting, with close calls by the million. Of
course, the game is not about winding your way
through a living obstacle course. The major concern for
the player takes the form of the gangs, and later the
Syndicate. These guvs are bad news. They are dare
devil pilots who enjoy playing chicken while spraying
your craft with tons of hot lead, only to turn away at
the last minute and come back for more. And there are
lots of them. Being in a G-Police craft doesn’t help
cither. Show up on any crime scene, and the gangsters
immediately drop whatever they're doing and turn
their attention on you - improving vour craft's ventila-
tion becomes their immediate and all pervasive goal.
Thankfully, your crafl is apparently better armoured
than theirs are, if nothing else. While your craft can
take quite a pounding, it is relatively easy to blast a
gangster out of the sky. This does not make the game
any less challenging. In fact, it adds quite a large

put on by an official investigation into the activities of
the G-Police, and you have a less than perfect situation
- a truly bad time to be a cop. Mot to mention the
United Earth Marines that are about to declare a police
state.

As in G-Police, G-Police: Weapons of Justice is a 31
environment of enormous scale, The world represented
in the game is dark, gritty

amount of satisfaction to game play as you send one
gangster after another spiralling towards the ground in
a disabled fighter after a chain-gun attack or two, or
blow them into small atoms with seeker missiles.
Gunfire is a big thing in G-Police 2. There is a huge
amount of lead filling the air most times, and it seems
that the authorities (including yourself} have little
regard for public prop-

and impersonal, almost
like something straight out
of a William Gibson novel
{and if you don't spend all
your time playing games,
you mayv actually know
who William Gibson is).
Giant buildings make up
the most of the Callisto
colony, with searchlights &H
constantly sweeping the
skies and thick traffic clog
zing both the streets and
airways. The entire situa-
tion is under the constant
cover of darkness, just to
add to the feeling of gloom ErnnEn (T
and doom that pervades |
the atmosphere of the L
game. This is the world

that you enter as a G-

Police officer, the pilot of a versatile thrust-booster
driven attack gun ship. You're armed to the teeth,
manoeuvrable and pretty tough, Aboard this primary
vehicle or one of the secondary vehicles available in
later missions, you wind your way throagh the enor-
mous, maze like cities that make up-the Callisto Dome

CiviLians EXPLODE TOD!
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erty as they chase their
quarries. Thankfully, the
developers behind the
game managed to get a
really nice chain-gun
sound going. It does the
heart good to hear the
throaty roar of your
| weapon as you show a
gangster the error of his
{ ways. The explosions,
too, have a really pleas-
ant, resonant boom, But
the good sound effects
are not restricted to vio-
lence. Much of the
game's atmosphere is
added by the eerie
music that is ever pres-
ent in the background -
something almost remi-
niscent of Blade Runner (the movie, that is).
Of course, graphics are also important, and G-Palice 2
doesn't go sparingly on the way things look. Yes, every
thing is pretty damn dark in the Calliste Domes, bul
we're not talking bright cheery Smurf villages here, are
we? Despite the drab setting, which I might add

G-POLICE: WEAPONS OF JUSTICE (ComTiMUuED)

T |-

MISSION BRIEF 1

The arrival of [he Marizes is st-tsmﬁﬁ away, Until then,
G-Police must keep this escalating §ang siluation ender
cantrol.

A1 ity keen an eye cut for eything suspicifius in Bll:r gema,
syrvellizece reports recent q;ﬂg activity i some sectors, You'l

| cept; does not pose major problems.
The craft is quick, in terms of accel-
I cration, but can tend towards slug-
gishness when turning. This is some-
J§ | thing to be aware of initially, if you
don't want mouthfuls of pavement

tie briefed further froe our T.0.C, ||a<1.=rdl'.‘-.:.:rullamr ] after attempting a rather steep dive.
Wrng o BICCOL F But none of these represent major
A - control problems.
~ - | The missions represented in G-Police
o | A E=| 2 are long and various, and number
| 5 35 in total, Basically this means that
it's worth more than a couple of
I ! A Vicroll Up-Dentn @ Page Down hours of game play. Whelhir you're
(&) Back START - Next Screen J busting gangs on a routine patrol, or
trying to prevent a breakout from

enhances the game no end - the graphics
are crisp, clear and smooth. The inevitable
clipping problems that seem to creep into
most PlayStation games are present, but
generally only occur if you're thick enough
to go crashing into everything you see. Fly
praperly, and clipping will not be a prob-
lem. Excellent visual effects also abound,
with beautifully handled explosions being

the penitentiary, the missions are
fast paced, exciting and fun. You won't do
the same thing twice in this game, and a
multitude of weapons that become avail-
able as you progress through the levels
make for even greater variation. Three
vehicles, namely the gun-ship, cop car and
the impressive Raptor MKIL ground assault
vehicle will all have you at the helm, just

the prime. — o make
Small explo- EENROTNT '--u::‘ SUre you
sions (like HAOE % =7 | don't get
those of o e ql‘: bored flying
gangster 1:"1*'5 . o the same
craft in mid- 3 TE‘:"‘ R ke 3 v~ 50 old thing all
vaporisation) CE { the time.
are pretty = g [t Add to that
enough, but -"1.' the three
F AN S ;

try blowing [ 3) difficulty
up a building !g',g 100 levels, and
for a truly yiu m_Lghl
spectacular, just !fi!l] be
whiteout 2 playing G-
experience! L { Police by
The whole | W the limn.z
graphics | P you retire.
package that sirinuan (D) @*—L:u The story
C-Folﬁ'p rep- rhikiralil i SE EFHEM line behind
resents is not __'“,‘—é.?._ % G-Police 2 is
eve-candy, s ——— far better

= LOW LEVEL FLYING = LITERALLY] than the

because it
could never
be called pretty, but it is still impressive.

So it looks good and sounds good. But is it
playable? It certainly is! The controls are
comprehensive and simple to master.
Getting used to the physics of the game
may take you a little while, but that's pretty
usual anyway, 50 there are no complaints
there. One questionable decision lies in the
configuration of the thrust controls - flying
forward required pressing the button clos-
est to you, and reversing the button furthest
away. It seems that this is a little back-
wards, but once you get used to the con-
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~and siibjugation’ A solid .~

" title; no doubt, that will

‘eritertain many gamers
for a long time.

¥

majority of
tales that accompany this type of game. It
actually gets quite complex and engrossing
after a while, and will keep you playing
just to see what happens next. Combined
with stunning cinematic sequences, the
story line makes G Police 2 exciting to

watch as well as play. The whaole package is *

slick, neat and really impressive. There
should be very few people who do

not enjoy strapping themselves into
the cockpit of a G-Paolice vehicle
and dispensing some instant and
in-your-face justice!
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First came Time Crisis, complete with the GunCon. Then Namco brought us Paint Blank, which also utilised the GunCon45,

but instead of shooting al real people you were pitted against menacing targets. Now comes the sequel... Madman The history of Motorbike Racing Simulation on the PlayStation is a non-existent affair. Nobody can really pinpoint why, but

| Point Blan ymily- T blast ace Iy {1 bu } ks | I b canaaters) are most of the conclusions stem from the demographic age group associated with the PlayStation. Superbikes is accurately asso-
oard § o ciated with the older more mature gamer that prefers the realistic simulation to the arcade, now THQ have seen the opportuni-
ads in ty to offer both in one, broadening its options to young and old. -
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vd, Paint Bl
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owhere in the history of the

PlayStation have we come up
with a comparative title for Castrol
Honda Superbikes except for simi
larities in Road Rash and Motor
Racer from Electronic Arts. THQ

S0l

JEIONDA

extremely difficult to beat. One
interesting piece of frivia is that you
can race in Ace level against 23 Al
controlled opponents, but | honestly
feel your biggest threat comes fram
yourself as vou attempt to go faster
and keep your rear-end in the saddle

realised the potential of bringing the
Superbike Championship to the S U P E R B I K E at the same time.
PlayStation after the succesful of the Castrol Honda Superbike has realis-

tic revving sounds and a vibing

title on the PC. It is not really sure

out competition in the genre it
should perform well.
Getting down to the finer details of Castrol
Honda Superbikes, you only have the
pption of riding for the Castrol Honda
Championship winning team of 1997, not
that that is such a bad thing, my only gripe
is that its two years old. You race on the
winning bike of
1997, the Honda
RC45, which in
those days was
electrifving. If
modern day success
i= anything to go
by then it could be
said that 1998 was
a disappointment
for the team, but
1999 is turning oul
to be more successful
after a few wins
against the Dukati team
of Carl Fogarty
The portal from the PC to the PSX for
CHSWC was not as seamless as [ anticipat-
ed. Graphical glitches can be picked up at
will and quality is certainly lost somewhere
along the way. If you take the current crop
of titles on the PSX as standard, then you
could argue the fact that it's quite disap-
pointing to say the least. There are good

things going for it though with the use of
high tech motion capture, the rider and bike
animations are smooth and realistic. Certain
graphical touches such as smoke billowing
from the exhaust and tyre marks from
taking too much out of a corner help to
complete the attention to detail. All the
tracks have been recreated in applausible
detail and THQ have added some inter-
esting street circuits that will test your
resilience most of the time

It is highly recommended that you have a
Dual Shock controller or similar control
mechanism in order to maximise your
playing pleasure. It's extremely difficult
to master the normal button and digital
left and right movements of the standard
controllers especially on the more diffi-
cult settings. With the Dal Shock you are
able to manipulate the amount of speed
and turning needed to negotiate the tight
cornering of the circuits. This is also depen-
dant on how well you look after you bike
because the more damage it sustains, the
harder it is to control, or should 1 say the
harder it will pull to either side. There is no
visible damage on the bike (or the rider,
next please) except for a small visual guide
on the left of the screen, which explains the
area of the bike that has taken damage.

For all the Superbike and general racing
fans out there who want total control over
their racing pleasure, then Castrol Honda
Superbike offers you plenty of that
Selections vary from rookie to ace levels,
each selection can offer help for the begin-
ner right through to the ultimate challenge
for the experts. The AT is not of the highest
calibre but does scale according to

whether the portal will be success or heavy rock soundtrack, but for the
not but my prediction is that with- maost part the sound is average. A
thumbs-up goestothe addidon of

adjusting and ifiproving your bike’s
performance before a race, with a few tips
thrown in from the Castrol Honda team,
giving the simulation fan a little more to

LT M- O~ E T, fS. 48
£ A -

tinkle with. There is also the 2-player
option with split screen (vertical or hori-
zontal) support for challenging your friends
and foes. After completing the game on Ace
level you are awarded the sole use of the
famous Montegi test circuit as reward for
your efforts (it's something).

I have to admit that Castrol Honda
Superbikes is an enjoyable game that preys
on my Superbike addiction but it is not an
overwhelming picce of software by no
means. Pinpointing the eye-catching fea-
tures is difficult but then the same goes for
its failures. If your interest lies in the genre
then a recommendation must be given,

STORM

your level of expertise, I found

awnrmrs that at as you make the transition ]
Target Shooter Sl to semi-pro that the Al takes s | g = | oo
- R A 3 4 : s - =
drastic advancement and is Playstation Racing Simulator
: Point Blﬂl‘lk 2 Publish An
combines the wins Par average title :
ning formula of the orig- that neither shines !
inal with tons more levels, nor disappoints. The use .
improved graphics and Multiplayer - Comparitives of the 1997 Castrol Honda |
souind, A gred gamie if you Superbike is rather outdat- Multiplaye
have a light-gun and an : ed but effective with its sup-
excellent party game. i you port of the simulation. Good (o = 6
enjoyed the first Graphics Sound - Control v Brory Continuity - Playabillty support for arcade and sim- 3
Story Continuity Plinyatiity

Paint Blank,
you'll love P!

ulation fans alike is the Brapiics

catch net for what
could have been a
heavy fall,
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It seems that every second game made for the PlayStation today is a racing game. This is quite annoying, because itimp
developers are capable of nothing more than simulating racing around a track, One of the greatest criticisms that non-censole
players have is that variety is somewhat lacking in games made for use with television sets. So it doesn't really help when yel
another racing simulator crosses my desk - the immediate response is "ah, no man. Nol anothe ! -

much really be done w |Fr the ack. But th i rtain indefir
genre? Let's Fa nething i ul that maks
nd a i

It essentia game is the fact the R ] e quality
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Wipdoutis a Developer:

fast, addictive racing i
gamie. In a market

where racing games are

all . P LEOMwin ; E - | s
far ftanirmeypuss the Multiplayer Comparitives i | F.
impact of WipJout iz slightly G Pl a
dulled, but the game is fun, - : J
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We've all heard the tales of babies being raised by waolves, apes and given time possibly even aliens too.
However, it is only in the fantastic world of computer games that tiny furry characters with huge eyes can raise
a single toothed bright-green crocodile. Throughout the upbringing, you have to wonder if this crocodile ever
realised that he was being raised by a potential late afternoon snack, but that's a different game altogether. 1t's
more 3D-platform fun and this time you control a crocodile instead of a bandicoot. - RedTide

1 single crystal, Play it this way

and you've gol aboul two

v thae either stranded or captured Gobbos or

= wur tale begins, not (oo long a
{K_ Gobbo Islands. & baby crocodile is finding special items. There are a few

found by a friendly race of small furry alternative play-style levels scattened weeks of plaving time until
d Gobbos who inhabit

ation. The king

you comploete the whole

creaturnes oo arcund where you'll be able to fly

this remote 1
of the Gobbos took il upon himself Lo

el forr a hot air balloon, ride a smow- thing, however if you start

ball and even drive a kart. Each looking for the real secrets
lewvel has a hundred standard crys-

tals hidden in it finding them all

vou'll be playing lor a

raise the voung crocodile, 1
him the ways of the tribe and giving him
the imaginative name of Croc, One day

aching

maonth, casy. The amount of

me invelved here is

playing
stounding and represents real
value for money. The develop
rrs have also changed the

waly vou progressively move
through the

e

means vour health will be fully
an evil magician restored. There are
going by also five

wirld
by

IR
of Baromn coloured crystals in cach
level, these are really hard to get or fod bt i

using a ‘hub system
The game operates
primarily off four dif

Pante captured all the Gobbos and the king
d o yiou do find all five vou'll receive a special

golden Cobbo stalue. Find all the statues in
the hub vou're plaving and you'll be able to

leaving poor little Croc, who manag,
evade capture, alome. That was the first game,
and we saw Croc fighting against all odds, ferent hubs or tribes of
rescuing the Gobbos and finally defeating the
evil Baron Dante. In this second game, the evil find a hidden jigsaw puzele picce. Once all

play through a secret level where vou must Cuobbos, there is a fifth

hub hidden in the game
minions of Dante, the Dantinis have somehow but this ‘secret level” really
resurrecked the Baron Dante from his tempo-

rary grave. The first introductory movee

requires some serious play
timet to unlock. The first

tribe you'll meet a8 vou arrive
from the island is the Sailor Tribe, followed by
the Cossack Tribwe, the Prehistoric Tribe and
fimally the Inca Tribe, The Gobbos in each area
are dressed differently and the graphical
nuances are indicative of the different tribae

themes in the game, The differ

ent hubs all have five separate

serves as the reason why you're battling the
odds again but in the next movie segmuent

vou sew Croc discover a message ina bolttle on
the beach with a note inside. The message has
iby erocodile footprint on it and o message
from Croc's real parents and the king tells
Croc o try and find his folks on the maimland

Si E|1|_d sliry I_"|_'I-"'!||:1_ SOLIT O I:-I“ qLiest is
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find your parents and on the levels and two different boss

way help all the Gobbos you
meet defeat the Dantinis and
their boss Baren Dante

levels each, these levels must

be completed successfully
Barfiore mmow mng onlo the next

main hub, As you travel

arpund the different hubs

vou'll run into Gobbos with

problems - solving the
problem, be il racing a

boat or rescuing Gobbos

HEAPS © SETUFF TO DO

‘ four puzele picces are found you'll be able to
3 y

[T basic idea behing the enter the Lost Levels, plaving through these

game is focantrol e *
through the many 30 levels,

defeating the bad guys, col

secred levels complites the game one hundred
) percent. 1t isn't imperative that vou find
& all the special secrets in the game amd it

is possible to finish it without picking ap from a buming jungle,
F B jung

lecting crystals and rescuing

CROC 2 icontinuen)

equals a completed level. The playing area s
massive, almost overwhelming when you first
realise the true scope of the game and this
represents one of the firsl obvious improve-
ments over the original title, there's just mone
of it. Each hub also leatures a convenience
store run by a fellow called Swap Meel Pets
where goods can be purchased using a spe-
cial credit card system linked o how
many crystals you find
while playing the dif-
ferent levels. In the
shop you can buy
Heart Pots, this effee
tively represents the
amount of lives you have
to play with, the more pots
vou have the more hearts
vou can keep Besides the
Heart Pots you can also buy
Clockwork Gobbos, wind up
towv Gaobbos that allow Croc
to firel extra crystals in
the levels, On the
shelves in the
store there are
a thiree dif
ferent kinds
of Jelly Jumps
that Croc can use al specially marked loca
tions in most levels o allow him to jump

al

higher or further and thus collect maore er
tals of tlems. While vou move through the
levels yvou'll also discover balloons that Croc
can ride to hard (o reach places or simply o
take him back to the beginning of a tricky
area, Boxes feature big in the game and must

 REVIEWS UNDER FIRE

par stomped an which will
either reveal crystals or special
platdorms, some boxes explode
a short while after being land-
v on and others just fall apart
Croc can also push some boxes
arcund to allow
him Lo get to
hiard Lo reach
places or per-
manintly

keep buttons
depressed.

Buill inlo some

levels are jovial bars in others, Chverall the game
walls thak can isn’t the best looking or sounding ever
be climbed,

these are some

but is definitely above average in evien
respect. Lroc can wy k por mu®, |umg Al
attack, push, pick up and f'r1r-::\ﬁ' certain
objects, ¢limb and use his backpack S

Himes hard b see so yvou'll have
to keep those eyes apen, While
playing a level you can save
your progress lemporarily by
hitting special gongs in some
sections of the level with
Croc's tail, these then become
the new starting spat should
you die in the level. The other
type of gong is a Swap Mect
et Gong that will transport
vou to the local store to stk
up on lives or Jelly Jumps. I
v look at all the different
levels, playing styles, size and

seope on offer here you can't
help but be impressed with

this =equel, in all of these areas

combimations are possible including the Tripl
[ump and the Flip Jump. Croc can also Swing
hand over hand from monkey bars (o get

‘s pasy getling him to do all these

the development team have
outdone themselves in giving
the plaver much more to do

around, i
moves and evervthing works quite well up to
a paint, In spite of everything, control
ling this little green coocodile is a painful
and frustrating expericnce, you can

Ear AMD BRAINM B 0
S0 far so good, everything is bigg
ter, now let’s look at the other 'important’

er and bet-

components - graphics, sound, control

and finally playing the game never seem to get him to do what you

Craphically Croc 2 is far
superior to the Previous

wame - the graph

want resulting in numerous deaths,
The exact nature of the problem is
hard 1o define but it has plenty to do
ics are crisp, with turning Croc around and lateral
clear and wonder- movement while run-
ning. Mow add to
this ‘tricky’
control

fully atmospheric

depending on where
v are. Mot
everything is per
fect though and on

problem

‘ thie

many eccasions
small clipping,
problems appear,

ruining the expers-

ence. The game also suf-
fers from dislance foggEing
this is well implemented in
the game so ends up nol
fooking all that '|.‘|.'l.!||ln1l
while playing and defi
nitely doesn’t detract
from the game, but it is
tha
then. All the game's sound effects are exe-

vewery now and

cuted on cue and will extract more than a few
similes for being terribly cute il nothing else
The music is functional, nothing special and
instantly forgotten, the tracks are nice o listen
to while playing and in mosl cases sum up the
current urgency of the on-screen action wilh

dramatic tones in some cases and light
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Speed around dinner tables, work benches, pic-
nic spots and music studios in luibo charged,
e e diminutive vehicles. This game is a firm
MicroMachines g favourite with gamers the word over, in which
- — up b four players can duke it out in over 17 dif-
ferent sea, air and land vehicles in the guest o
be the king of miniatune racing: This is a manic,
thrill a mindte game, full of fun and laughter,

Head, League and Time Trial play styles, cou-
pled with fully sampled music and brilliant
sounad effects. Quick thinking and siv tactics
form a large part ol this game as you try to do
vour opponents over whilt trying to stay on the
straight and narmow yoursclf, Careen past
kmives and forks, speed OVET rotating corncobs,
avoid dangerous power tools, and punch the gas over piang kevboards. And, as if that
 isn't enough, a full track editor is supplied, so thist vou can design your own perilous
minkatine: mcetracks to challenge yoursclf and your friends. Micro Machines 2: Turbo
Tournamenl is a fast paced, Jaugh a minute racer that will keep you busy for ages.

It's a wonderiul thing when a game bith edu-
cates and entertaing. The value of such games s
totally underestimated, and they are so often
passed over in favour of other titles, The Pink
Panther's Passport to Peril is such'a game - ane
thiat will teach you while it entertains you.
Take the part of that wornderiul cartoon charac
ter, the Pink Panther; as vou ane charged with
protecting the children of top international
politicians. Travel from Bombay to Caino, the
Himalayas to London and bevond as vour
adventures span the globe in this informative
and entertaining game. This is a true adventun
gaime, in which puzzles and mysterics are
o | mixed with skill challenges and humorous sito-
- o, Thi whole thing looks; soumds and feels
{ just like a real Pink Panther cartoon, making the problem solving and logical thinking

| required by the game more Al than can be imagined. You won'l even realise that

you're working your mind whilé you giggle vour way around the world: Thisis a game
for kidds from 8 to B8 - everyone will enjov this adventure!

This double title racing sct is porfect for lovers
of motor sport simulators. The frst title takes
yiou through the entite Nelwork () RAC rally
series, with 35 stages to challenge and entertain
you. You may cheose from mulliple weather
and track conditions, times and five cars, to

keep things fresh and challinging, The 350 miles

B of the RAC rally championship has been

T N painstakingly mecreated within this btle, in vrder
L _ﬂ [ N BBt fo fend it thie greatest amount of authenticily

'Q i poasible. Digitised spoech serves as your oo
| driver, helping vounavigate through seine of

the toughest rally courses in the world. Formula .

1 Grand Prix takes the racing theme to 2 whole
différent area. With this game, vou get into the
- drivers seat of the most prestigious motor sport
event the world over. This game includies detailed versions and scenery from 16 of the

§ asing aNpRTENCE

Four game modes allovw for Chatleige, Head-to- B8

This combsy leatures
twio of the most pop-
ulir games ever! Sid
Mever's Civilization
is a wonderfully pop-
ular management /
strateqy title that has
set thie standard for
eviery similar title
that followed in its
footstips. In this
AP, EVEry major
decision is yours to
make; be it political,
economic or military.
L ¢ This is'a thought pro-
vaking, interesting and engrossng game hat allows you to
rAise vour pwn persomal civilisation from obscurity W goeal-

 ness, all on your PC. Form history as you steer your closen
i people from J000BC to the future in an altempt fo create a

society that will stand up 1o the rigors of time. Wonms is one
of the best pames ever, despite all predictions: Take your
army of dedicated, cute, cuddly and completely psychopath-

H ic worms and blast the living daylights out of the opposition. §

Arm your men with maching guns, hand grenades, rocket
lasnchers, goided missiles, air strikes and exploding sheep
{to mamiv but & few) and enter the greatest platform based
war of all time. Worms will supply vou with vear's worth of
thrills, excitement and, above all, bellyaching laughter.

o Random level generators make multiplaver games limitless,
1 with up to sixteen playensall on the same PC. This is one

turn-based game that will certainly become a social vvent,
resulting in aching sides, paranota and slecp deprivation.

Experience the specd,
challenge and thell of
thwe full RAC British
Rally Season behind

the wheel of o Subary [

Tmpresa Tucbo with
the (1 Range's Rally
Champicnship, the
official RAC rally
simulation. This

e - thrilling game
includes all the races

from the entire British [
Rally season made up |

of a total of 28 races.

Six cars, including the £

Subaru Impreza Turbo, Renault Maxi Megane and YW Golf
Gl 16V are availabbe to tackle these challenging and accu-
rately reprosented tracks: All sound effects are wonderfully

i authentic, having been recorded from actual raliy cars in

action. All in-game commenlary s supplied by the legendary
Toy Mason, who also fills in as the voice of your navigator,
Thiree views are available fr sult your own play style, as well

| a5 four game muodes - championship, arcade, individual and

timie trials - o challenge vour skill behind the "wheel.” Add

1 1o that full weather and road surface effects and you have

quite a race waiting for you! You can even get vour friends in
on the action, with up to 8 playvers available via network for
some of the most frantic racing action you'll ever have in

f‘i%ﬂ-:rmné-m._-cﬁ;ﬁ
MAWAGER

Enter the world created by award winning sci-
ence: fiction author Frank Herbert: Take control
of Paul Alreides, as hie enters on his quest to dis
cover the mysteries of i sirange desert planc

P, and those locked within himself. The sur- (8

real, mysterious setting Is caplured perfectly in
this strategy cum management classic. Battle
agairst the machinations of the dark and horri-
fying Harkonnen elan ona political and strate.
gic level, while enlering the strange adventure

that b= Paul's life, Mect the strange inhabitants Gf B

this world, and devilop political and économi-
cal Hes with them: Can vou be the saviour of
Drane? Well, only skill and thought will get you
tor that point as you explore an entire world in
youir quest b becomie the legendary Mua'Dib.

With a story fine that faithfully follows |Herbert's

classic soi-fi-series, Dune is an engrossing mind

trip through an alien world. Beautiful graphics combined with compelling game play
ke Dune something well worth experiencing, for both fans and new comers alike.

] Imagine an innocent vacation in Pars tuming

into a strange and dangerous mystery, the out-
come of which coubd change the futune of
mankind. That's cxactly what happens in
firoken Swiord, a thrilling adventure from the
makars of the highly acclaimed Lure of the
Temptress and Benweath a Steal Sky. Good graph-
i and sound combine with an intriguing story
line: torcreate a game thiat is & definite classic in

——1 “fls pwn right. Not an action packed shooter,

Broken Sword none the less neguines quick
thinking and nerves of steel to play. As George

| Stobbard, vou enter the world of Broken Sword, @8

to discover an earth-shattering plot that could
change the desting of humanity. Embark on an
exciting amd dangerous adventure that spans

thae globe as you puzeke your way 1o the bottom .

of their monsteous plan, This certainly is & chal-

| lenging game, with many mysteries, puzzles and enigmas (o entertain you for many
hoirs. Tt requines a strong resolvie, guls and determination to get to the bottom of the

The world's best loved sport is soccer, without §
doubt, and we often get to see the leams per-
forming at their peak on playing felds from
arcund the globe. We feel the excitement as they
outplay their opponents and ore wonderful
goals against all odds. And on lop of it all sits
the Enplish Premier League, with & following
around the globe. This is the high-profile world

B of action, spills and chance goals, but what of

the faces behind the scenes? What aboul thise
prople whe make the decisions thal can make
or break a team's future? Thal's where you
comi in. In Championship Manager 2, vou et
ke be that all-important person. The one that

= makes all the major decisions for the feam that
& you choose, This sophisticated game includes

| Terracide is a space
shooter thal takes its
basis from the theo-
rised effects that
{ alien planets would
have on the human
body and psyche.
Csite simply, human
ooRomiis iR few
forlds would adapt

10 their new envinn- 59

ments, becoming so-
called "mutants”
because of the rigors
of living on an alien
E planel. The game
begins with a large
fleet of ships con= §
aining mutants which is detected heading towards the plan- |5
el Farth. These colendsts, now changed in bizarne ways and
retaining little semblance of humanity, are intent on exacting
revenge on the inhabitants of Earth, who sent them out into
the stars to colanise new worlds long ago, and then forgot

B bout them. The only way tu stop these horrific creatures
| from destroying the Tarth is by getting a small ship through
| their scanner defences, and destroving them feoan the inside.

And, of course, you are thee pilol for that craft. Will you be

i able o take on this threat? Do vou hiave the guts 1o take on

the vast invading foroe? Lk viou realise that failure means

| extinetion of the entine human race?

Terracide is o fast paced, thrilling, action packed game in

§ whichi tinwe (s of the essence; and failune is not an option.

Combat flight simui-
Laters are a very pop- 8
ular genre of gami,
and it is great to see
oniehil the shelves as
M part of the Sold Out
| Range. In this combat

simulator, vou take
i the skies in an F-16 8
Faloon, pitting your
courage and wits
against enemies fly-
inge Mirages, MiGs,
S0i-255 and 527
Chinse your
weaponry and flight
paths as you train in
Saudi Arabia, then

campaign in Panama, Kuwait and Isracl. Engage your ene-

miws ina deadly arial ballet, where loging means certain

death or at least a quick retuen trip to the ground, As with all

| flight simulators, Faleon 3.4 takes you up against tough
& | opponents who want to see you shot out of the sky just as
3 ¢ mm_'h ak you want lo see them go down in flames. O take on
a friend via the modem play version incuded inthe package
I 3= an added bonus. Good graphics and excellent souncd
| effects make Falcon 3.0 an almost real life experience. Feel
o the theill'of air combat i you engage n nail biting dogfights
|| around the globe, armed with high tech weaponry and with

b Lioth the English and Scottish leagues, and
allows the player full control over the team.
Enter inmo the world of soccer management with Championship Manager 2 - you can
| cven take on seven other players o complete the challenge!

front of your compuler. This budget title is a true ‘value
! product’, guaranteed to supply you with a huge amount of
& enjoyment for quite some time o comet

| one of the world's best aircralt at your beck and call. Faleon

waorld's best known racing circuits, from Mexico City to Monaco. Add to all of that a
3.0 will blow your away!

| quick start facility, comprehensive cockpit set-ups, five levels of difficulty and multi- -
player options, and vou certainky have a game that's worth it's megabytes in gold. :
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Did you just buy yourself a new 3D accelerator? Maybe you bought a TNT-2 based card or maybe Voodoo3 based board. It cost
you an arm and a leg and finally you have the latest in 3D-accelerator technology, or so you might think. Currently outpacing
the CPU, which doubles performance roughly every 18 months, graphics accelerators are set to double performance every 6
months, and nVidia has made an announcemenlt concerning their new next generation chipset, which are due to ship by the time

PERIPHERALS

RECDWARE BYF

you read this.

he sy chipset tithsd GeForce 256 from nVidia

i= really going to be pushing the envelopse anl
ihiks Himee we will not only see increased frame rates
but also richer, crisper and clearer representations of
30 envirenmaents, Unlike previows generations of
31 acoelerators, which kept on pushing the per
frmange envelope by bringing s faster and faster
frame rates, the ness GeForoe 256 s not only aiming
at bringing increaged performance but also promises
to advance 30 agceleration into a whole new dimen
sion of increescd realism
This chip=et will be bringing some very high-end
technology to the ballpark, technology wswally
reserved for professional Open(GL cards such as the
ones made by 30 Labs and Intergraph, The key
wuords for nVidias GeForce 256 chipset ane
Transformation & Lighting engines {alsa called
Geometry and Lighting Lnits’), Cubic
Environment Mapping, s a 256-bit rendering

pipeline

THL AND WHAT IT WILL DO FOR GAMINGT

S0 just exactly what is Transformation &
Lighting and how will it benefit us gamers al the
end of the day is the question | hear from everyone
out thore.

Simply put T&L engines will allow for mone
photo-nealistic environments with higher poly-

gon counts and realistic lighting effects, which

in turm will allow developers to bring us more
rmersive games. Imagine playing a Lara

Croft game where Lara actually looks like she does
on the box, This is going to bevome 4 reality in the
not too far distant future and the inclusion of dedi
cated T&L units i3 a step in the right direction. The
GeForee 256 will be the first mainstream 3= graph-
pes chip to integrate discrete transform and lighting
(T&L) units on the chip,

Lintil now a lot of processing OM UPORADING

power from the CPU has been | From an upgrading perspective 1 think
thene are quite 3 few graphics accelera

| tor ewners grinding their beeth right
now, alter reading this articke. At rough- | when motion is introduced or

rsponisible for doing T&L cal
culations and this inevitably
takes away processing power
that could have been belter
s for other tasks such as

| ]'!." E15000+ vy Fimne @ new | hl|m'l 5
| releasesd, keeping up with the latest and

benefil the most with improved realism and mone
ey candy: graphics is after all the mesd impaortani
lacior inca gama: aftor _|:.|.||1:'!1|:.|:.'

CuBIE ENVIAOMHMENT MARMNG
Up until now developers have
bewn wsing Sphere

tg’:f:-f W= e

eFORCE"

Enwvironment Mapping, which ercates a mealisdic
rellection off of reflective objects, unforiunately the
reflection only looks realisiic while the object is sta-
tionary. Cnce any motion |5 introduced or the cam
era angle is changed vou can pick up that the neflec-
ton doesn't change with the motion anid then
changes to a very discemible fake reflection. To pro-
widle more realism the Geloroe
256 will support the mone
advanoed method of Culi
Environment mapping, which
offers pealistic reflleclions, even

the camera angle changedd,
According fo nW¥idia YO Can

more advanced Al routines or | greatest graphics technology can become | even zoom up close o reflective

more realistic phvsios models. | quite expensive. Very few gamers can

objects with this method with

1f vou also take into considera- | afferd o keep paving that amount of | out any boss in quality seen on

tion that CPLUs are currently
nob advancing as fast as graph

cash every six months. Unfortunately or | the reflection
fortunately depending on your perspec-
ics accelerators, one can sev | tiver there is no show down in sight, and

Z56-8T AEMDERING ENOINE

the need for graphics accelera- | we have to bite the proverbial bullet as it | The GeForce 256 is also aiming

tors taking awiy some of these | were and keep forking out if we wani
processing burdens so that the | immediate scoess to the latest technolo-
ey | would recormmend that anyone tak- | market and promizes to deliver

UReT eXpPeTIENCE Can continue

o evolve, and not be hindered | ing their gaming seriously put away
some cash every month so vou can
afford these cands when they ane
released, or at least purchase every sec-

by the limitations of the CPL
T I_l.‘.!\'ilh:lh‘_&!l."'; IH tl.r-!'tlil'.'t‘
thisar interise cale ||r.‘1'l||\|'|5 {15
the 3D ¢ ||:|E“||.-"L‘|. This is why
nVidia are incorporating dedi

ond generation if it is going to sirain
your budget too much

|t b thee Dirst chap with a 256-
bit rendering engine on the

the ability to render four 32-hit
pixels per cliwk cycle, twice as
many as the Riva TNT2 chipset.
Calld the QuadEngine archi
tecture, there will be four &4-bit
rendering pipelines o process

cated Transformation &
Lighting engine= into the chip themselves. Not only
dews thix lighten the processing load on the CT'U,
but due to the specialised nature of 30 accelerators
and the general purpose nature of the CP'LL these
cards can do the caleulations a lol faster than Lhe
CPU could ever hope to do. With a simple lighting
seenario nVidia |5 stating that the GeForoe 256 s
four to five times (aster than a Mentium 111 550, but
they have measuned specd differences of up to 10
tirnes faster

Ihis will give developers more provessing power on
thar CPPLY 1o use for other tasks while simulbimeously
giving them access 1o more advanced hardware
accelerated T&L functions on the 3D chipsets. At the
end of the day it i a win-win siluation for basth
sgami developers and gamers. Obviously we gamers

one 32-bit pixed cach per clock
cvche. This combaned with a 480 million pivel /sec
fill rate will make the GeForce the fastest graphics
accelerator o hil the markel yel, and all of this just
for gaming. | can't wait to get my hands on a nefer-
ence board to do some serionus Quake TIT lesting.
With an estimated 50 Cigaflops of processing power
the CarForee 256 will be capabile of an unprecedient
el 15 million sustained polygons per second,
enough o draw a scene that is twice as mealistic as
current A0 accelerators

nVidia is al=o hoping that cards based on the
GeForee 256 will be used on high-end workstations
for CAD/CAM applications. [EUwill give decent
enough acceleration under 31 programs making use
of the OpenGL AL arwd it will be cheaper than the
professional ddnds that most A0 dévelopers use

Soul Assassin

OTHER IMPORTANT FAOTORS
nVidia will have support for Directs 7
im thee drivers for the GeForce since
it should have bren nelessed by
thar Eime the first cards appear
om the markel, which should
be in Late September in
thie States and probably
Tate October for
South Alrica. As
always the cand
wanll comme
with support
for the Direct3l
and OpenisL Al'ls
making it capabbe of
runming any of the newer
samies an the market.
Unfortunately the only games that
wodt'| be able 1o run on the GelForce will be
old legary games making use of SIMxs progri-
etary Glide APL but this is to be expected since
306 will not allow other chipset vendors to run
Clicle games
As we have come o expect from nVidia's chipsots,
the GeForce 256 will be a 20/ 303 solution, as the
TNT and TNT2 were, and will ship with a 350 MHz
RAMIPAC for optimum 2D performance. The chip
will al=o have support for DVD motion compensa-
than for use with DVD playback and it will alss
have support for using a TV Out via an external
control chip should a card developer wish to make
use of it
The GeForce 25/ will also have support for 4X AGE
and by the time the first cards appear on the market
Intel should have also released their B20-contraller
chip, which will enable cards o make use of the 4%
technodogy. Lintil now the TNT2 has had support for
X but due to the delay of the 820 chipset nome of us
has seen what the graphics accelerators perform-
ance increase will be when wsing this technology,
Orverall one can say that the GeForce 256 is a very
ambiticus development by n'Vidia and promises to
push graphics acceleration into a new era whan: not
only can we look forward to increased Trame rates
but also to more detailed and immersive games. |
for ane am definilely looking forward o the
CuwForce 256, but the laste is in the pudding. Kocp
an eye out for the GeForoe 256 review that we will
Pﬁli\rm as soon as we reocivie ome of these Tankastic
boarnds for testing - Soml Assassin

T
i QUOTES FROM THE INDUSTARY

“It &= firsd. Very, very fast. [t hos the highest fill rate of
ity card e frave eper besied, s fmpron
ity omer TAT2, aord of wioes Fmicdeimie stores -Hl".._l':.u-l.-'l
Hun the mext closest soare with exirenely rare hefa

y U ANTIRRODE TR

Froiege dpueal

Pl tieronaghpmt wsdll defimitel

s Hhreir drivers nature,”
Jirhn Carmack, id Soffwane

“The sheer poaver of NVIENA 2 mexd-geeralion GPU
vs ies greater freedans when designing characters and
Thee becTemloggy nod only alloes us W incorpo
riete imbelivoably defathed viswals, but it wlso offers the
ability te add more robust arttficial el A
.;.‘.:‘,'_l_\;.rj_ il more, Tie short, 68 de nexd gpind Shep in
ganting.”

Darren Falous

| VI and General Manager. Acclaim Studios

t likely to fool empty Trere {8

| "5t I

Irrsterd, won canit expect somie Ineltles M unprecedant-
|.-f acrle, § Uire by Fras dested e enging mith
[ tigr by 3500 shps fighifeg it aet,”

| David Gehringer. Mroduct Manages, Sierra Studios

D D  CCUED

T he market's
[ first seventh
generation xi6
FrOCCs50T from
ALY has sur
pris=ed the whole

computer industry, and for the Frovm a gaming point of view the AMID
first time the world's Lirgest Athlon processor makes an excellend
processer manufacturer, Intel, chodce. The AMD Athlon processor

s the first fully pipelined,
superscalar floaling point engine kor
xd6 platforms, This means that it has a
N very fast FPU and acoording to AMIY it
Ath’on is 357 faster than Intel's Xeon proces-
PEEETETT I sors and even rivals some RISC proces
sors on the market loday. As any

gamer should know the FP'LD s
extensively used when

finds itself in the precarious
pesition of playing catch-up
with a competitor. Built arcund
DEC Alpha technology the
Athlon is now the Tstest
processor curnently available,
the new "King of the FLIT

The AML Athlon consists Of mo

less than 22 mdllion transistors

and delivers the highest per- plavimg any
formance available today, be it

for business or pleasune. The processor is currently
available at 500 MEL2, 550 M-z, GO0 MH:z and
G500 Hz with the price ranging from R2I20.00 w0
R0 A Hittle mere expensive than Pentium 11
provessors, but the difference is marginal and you
get what you pay for.

The AMD Athlom ships with a 128 KB L1 cache, lour
timies the siee of the 32 KB L1 Cache found on
Pentium IT1 processors, This will ensure that the
AMD Athlon scales very well even as it approaches
a 1 GHz dlock speed. The inereased L1 cache
ersures that the processor can be fed with instruc-
tons just as well at 1 GHz as it can at 000 Mz
AMID also introduced the industrices
fastest fronl side bus running

ab 20081 Hz wsing the DEC EVe
bus protocol, The front side bus
has a peak Bandwidth ol 1.6
GB/ s and the bus is still =calable:
o 400Nz, which can incrvie:
the bandwidth to an amasing 3.2

3L
gamies and thene

tome will give ml.pn.'--.'m| per-
formance whaen playing these games,
The AMIDY Athlon also supports Intel's MMX
instruction sel and includes support for the
teww Inatruction added on the Pentiom 111
chipset. It also has Enhanced 30 MNow! sup-
port which is AMIYs version of MAMX,
although the two work very well logether. 1t
abso means that you have immediabe acoss
to a host of optimised display drivers
which makie v of 312 Now!

GB/s Comparatively Intel’s sys-
temn bus will only be capable of
1.06 GB /s once the i820 chipset s
released later this year, As vou can
e the AMIED bus 15 not only {aster
But also ubiliee= superior archilec
ture b0 the PH bus

s with any good news, there is always a
Titthe bacd news. While the AMLY Athlon
processor might look like it will fit into a

E vier since winning one of these

= ' =
motherboards
using a “slot
1" conmectior,
this is unfior-

Pentium 171

tanately mid
the case. AML dey \_'1Il1‘1'\|| a new connector named
Slot A’ which is incompatilile with "Slot 1°
Therefore anyorwe wishing 1o use an AMD Athlon
[rROCEr would have o upgrade their motherbsoand
b board that has the new connector ype.
alential buyers should also note that the AMLY
Athbon ix mot over-clocking friendly; a feature for
which previous AMID processors wen: nenowned,

The Athlon nequines specialised
expuabprment b over-clock the
processor. Something o keep
in mind if you'ne g fan of

ey AMIL
'.-"n..lt s ||n1_11ln stiand Iniel
will hve o dio something
drastic 1o catch up with
AMLDY The AMID
Adhlon is now defi-
nitely ‘the' processor

to consider when

upgrading, It offers

] proresssars.

faster speeds and
bastter bechnology than
the Pentim 1T and therefore gets
an Editor’s choice. 1t is aboul time that Intel
faces some real competition and this can only be
hasalthy for the market. For mone information on Lhis
amazing provessor make sure you visit

hitp: /S wwwamd.com

Pro's: First Real Intel Competitor
DEC EVE Bus Protocal
Fastesi Processor Avallabie

Con's:  Proprietary Slot A Connector
R 2120.00 - R 640000 (RRP)

fAthlon SO (A thipy G50
Virtual Media Systems

(Ol 768-6080

www.amdcoza

wd
babies at E3 1998 1 have been head
ovier heels im love with il 1t may seem
oxld that | am only actually reviewing
the Xterminztor now after so long, |ean

only say that 1 have tried to keep it a
grammable functions with an R-way

Digital Dhrectional Pad, as
well as my favourile
addition, the
I'Tu,lrmrrlnn.ﬂ
Directional Pad. The
unit cames with a

sevret for as long as 1 oould

qu\' II1'!| rI.‘IEII. ol
being the only per-
som in the office

to hawve ome
has comie

v an

abrupt Proportional

cnd with Throttle and &
thar mali Primary Buttons

wilh full pro-
grammability.
Uine of the maost
intenesting fiea-

sation of a
South African distributor in
Accord Multimedia

Let me firstly mention that this is

tures i the
Proportional Flippers
based al the top of the
Xterminator that utilises analog
simsifivity for thae Llln'm!r. B

an entirely bipsed review based on an
entine year of solely using the
Xierminator for all vy gamepad reguine
ments. The features are simple yeb incredi-
bly versatile for all your gaming requine-
Therne are #l=o wo Digital Trigaers
and an S-way Hat Switch, all posi-
toned for convenient acoessibility, Add
t that a buili-in two-player conmector for
-.Pln screen multiplayer and you get ome ol
thi most dymamic contrallers available in
South Africa, The Xtermmnator is designed with
onae thing in mind - comfort. All buttons and slid

mants including the odd action Mlight sim
o twes, It I= totally programmable and
comes with the Gravis Keyvset Manager
for excellent gaming support and case

of use. The drivers are easily mstalled
with full support for Windows 98,

which in turn means no calibrating or
settings. The leatures include 19 pro

S VOLUME 2

ers are positioned almost pertectly,
nothing really gets in tha way of its
versalility. The only slight downiall =
the price, which is a little heavy at
R5E2.00, bul then vou normally pay
for the better peripherals. Helping
the pricing factor is Accord
Mullimedia's 3-year warranty, but |
can persomally vouch for the dura
bility of the unit. Alter almost &
year and a hall [ have battled to
find any gamepad that comes

close to my Xterminator’s dura-

bility and comfort. This is NAGs
gamepad of choee thus far

Pro's: 9 Fully Programmabie Selections
Excellent Game Support
Proportional Directional Thumb Pad
vCDﬂIE.: Heavy Price Tag
R 569,00 (RRP)
Accord Multimedia
E-Mall: amendelsohn@bulitech.com
(ON) 3I5-8277
www.gravis.com
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"'} vier the last few vears speaker systems hav

L bowotne an inbegral part of a computer sy stem
whether il be for gamir r for musical listening
pleasure. In th
migs havie bevn ol

v hanad ful of compa
build the reputation of build
= that

i high alitsy speaker sys
offer excellent perform
companics being Alte

g, Then

v alimioest endless

ol the compuber
ands on tha 5

range of speakers i
A
user, | finally got my
speaker ADA 305 Lig
tem, thougzh it
row, is sl on the wpper wrung, ol the

T oot thae pases

Powwinculye svs-

beien ot for sorme Hime

spueaker Tndkder

315 15 a F-speaker svstem but i aclu-

ally contains 5 speakers thal drivies the
that is sup

games oday. One speaker

Diodby® Pros Logzic imbegral

[R1g

- ||."'|.IL1 =) walls

v 3-inch drive o o

towards the cormer of Hhie room

contains b
the dr 5 B
give the impn

of surround sound. You could
consider that cheating but 1t is most efective when
usaed with Dalbw® Pro Logic, You may ask what is
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t's faster, bigger, better and boasts possibly the maost

news is that the rest of the world, including South Africa is

advanced multimedia chip-set in the world, it's the | going to have to wait a little longer until Sony's new dream

PlayStation 2 and we've got the pictures. Below you'll find
details on the new controller, memory cards and some of
the games that will be released when the unit goes on
sale in Japan on the 4th of March 2000. The only bad

Your first look at what the PSX2 looks like..

The technical specifications below sound very
impressive, but can also tend to be o little con-
fusing... just know this, each of these single
components are very impressive on their own,
now put them all together in a single machine
and you have pure FAMINE POWEr.

Product Mame : FlayStation2

Dimensions : 301mm W x 178mm I3 x 78mm H
Weight : 2.1 Kg {perfect for a doorstop, right?)
Media : PlayStation 2 CD-ROM, Tl 1'r"-"llu‘1n CD-
ROM, DVD-ROM, DVD Video and Audio CD
(You can play CD's, DVD movies, your old
MayStation games and obviously all the new
FSX 2 games)

Interfaces : 2 controller ports (mone on them
below), 2 Memory card shots, AY Multi-cable
Output, Optical Digital Output, 2 USB ports, 11
Link {IEEE13%4), 1 Type I PCMCIA card slot.
CPU : 128 Bit Emotion Engine, System Clock
Frequency 294.912 Mz, Main Memory - Direcl
RDEAM, Memory Size 32MB

Graphics : Clock Frequency 147456 MHz,
Embedded cache 4 MEB VEAM

Sound : Mumber of voices - 48 channels and
software, 2 MB Sound Memory

/0 Processor (10F) : CPU Core - PlayStation
CPU+, Clock Frequency 33,5688 MHz or 36,864
MHz (sclectable), 2 MB 1OP Memory

Disc Device : 24 5F|I_'I_'l_| CI-ROM, 4 ‘:-'r]K'L'd DL
RO

CD-ROM Colours : PMlayStation 2 CO-ROM -
Blue underneath; DV Discs - Silver; P layStation
Dhizcs - Black

Sony has naturally made numerous improve-
ments (o their existing peripherals, and these
two new outside-the-machine-bits will be
shipped with the PlayStation 2 with more to fol-
low.

Memory Cards : § MEB Memaory card (groey),
Larger capacity, 250 times faster than the current
version. Un an interesting side note Sony plans

to launch
their new
on-line
authentica
Hon and
ENCIYPHOn sys-
temn in 2001 ¢
"MagicCGate’, This new

SySEEMm W ill work by using an authentication
and user number system that will allow you
to play your downloaded games - perhaps
Sony has finally found a cure for the cancer
we call piracy. In case you're wondering..
Sony will be manufacturing and selling hard
drives in the future to store downloaded
software (honw this
will affect the South
African market also
remains to be seen)
Controllers : Dual
Shock 2 (Black), Same
size specifications as
the existing Shock
controller, with the
exception of the Start
and Select buttons the
entire controller is
analos based allow-
ing for more precise
D-Pad control, just
how the analog but-
tons (Circle, X, O and
Square) benefit play-
ing games remains to
be seen. The con-
troller will work on vour old
PlayStation

The PlayStation 2 enters the mar-
ket with tremendous support
from a number of third party
development companics all
falling over themselves to get in
on the action. What this means is
that you'll have no shortage of
games to play, Here is a very
short list of some of them - Strect
Fighter Ex3; Bass Fishing: Bust A
Move 3; Bloody Eoar;
Bomberman 2001; Wild Wild
Racing: New Ridge Racer;
Tekken Tag Tournament; Gran
Turismio 2000,

These titles represent just some of what we can
expect from the new machine, but as the first
PlayStation proved i1l take a few years before
we really start seeing what this new console can

do.

?"T

The future is bright in the world of PlayStation
and everyone out there should start saving up
for the release next vear, just think, it’s a CD
player, a DVD player and a gaming platform
that'll keep wowing yvou for the next five years

machine arrives. Don't worry though, we're plan-
ning an illicit trip to the Far East next year to see
if we can buy a few, now how much is that Yen
to Rand conversion again? - MNA

Well there you have it, npu]u;.;il.'h b our printers
who had to wait a whole extra day before start
ing this issue just so we could bring you this hot
information, aren't yvou glad we care so much?

may ck
your han
Muasticore

Masticore % | damage 1o target

2: Regenerate Masricore.

Look out for creatures with special abilities, they are more powerful

than:vou might think

in Limited environments.

Know your colours. In Destiny for instance green and black are

colours with the:-stron

bites:
Keep your ey

est cards - and avoid blue i this expa L2

game winner. (Sed card illustration above).

night mot b p|..|1. ing the colour; but in

It

d for useful artifocts. Masticore is anexample of a

tour-
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t's all systems go for Optimise

99, By the time you read this,
the cum'pa_-miun will be only a
few weeks away. Probably less
than three weeks away in fact, 5o
this month's column is devoted
to-a quick summary of what you
can expect, when o expect it, and
also to clear up some misconcep-
tions about whit will happen

there. Misconceptions oul the L 7
S -: By PAUL FURBER

Sl D HTTRL/WWW:SLIRF. TO/OEMOS
Misconceplion #1: EQDEMD@EQ“RDUPE-GUM

MAVERICK(
It's only for Joburg-based people.

is far less about winning and los-
ing and mone about a community
with some common interests get-
ting together and showing what
they can do, Bring vour entry
along - no one is there to pick
hodes.

MNow that you're all convinced,
here’s a quick breakdown of the
dietails you need to know about
what's going to be happening.
(By the way all of those points
are available in more detail from
httpe /  wwwosurf. o/ demos).

! Place:

Answer: Wrong. Cape-based
demo people ane organising a bus
up here which is already half-full
1 hear. There will also be some
Durban entries including
Denthor of the demo tutorial
fame.

Misconception #2:

The rules seem designed to ¥ et
exchude people. ;
Answer: Nothing could be fur-
ther from the truth. Artists will
have two separate competitions
to test their skills with both
hand-drawn and rendered cre
ations. They are separate for a P>
reason - 30 Studio and Blender
tend to produce better images
than a hand-moved mouse, for
example. Likewise musicians will

The party venue is "The Horror
Cafi™ which is a club in
Mewlown |Johannesburg.
Address:

16 Becker Street, The Horror Café
is part of the SAD centenary cen-
ter and is acoessible from the
Becker streel side. (See the Maps)
Date:

Saturday 23rd 1o Sunday 24th
October 1999

Official Starting Time:

12:()pm (registration will happen
from Siam onwards)
Competitions on Day 1:
Ray-traced Art, 4-channel music,
and Open competition

Goodies on Day 1:

Multiplayer games, game devel-
opment talk, surprise competi-
tions

Competitions on Day 2:

have two separate competitions I Hand-drawn art, multiple-chan-
ir fi nel music, 128k intro, and

to test both their four channel

and multiple-channel skills

A word on rules: competitions in general must
be pretty carefully circumscribed for them to
have any meaning. | could break the world
record for the hundred metres simply by drop-
ping from an aircraft. The rules are there 5o as :
to define not only how people are competing, AEiE

Megademo

Goodies on Day 2:

Multiplayer games, surprise coding compoeti-
tiomns

Ihe venue has a restaurant and bar, so there'll be

but also to highlight the skills they used in Misconceplion #4:

their entries. The 128k intro will show the audi-

ence that the team {or single programmer) has The demo scene is dving - why bother

no mean skill in squeczing as much as possible Io fight the trend?

into as small a space as possible. The open com- Answer: This is an casy one t0 answer,

petition will produce a few surprises - but then, The demo scene is made of the people

that's what it's there for! who occupy it. What they do and organ-
s defines how “dead” it is or isn't, This

Misconception #3: year's compelition is in

a nightclub, will be
There will Be nothing except recogni- professionally organ-
tion if 1 win. ised with plenty of

Answer: Mo, there will also be
T-shirts, games, accessories, K10 [X)
software packages, hardware and
CDs available o the lucky winners.

prizes and is being |
looked at with very I
interested eyes by |
some very large local . b2

So there,

software houses. The
reason: thiey want to get into
funding local games program-
ming teams. There might even
be some overseas visttors to
check up on the talent, Dead? |
don't think so.

Misconception #5:
I'm not good enough to enter.

Answer: If vou don'l enter, you
won't know. Besides, the cvent

| vorums 2 S A

plenty to keep vou well fed and watered, Just
please check out the rules on drugs and drink-
ing.

See you there! And remember my challenge
from last month. 1f vou enter the ray-traced or
hand-drawn art and place higher than | do and -
this is the important bit - you don't use Gimp or
Blender, then | owe you a drink.

Mext month will see a full report back on the
competition! Till then adios and work hard on
your entries!

PaUuL FURBER = "MAVERICK"

Direct Bank Transler :
fill in the subscription form above and fax it
with your deposit slip to (011) 462-8245.
IF a deposit slip or netlfictlon Is not
faxed to us using this method, your
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. | Fill in the subscription form
Bithday sceicecasadicisnsssralornansnsss | above and post It along with
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CO where we place any new cheats for PC games. The archive on tha CD
is ongoing and contains all PC cheats to date. In the future we may consid-
gr placing a PlayStation cheat archive on the CD. CHEA
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