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It's soul play, notrole play

www.ihenomadsonl,com

Featuring an original soundtrack by cIDOS
David Bowie and Reeves Gabrels CREW 'ﬁJﬁ.&ihﬁsL:ﬁﬁ:'
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THE VIRTUAL SEEX MACHIMNE

This Ed's note strangely coincides with our Rampage article that was written a few
days after without prior knowledge and... right, now | sound like I'm making excus-
&5, Anyway, the wife has lodged a serious complaint that for once didn't fall on a
deal ear, it raised a debate that was quickly snuffed bt it also highlighted a dis-
turbing trend. The concern’al hand before we embark on' the next thousand years is
why are there no sexy virtual men outl there, drawing the naturally direct paraliel
between say Tomb Ralder and Quake Arenaf Granted you have your muscle flexing
fighting game characters and even good old Duke knew how 1o chal up the odd
lass, but in all honesty what's sexy about the Quake grunt? What's sexy about a
smelly old wizard or a half-arse man-machine concoction dashing from level 1o level
peppering the bad guys and pasiing the allens? | tried in vain to argue tradition,
home-fires, ethnic bonding and even good old logic but was eltimately forced to
concede defeat. The more we preach about equality the less olit there seems (o
be, faced with a choice between two boxes with almost Identical games inside
we're more likely to-grab the one featuring the sexy heroine instead of the hairy
gorilla marine. Has it finally happened, are they, and by they | mean the developers,
using sex 1o _sell computer games? Consider games of years gone by, How many can
you count on one finger that feature a dorgeous woman on the cover or even in the
game. Computer gaming has long since been the domain for the male animal. A
while back women staried laking on the best of the best In Quake and won, and as
the months fly past more and more women are 1aking part in one of mans favourite
pastimes, playing computer games. This goes much further back and deeper than
we have room for here, beginning with berry picking caveawomen right through to
ancient Greek Olympics. 5o now we arrive ready to embrace the female player and
what is the first thing she s greeted with, a half-naked women holding a dun and
‘staring into the lens' while all hell breaks loose around her. The Tomb Raider series
has in oné way or another proven that given enough hormonal potential you can
sell anything to any male under the age of sixty, even a simple computer game with
wo average sequels. The point isn'l the lack of male leads in these games it is the
point at which all successful marketing begins and ends - with scantly clothed
women. 5o 1o our female readers, please don't give up on the male species and
remember there are still some good dames out there that don't rely on sex o sell,
To the developers, try and concentrate on making the game fun to play and not the
vital statistics of the lead character. The best part about this small essay is that |
used the very same technigue I'm complaining about o grab your interest In the
first place, don't tell me the line, The virtual sex machine® didn't get you inierested.
Case closed.

MEW STUFF

weve implemented a new review bar that now includes two new score boxes, origi-
nality and judgement. The originality score is In place to pul those games thal rely
on past glory in thelr place and commend new ideas and innovation. The Judge-
ment box spot is a score that the reviewer thinks the game deserves and not based
on pure mathematical gymnastics. We will be revising the scoring system again
early in the New Year, check out our letters page for another insightful take on the
whole process and let us know what you think. They often say you should never
experiment in the public eye bul those wise words were willlen many years ago
and as you are all awarg Umes change and In the ever-evolving world ol computers
and gaming we-needdoslollow suite. An educated reader once told me that the suc-
cess of a business s directly linked to its ability to adapt 10 change, how right he
was, S0 if vou're getting a headache trying 1o keep up with all the changes remem-
her i's for your own good and familiarity does breed contempt even though people
hate change, that's the human race for you, full of contradictions.

Michael James, Editor

Merry Chrisimas

T the Mew Ade Gamingd team; lreelancers and all our falthfol readers, thanks for every-
thing... we really couldnt have done I without you. 1'd also like 1o @ake this opportunity o
say. hi mom. No eally, o our readers both new and old, have a greal Chiristmas (i il
applies toyou) and a fabulous New Year <Tearjerker Specche Remember that whatever
you fake with you into the next millennium will be there 10 stay, 5o cast ofl those shack:
les and make the next thousand vears count, we know we will!l Thanks for all the suppon
and if you keep reading, we'll just keep getting betlen we promise... really!
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What's in this issve...

6 _Editor's Note
The Editor has worn eut yor anothor keyboard in a ke night wrinng frenzy, If
that man sucks his thumb ary more, it will certainly Bl off
0 The Web
‘What more can be sakd about this particular page? Sites. sives and more sites,
However, we have taken a slightly different slant on things, yet again
i 2 Bits & Byles
Or marepld myvestigators once again bring you the latest industry drivell, Get the
last news of the milleinium rght here, right now:,
16 ~ Top 10 & Competition i
This is your last chance to enter a MAG competition this contury! There will be |
ro more chances to wif until the year 2000! Don't delay!
B Rampage
Baing such a tasteful, home body type, Ram|et has opeed to discuss a nice family 14
topic thiy festive sexson - sex. Wa have contactod our lewyers m advance.., 16
20 Backchat I8
W didn't like any of the letters that readers sent in this month, 10 we wrote an
application v randomly generate a whaole bunch. They re not bad, acteally
Just to prove his age, AtariBaby waxes nostalgic about the heady days of hand 42
held LCDYs. His awrtoblography, “The Dincsaurs and 1" will be printed soon 44
26 Generation K 46
Lock! A brand new degartment! This is page & dedicated to gamers who have a8
athdad to the world's overpopulation problem! 50
| O Feature: Lion Head 52
This exclusive interview with Lion Head's Peter Molymeus sheds a more porsonal & 5§
perigective on the company and its leader. 58
80 . Bargain Buys 60
With Christrras mere days away, It's abways good to be able to find a bargan b2
This s the cbvious place to start b4
%0 Magic Zone b6
With a tear in our eye, we bid 7 fond farewell to Martin Frain and the Magic Zone | B8
in this issue. . 72
04 _, The Demo Scene 174
Maverick reperts Back about the highly successful Optimize™33 party thar took ;:
place recently
96 o Clueless
Ax this time of year, it's understandable if you need o cheat. But that enly applics
1o people atove the legal drinking age..
106 _ Send OFf

8

Ohkeay, so we keep missing the mark with cur predictions. 5o we ferced Shryke to

come up with a bigger cartoon

Since MAG'S inception we have come across very
lew exceptional developments in gaming. In our
quest to find the ‘Holy Grail of gaming we have
more often than not come a little short of the per
fect mark. W at NAG beliove that there B no per-
fect game bt The Momad Soul’ has finally come
closest to achieving that presugious mark, Yye are
proud o anncunce that we have finally broken the
949 barmicr with this title from Exdos Interactive.
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78 Stocking Fillers W
Ten
There is s0 much new hardware out there that we are Fifa
1§
almost battling to keep up. However, keep up we b
must, and so we bring you the latest and hottest from
the world of mice, gamepads, steering syslems and Wi
speakers, nol 1o mention a look at a nifty, gear shifter fHac
for those drivers out there, and an in depth Hald
discussion of the Sound Blaster Live! Platinum. Go fr']':
ahead, indulge voursell. It Is Christmas, alter all...
m Pat
1 Fhigh
We had a Rige
roecking u ol
gl Limes Slar*
with the Broo
sy Sound LR
Blaster Live! v
Fatinum s Er
fiom a Al
Crealives
- e
labs. Take a : Oclo
look on page B2 for the whole sian? Fope
Hall1
Cjuak
Lireal
[PSX] PaX Games: < PSX Games > =
Galerians L
Vigiante 8: Ind Offence
Ehrgeiz Creal
Toy Story 1
Space Debrin Please ne
[P Wheel of Time «Ricle Plapiog, Adrenture > thanged
[P Soldier of Forune First Parion Shoctsrs LOover are
{PCT Black & White < Crossdnre= above fis
Reviews Introduction
|PCH FIFA 2000 =Sports Simulator =
[PC] Revenant < Robs Playing Advesaurs
[PC] Cutthroats “Parate Manageiment - (74 ]
[P Prince of Persia 3D < Bafreinure > w
IPCEH Dmikeon: The Namad Soul < Abvrraure =
[PCI Noclume <Horror Adewniurs s E
IPCT Faght Simulator 2000 < Flight Semadators
[PC] Pharoah <Ciy Hanapemest u
IPFC] The Tainied = Adwrntire = 0
|PCY Septedra Core «Hoin Playirg Advontuwe =
IPC] Tarran wPlatform Adventune >
1PSX] Final Faniasy Vil < Hile Playing Adventurs:s
=X Hotwheels Turbo Racing <Racing Garne =
[PSX] The X-Files <Role Playimg Adventure >
1P5%] Kurushi Final <Pureie>

[Psx] Kingsley's Adventure

<Rk Plaping Adreritine =

Unfort
been ¢

DHmos

CMAIERON: beomect Sol

Agee of Ermpiees 2: Ade ol Kings
[uingeon Keeper 2

Sper Ups X

Indiana Joms amnd the Infernal
Machine

Tomb Ratder Last Revelation
Fifa 20000

Bugs Bunmy Lost in Time

Movies

iack & White Concepls
Hall-Lile Opposing Forces
Gianls

Independance War

Patches

Hlight Linlimilted v2.0

Ropue Spear v

Soud Breaver vi2

Star Wars: The Phantom Menace v1.1
Broohwars w107

StarCrall via7

Cover CD

eXIras

DirecTx 7.0

(iopus Handhebd Game

Pogneye: Handisebd Game

Hali-Life 1auncher

Chuaker 3 Wallpageer

Lireal Tournament: Hallowesn Aod

Creathve Lividane 3 & Drivers

Please node that the CD conlents bave
changped, and Those appeaiing on the CD
cover ane inconedl, Please efer io the
abwe list fior the cormect oonlents.

Lt i
'I!EIIIIS INCLUDED:
-+  Dungeon Keeper2
SpecDps2
Spirit of Speed 1937
Fifa2000
Bugs Bunmy Lost in Tima
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Unfortunately, with publishing being what it is, there has-
been a change to the CD since its cover was printed - We
have scooped the Indiana Jones demo for you!

Coffee Mdfthﬁmber 10

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

AMD

AMD

AMD processors (Athlon, K6-2 and KB-3) give
you the perfect balance of 3D graphics, sound,
video and online performance that's never
before been available.

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 3D
multimedia performance for xB6 system platforms..

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

ziONOWY,

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

AMD AMD1

Ko K

aDNnow!, z=Dnow!.

WITH AMD YOU GET THE BEST
PRICE AND BEST PERFORMANCE

Contact your local dealer for AMD processors

AMD

AMD South Africa

www.amd.com
Tel: (011} 768-6079. Fax: (011) 768-5885
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In Pad Mode:

3 4 Fire Buttons
2 B-way D-Pad
0 2 Triggers

In Stick Mode:
O 6 Fire Buttons
O Hat Switch

O Slider Throttle

The Saitek SP550 Stick and Pad
integration offers superb functionality
the first-time gamer.

e the pad on ifs own or
mbine the unit

Sa

or a highly featured

tek

Call SDD on {011) 652-8651 for sales
'U'Irt!.lal Media Systems

0 for info and su

i WY M
in the night, BioWare, Interplay’s role
division has officially announced Baldur's ke
[ Shadows of Amn. Under a tight vedl of
secrecy, Interplay has been developi the

playing

game since [anuary this vear. The team behind

the game g also been working closely with

Wizards ol the West Coast and TSR to ensure
that this sequel is as rich in Forgotten Realms

lowe angd history as possible with am i

pressive

stery, more in-depth and detailed than ever
befone The game will be using Advanced
Dhimngeeons & Dragon 2nd ed
rs Gate 2 has been
pulled through the mill, re-arranged an

iom miles, Every
single aspect of Bald

ume ey thought they

reshed and improved on and now offers

greater depth, increased realsm and a far more

engrossing experience, Besides improving
everylhing the team behind the game have

o, tdramatically

added more character clas:
increased the number (3000 in 1otal) and graphi-
cal complexity of spells, have added and
mereesasd the size and mumber (over 1200) of

monsiers in the game and implemented drastic

Chaany

The game also promises (o be accessible 1o

res with a numiber of gameplay issues

newcomers with user friendly controls and a

well designed manual Buat will alse stun veter
ans with its complexity, depth and sheer size

Maturally the design and development team

are improving on everything and fixing all the

past mistakes, thereby creating the perfect

comprlers riabis E'l.I'L'III|': g, The game is sel
along, the southern portion of the Sword Coast
in the merchant realm of Amn and will include
such diverse ervironments as the Capitol Cily
of Amn, the Astral Plane, Hell, and evien an
underwater cty. Here are a of the r

leresting SO ta of indoemabion: CUnl

b mia

pieces will used as currency; there w
seasonal changes in the game; the same isome-

ric view w ve wsed; maximum parly size will

b six; there will be offensive and defensive
party formations; encumbrance will be tracked

for each character; instanlaneous travelling to

places past visited will b possible; there will
Iray

P b dungreons and on chests; over a 100
sub-quests are planned; Druids will be able to
shape change ko any andmal in the area; a
faster overall walking speed has been used
there are more than 20 new kits and character
saes s well asafew new races: the game

will support 31 accelerators but the back-

ground will still be 20 resolutions up to and
inclucing 800 X 600 are suppoted; it will ship
on 4 -5 C1s with a similar install size; the
and

ame has roughly 300 D00 animation

game will play for around 10+ hour:

firvally the g

frames, npldncluding water, waving flags or

other animated objects

Diabla Il Delayed

Christmas slippage seems ta be g lashion-

able this vear and sadly Diablo Il has become
pther victim of this annoying 'condition

Huowever, if your lakes o step back and look at

the predicam

it many of these game develop

hemselyves in, it's ciasy o understand

how this happens. For example, a few seconds

Urs i §

AMer any I AT, Sequel or plece of hard

WP Bannounced everyome s el l\.|:ll\."-: 100N E'\-

“when will it be released ™, Thi: best answier
R alvwavs been - when (s ready, With
sial stance

regards to the Diablo debacle the offi

tt

isls, saying that they woald

e developers are kaking is o
il

of perfection
vlay the
vhen it is final-
Iy released. A recent Internet poll saw that

althonaggh the gamae

title tor ensure a better produc

as been delaved, many

will shll buy it when it comes out. Developers,
Blizzard also sand that Diablo 1T s the n
am they have ever undertaken
and they want to get it ght the fiest Gme. A

limited (1000 playvers) beta lesting phase wil

IS TalF I |'|:I|||'

¢ mence before the end of the vear (Mew
Age Gaming is on that be

BHaves an inside scoop lor you soon). Aller the

it b, soowel

ng all gamirs’

betla phase, an Internet ‘cal

demo will be released to stress test Bliceards’
new Battle.nel servers, The game is mow
pegged atan carly 2000, just remember thowgh

thast "warly” can mussn anything

Clowning Around
Flere's a strange one, ever wanted to waste a
clivwen with a rocket Bnmahier? Well now vou
cam, sort ol KISS: Psvoho Circus: The
Mi 1 rvousthful

offers the plaver four unigue realms of

ghtmare Child, besides being g

anguish. The game is a first person shooler

that features the realms of fire, earth, mr, and

waler, There aren'| too many details on the
game as of vet but it's promising to be one hell
of an experience. The bas=ed on the
KISS comics from Todd MeFarlane

"roductions, the guy responsible for Spawn

i 1

among other things. If everything stavs on
track the game should hit our dark and distani

shores in the carly half of 2000, For

1 ¥ Lt
loabery go to L ik
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L
b
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disa

casd,
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Thix
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thee d
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iz th
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shoul
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bix s

O of the movie industry's worst fears has
hackers have

crackied the encryption code on DYWL mawie
il 15 supposed o prevent them from

bewn realised, as ¢

easil 1g copied. Every movie re leased on

alled C55

DVD s ene uniler a scheme ¢

(Content Scrambling System), meaning it can'y
be plaved back except by a VD playver that
has a special decrvption key built into the

i) different hardware keys

Were Crt i for e II manulacluner

Linfortunatedy one of these manutacturess ney-
ion key, making

K the movie

decrypl
o Lo

b b e

ammers were then a

guess more than a hundred other kievs, and a

utility callisd Th=(55 was eventually

=55 15 a Ireew
DV e Files ¢ nand dirives
unmers who
1 trving bo enadvle paracy
g g fo create a VI plaver that

was compatible with the Linux operating sys-

uhenery phid. Iron

while I_'-I wying around wil

ves that they discow

kew. I too carly Lo Lol

i!'l'l\'!'
fict this
arkit, |

in relea

v have on the fledgling

neculation has ranged from
apactly DV writers

4 for DV movies as compalties

1o hagher p

try o make up lor percen e srufils, Ex

PlavStation 2, which is s

VD plaver butl-in, could be affeched

wed o have o

The Next Oddity

The rwext title in the Oddworld senes, Munch's

Oddyses is almost upon ws, This Hme around

the dievelopers are taking a different approach

1o this suecessul series and nstead of present-
of

vive decided on a ‘world simulation

rwith an endless gaunt]

angele, This new game will feature both Abs
the Mudokan mvstic from the first bwo games
the last of the Gabbits, In

and Latamire Muns
cofitinuing Oildworld Black comedy

thiermie, the story trails the last member of the

mamy odd type

1. These Ciak

Gabbits, another of tf

inhabitants in t bits
are a weird specics that were exploited by the

Clukkins (ba

guys), for example many

Glukkons who had I aneer wiould take the

lunies et of hasalthy Gabbits toor

il thaei
s W Used
s viou

own, In addition to this Gablit ¢
to make a tasty dish called, "Gabhbia

stuff indeed, t

CIll S04 VT
should arrive July 2
and 1'C

Bleem! Slow Dowr
A thedr site
Bleem! 1.5, the |
m that allows PO users to pl
wames on their computers, This Latest version
delivers improved compatibility for more thear

v car diown-
1 priv
PlavStation

st upprade

J0 gaimis, Dug fixes, improy ed testure render-
ing in Direct30 and better speed management
for consistent play in windows. Bleem! 1.5 also

improves memory card support for papular
games such as Final Fantasy VI and WWI
Attitude effectively adding more than 40 new
titles to thie 250
upgrade will now also lel users play, for the
first time, Dino Crisis, Knockout Kings and
Final Doom. The mapor tweak however is for
Iy due o the

iy games quick-

plus existing games, The

better game speed control la

fiact that PC users end up pl

ar than the original versions due to internal
timing differences between the twi
» fin o brin
vay thatl more closely
yalatl

This code Better sound synchro-

misakaom and

matchies the

jonn. Chthwer mprovenenis
U aplion thal

nchude a new ‘texel align
eliminates faint lines that occasiomally appear
betwieen lexiures when |.'|.I‘- ing the games in
3 hardware mode. Besides all that the new
version has support for automatic configura
5 and an

i peafiles for some game contr
installer funinstaller program tor easier divwwny
load, installation and remeoval. The mew

upgrade is free, so if vou own Bleem! go get it

controlier]

Wi've all seen people di it and have aften
dome it ourselves, that is move, turn and bwist
a I"layStation controller in the air as if to some
how et across the urgency of the buthon press-
st 12-1"ad pushing. We all know this never
works, but what if it did? A new company

Arpad Corporation has developed a highly

sensitive two-axis tilk conteoller called the

Airpad. The way the pad w orks is by translal-
ing hi
mands, for example tilling it from left to ey
WS YOUIT Car -:II character feom left to right

and movements into game conlrol

and the same with backward and forward

martions. The company plans to release differ-
ent versions including rumble’, "resister’, and
even viice-activated models, There will be

both PlavStation and PC versions of the same

n allach-

nge of funky ¢
wers b customise theie

controller and a
ments that allow g
b, IF vou want to have a closer look, visit

and tell them we sent you

superb desi

and complete functionality rega

whether you are left or right han
Four unigue adjiustments alfow you o
shape the s o your exact needs -

putting you in complete control,

aitek

Call SDD on (011) 652-8651 for sales.

Virtual Media Systems
nfo and support.




'BITS & BYTES

VilNG PRICE COMPARISON

Game lite Co Cilon CRA Interactie Fins B Lis Reggies
WWE Altitude [PSX) K 43599 L LR Rone Rone
Hut Wheelks (P5X) R 360,99 B 36500 R 370,00 379,04
Sled Starm (PSX) R 369.99 B 350,00 R 370.00 R annn
Castrol Super fikes {PaX) B 459.98 B 469,040 i) M
Armmy Maen 2 (PC) K 199.549 B 299,16 NA NA
Darkstone {PCH R 200.09 R 299 (k) NA KA
Prince 0F Persia 30 {PC) LA L) R 29999 NA My
Tiberian Sun (PC) R 29999 R 20500 A NA

RELEASE LISTS

MEW ADE GAMING TAKES MO RESPFONSIBILITY FOR THE ACCURADY OF THIE
INFORMATION. AMY OF THE RELEASE DATES MAY BE CHAMGED IF THE
DEVELOPER DEEMS IT NECESSARY. THE OMNLY OFFICIAL EHIPPING DATE

THAT MOBT REVELOPERE GIVE THESE DAYE I8, WHEN ITE DONE!

PC RELEASE LIST PSX RELEASE LIST

14

05 - Fatal Fury

09 - Formula One 99 - ACTIVISION
09 ler Loop E

09 - Supercross 21 !

- Tomarrw Neve
= W Ta

f Honor - EA
ommand - HASBRO
IWTHFEA

(G DESIGNS

I - Hs

v bl 5
1 S SRAMES

All Star Tennis
MNBA in the £
- MHL Blades ¢

=AW

d: Motor City - EA
ik 2NN t

Shao Lin - THI
Itban Chaos - EIDC
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In Passing...

m a Wallensiein 302

Aatri is working
--|'-|.||-| mimagnatively called, Waltenstem 200

and have confirmed the ruim of the ‘other

fentatively titled sequel, Ket

Wollenstean, the sim

al this time b

1o gt the game n bastore Chiristmas

200K, Chuestions aboul what e ity
and how far al it is are all up tor specula-
tiosr wanli] the company releases somaething

misre siklicd

The third instaliment of St the Sorcerer |

coming soon and Hash Weractive is going o

elements that made the Tirst i

sh it The developers ane taking all the
wame such a

: puzsles)

coss [humour and mind-lwe
angd ncorporating them into a new meal time
¥ environment. The same 300 engine thal

Pringe of Persta 30 wses will po
al

fer release. Expect a full preview soon

ad il's currenily sel fora 2

Fox Interactive is gearin

their upooming 30 action and adventurne game

Flanet of the Apes (based on the classic novel
by Merre Boullel. As Ulvsses, vou crash land a
S| '.|-.|"-||||- o an uncharted 'rlZ.||||_-| L.OENY wsars
in the future and soon discover a oruel evola

wd human

toary twist where Apes rul

ood chaln. In a
bid for survival, vou must progress through

this hmger action adventure game and unravel

beings are al the Boblom of

the mvstery of the compelling story line, Go

ST FOr miore

Finally someone is going o do son

ful, Eidos s going to take contre
lon Storm, Both Todd Porter and Jeery
O Flaherty womn't be surviving the transition

i a5 Eidos takes a hefty 51 per

thiey 're Beavis
cent share of the company, John Cavanaugh
12 in toorun the show
all, and Warren

from Eidos will be mons

and John Bomero, Tom

Spector will remain as emplovees of Eidos

Maybe we'll see some of those promised games

=10 w day mosy 1 Ll sweould bee eood

Socarding to an English Hong Kong saming
site, the Duaal Shick and Dual Shock 2
incempatible. It this rumowr is true it si

mirans a secoid player can't use vour older

1y

v controller while plaving a PlavStation 2

i and so the div ide opens wider.

Fans of Activision's Heavy Gear compulier
game franchise can look forwand o seeing
their favourite pastime on e small screen
Sony ictures Family Entertainment today
announeed a dhepsode deal that will make
the game a cartoon

To alleviate the steain the entire Intermet will

feel when id Software releases the official
Cuake 3: Arena demo a company called
Sandpiper Networks will undertake the task of
worldwide distribution across the Inter

Thits will speed up the download process and

decrease congestion
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If you've ever wondered which games sold the
most units since gaming began then peruse the
following list, it's more surprising than you

think. {The rather
each entry deno
ch tithe havie shipped from January 1993

number on the right of

sy LAY LS (in hlh'lll

1 236, 1958
2 Simulator - 2,781,258
1 Dhesomn 11
| Riven - 1 305,
5 Monopoly Game
i Wy '|,I-.I|| 1 -1
7 IMablo - 1,176,457
K Dowvm Sharewa 1,154 541
" Sim City 2000 - 1,136,244
i Star Wars: Dark Foroes - 452,033
11 Dhake Nukem 30 - 946,664
2 Deer Hunter - 944,703
3 Tth Guest - 926,944
14 Starcrafl - 906, 125
15 M5 Retum of Arcade - WI2.313
I Lego Island - 897,005
17 Rl Alert - 56%,623
(3 Sim City Classic - 827 355
19 Barbie Fashion Designer - 825,655
20 Ultimate Doom Thy Flesh

v product simply begs for a look of the
lomg and hard kind are the Diamond Monster
chidies 310 glasses, the company recently

dition to s family of

announced this nowest

gaming products. S3 ane vsing slerenscopic

shikble o design lenses thia

nships created from the game

'd\x\""}"“

and created an illusion of 30 depth, The unit
waorks by pluggzing it into the VGA output on a

aphics accelerator {and requires a

por capable of a minimuem of 124 MHz
rate), Th des offer support for titles
e with DirectX, OpenGL and Glid
API's, and a host of chipsets and accelerators
ncluding 3DIx"s Voodoo 11, Mvidia's TINT
Liltra amd 535 Savage 4. The package will ship

with the unit, comnnector cable, driver discs and

users will also be able to change

number of Snap-On

user guid

IIF WwWikn

iTame attachments erlainly sounds innova-
tive, but only a tough hardware test will

exposg it for what it really is

What was vour status, dangerous, deadly, o
elite? The g
gling i= that David Braben will be developing
thur mex| El
Ihe first

gamie that wsed prim

od new s atker much I-.'_.'_.'|| Wran-

e Wi o space brading Sfight

Ve wire i

VIESSALE AT Back i those davs
have much graphical gloss when it
o Dhavid Braben

carmae Lo pameng Dol sonm

anaged to give us the universe (o explore,

m
My st regard this old classic as the best

S Trading ne ever, even in lighl of wihal
vou can play tocda
[hee two previous sequels were failures due to
of different pr._l'_‘-:u,':“.:- and somehow

d the hasights reached by the first

NEVer EEIE

e
Mo details are available but the very promise
ers down the spine

of this title sends s

Fiy!, published by Gathering of Developers

and ercated by Terminal Risality is about o get
wilc] will Tea-

first expansion pack. Th
nery from the Pacific M

wpansiom was created using

Canada. The

liter imageery 5o it showld ook just

actual sat
like thi risal thing, § if you live in Amernica
T

interesting for evervone else, Three new air-

o including the 757, 7o

WL
and 777, the new aireraft will have full work-
chpits, detailed oxter
manuals, The individual coc kpit instra

tion of each new plane has been

nal mondels a

designiesd according bo actual lavouts and will

contain mcst i the sy slems contained on the
flight deck, even the odd cup of colfes and bul-
let shells left over from recent hijackings. For

the real interesting stuff click your way to

foor a huge collection of |
areas coeated with the Flv! scenery editor,
mcluding Las Vegas and the Grand Canyon

pther add-ons and alterations made to existing

uind there

maodels canm also b |

Developer, Terminal Beality has announced
i developing

I olfer expanded 31

thev have starte
Fly? 1L Thae niew
masdicls, airceall and scemery including mew ele

valion scenes and higher resolution images.
Fly! 11 will offer more
improved visual effects and complete thorough

sinsks o inlerest

nEtruchions and assistance for !."'l.':_'\,il'l:l = a5
wide digital

clovation terrain maodel, true satellibe magery

wirll as a global Sight area, a worldy

avionics svstems detailed to cach aircralt’'s

original specification. Cathering
me late i 20KD

f Developers

will pablish the ;

=
O
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Call SDD on (011) 652-8651 for sales.

Virtual Media Systems
Call (011) 768-6080 for info and support.




Local PC Charts

Last Month

Local PlayStati-:}_l_'t Charts

Laist Month

Silent Flill
Shadowman

WWE Attitude
Syphon Filter
Poind Blank 2
Metal Gear Solid

1‘ 5 IACT
N EWAW 3

Developer/Distributor

[ Might and Magic 3
) ari. Firaxis
Baldur’s
Jageed Alliance 2
System Shock 2
Homewarld

Cdel 2 Tiberian Sun
Half Life

Might and Magic 7

International PlayStation Charts
Marme et Lhistributor
Final Fantasy 8
Suikoden 2
Ridge Racer Type 4
Crandia
Fimal Fantasy Antliolgy
i €
Metal Gear 5oli Komami
Driver Reflections /G
Lumar Sony
Star Ovan Tra=Avce / Enix SSomy

T e R

Competition

Send your answer to

the gueation below on a
postcard to the MNAG
FFRVIII Competition,

PO Box 2743,

Alberton, 1450

or a-mail it ta
compiinag.co.za8

and stand a chance of win-
ning an exolusive copy of the
FFVIIl Collector's Edition

What was the score and
award givern ta FRVII in
this issua of New Age

Gaming?
[clusl PG B8

q &wv T
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5 x Gnlle:turs Edltluns
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gets the Christmas spirit, and talks
about what's on everyone's mind over the
silly season: sex!

Any comments or replies (even general slating)
can be sent to;

N LS
7 b -\.n.. J

P : ] e AT "\_,_'.r_
i =

el Lt LI sl A
e i i ; "ﬂl l rz‘, & o /l
| Sy e —EPN

i e ol

iF ik 9 | ; ¥
ki MR ¥ 4 #
T o B
L3 '\. v ;.\l .;‘/
@Y - ¢
hich jusl keeps them in Z
» with the household's

Soush Afnca Deinkariors: Multimedas Wirahoiss & division «
Thits Ad incliuding a8 artwork

3 - v T oo _2a JHIB |01} 652-5400 Bloam
1989 id Soltware, knc. AN nghis resarved Quako 0l Arena and




Backchat

PO Box 2749
Alberton
1449

AT
not dao il Ty

Jonathan 5 1 requircments, if t ) )| tr ; - What's your 1CQ numlbxe?
E-mail .

Dhiablo

E-mail

Bradley
E-mail

performance r.l1l'1||r
Ryan Brodoveky
E-mail

iy, I'm s

Shay Gurevich
Randburg

www.ed.co.id

=%—f—:

ELECTROMNIC ARTS

Afpica
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- Avatar has battled twenty

long years for Britannia’s glory.

one last time. CHo s MR
AS you travel u illy-animated

' o, 4 new intultive interface.
.,,.:.x.m':"?

ANd once you ve

carved your name Into the final chapters
of Ultima's history book, continue

adventuring online at

WWW.LIO. COIM. T ;'?,J

Provided, of course,

that you survive.
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i= Ly ant, not just worthle
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1 Games?

Is It Even Worth Buvit
I'a this, all the people swimming in dough with their Pentium U1 500
MHz processors, 128 MEGS RAM anc TNT2 Ultra Graphics Cards
will immediately shout, yes! (no insults or discrimination intended]
but those of us who as of vet are not millionaines would answer,
well, maybe. As games get more and more acdy anced and prices sky-
rocket, one could conceivably spend a fortune on the latest games
and stll not have a respectable -wt‘}\'k}ulu.' al the end of it all. It's a

vicious circle: A new good game comes gut (R300), you buy ik, you
and then bang
{3201, 50, vou buy it, play it for a week, and then bang’, again
anothercven better game comes out! And so i continues:
F » why the bang, it's ko aid in the
visualisation of this new game magically appearing on the shelf at

the PC store with smoke, flames and Aashing lights). wWell
not deaf vel, or you're oo stupid to noetice, you can stay in for a few

and rian vour wallet completely dry. Howeser other

play: it for aw ek out comes an even better game

AT,

bang, bamniz {in case you re wonderirn

if you're

more rounds
prople may rather just sit back
chase. And then there are a few whao are left wondering whether it s
warth buying any of these games in the first place, becanse thoey will
jnst gret better and better and better. But now what happens when

il |.'|\.'k otk HF‘1'|.'i fie games o pur

B

games can bget any more realistic, and the imaginations of
desigmers have dried up like the Sere
what then? Will "clones’ keep being produced for all eternity or will

people eventually go mad and go for' the ullimate exercise in realism,
[ life itself, stealing cars and shooting police as in GTA. Or will we

el
reli ine the middle of summer,

see prople racing around cities and farms in high-speed sports cars
as in NF5, or pechaps both? There is a cure though, by only buying
the best, high quality games that show new innovative ideas and
gameplay, graphics, sound, and greal stores we can stamp out the
rubbish, blow*awak the chafl and preserve that which holds the:
pame of 1'?- P52 gAming high

Ross Kukard
Cape Town
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Viery Unhappy
I'm a very
today. | was one of the first people
and tell vou

il thaat

o maail you in suppaort

guys to

IS W
discs and posters

mv advice has been taken, 4o

of months back the price we

d=, mot mnich

bw a couphe
Bt then | have also noticed that
Wk o
walls have stayed

hat

viour dectded o cul

il

poslers and ms

the same for three months, 5oy
1= happening

of our money and also taking away

pur posters, man [ wait every

month for your magazine o oomg
osurk ane] then of course for sour
nice poater and it really ticks me

when | don'l get a poster Them

al=o that last poster in the Cctober
e call that an
poster? 1 know

jasue, now what doow

rivertisement or

mcmey I

Vil e VERLIT 1
bk that's peally a rubbish poster
and went sbr

bin. It's a g all

ST JaAming postors

me when Lfi

a posber
my Nag without any § 3
[ster. Ml 1 livie o vrowar \.-:_'. il
v whale otk

ke 1M an meonn

Ihem alsi

very unhapj

ks wier oar imheTT

o Trom L tul
disappointed in yo
wiell, I made a b
mvself cause

migaeing whi I

Sh ol
Kt
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PR WL a1 I L'.Il w Lhat

both games are ider ¢ English please

My nat
MAG o

wierlod, Why do vou
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Greetings fellow retro game fans! Yes Christmas awaits and so does the end of the world, it's only an odd 15 days away now, scared yet? Al least retro
gamers and console gamers have fewer worries than PC gamers do. If the rumours on the Y2K thing are for real, we'll still be able 1o use our Atari and
PlayStation consoles. Well with thal grim outlook behind us, | managed Lo sec a cou ple of old 30's mov

e for this months article.

]:) wrug the

# P T
WEAT W s -'Fﬁ
looked at therise § ¥
ard fall of gam-
ing in general and we looked

Nintendo managed to achieve this success with
ralative case, due mainly to their great market-
ing of the product and of course

at spme of the world's biggest
games - how they rose to
tame and how they

| ended up in some-
ones atlic! Seeing ‘ﬁ
that it's thae
Christmas issue amd
all, 1 thought I'd rekindle thooghts on past
Christmas gifts that mest of us received in the
sl
Yes I'm talking Nintendo Game
& Watch, handheld LCLY games,
It was “the' handheld game of the
Bl's and was the envw of just
about every schoolboy in those
daya, | can still recall having to
beg my mother o get me one
from thi local games shop in East
London. Flaving spent howars con
vincing her that it was a greast
idea and that it would improve
I'|'|!|' i'I..'I'l'llLI O cogrdination i
such a way that | could fly the

space shuttle when T grew up (i
I o |
il - Ed]. 1

giness Mot ol oent do B

thedr ability o have titles like
Dhonkey kong, Marko and Disney's
Mickey and Donald. The other plus
factor was the design andd manutac-
luring process!

The game concept and design came
mostly from the managers al
Nintendo, with most of the artwork
foor the LD bit being draswn in
black ink by Tashi
Muobitchi

Hanew the fact
that all the game
characters had the
sampe characteris
tics, facial features

managed o get her
imto the store amd
about o spend the
R to buy the damn
thing and guwss
whiat? They were all
sold out!

The first GézW
handheld games
were made in about
1982, We managed
tes et them in SA in

about 1983 with
games like Octopis
and Ball being the first 2 titles to
hit the shelves, Made in Japan by
| the game giant Nintendo, it was
!'-r|,1b,||_1|_l. the best handheld on
the market at the time. Powered
by two-overstzegl LR series watch
batterics the game game packed
snugly widppedsirfpolvstyvrene
mou lds=arith greal instructions

Apart from being a game, the
G&W also had a basic clock and
alarm built in with a neat stand
that allivwed the unit to be wsed
as i bedside alarm
clock! As with their
Mintendo Home
Entertainmant sys-
tem, the GégW's
were huge hits
worldwide and It's
estimated that up to
1959, over 3.5 mil
lion units wene sold
wiorldwide, 1t alsp
allowed Nintendo to
give more people
access o the gaming
world for basically

d next to nothing.

aid expeessions!
Lmce the |L'|,:-||||‘li|.='h.J miovement
bit was drawn, plultu nisga-
lives were made of the art-
wiork and the LCD glass etch-
ings were done
All the games wsed a basic 1
MMz clock with a I'EC tvpse
L ||ip b stome thae programmes
on. The casings were all from
ther same moulds with just the
colour differences. The origi
nal & games in the G&W series
had very basic controls. Two
Big red buttons
being left and
rizht respectively
and that was it! As hasic as they
were, they wene an amaging
amount of fun. The player had 2
options of games, A and B. A being
thie casivst and B slightly faster with
more things happening on the
screen. That was until 1984 when

the first double screen games were
released with the famous Nintendo
Entertainment Svstem tvpe thumb
pystick controfler. 1 he double
screens allowed the GE&W systom o
take ona new level of play with
mere movement and control being
made possible by the ‘joystick”. Games like Oil
Pamic, Green House, Safebuster, Mario Bros and
the Denkey Kong series were Pnﬂhl'hl\ the
biggest sellers! Retailing for about K150 - K180 it
was afill very affordable and it skll had a clock?
Goon the double screen thing wasn't enough and
Mintendo introduced a very rare and limited
edition GéW Wide Screen serics, This was quite
an ingenious little device using o concave mirror
to gt the reversed picturne pice, big, and wide
To add a digferent Qavour Nintendo released
thiese saimes-as a colour LOCTY series, using a
transparent window on the upper side of the

1 L'I‘.-cli-.!_1|._|'.' to alloaw light to shine through lay-
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ivs in the past few months and that has inspired

AtariBaby

ers of coloured images and
background drawings. These
were projected onto thee Titele
mirror and gave the ook of
the more expensive LELY
colour handheld units like the
Coleco Pac Man series. There
wins One majar Nase o thwe
garme thowgh? To get the best
resull the game had 1o be
played in pretiy bright light
i order for the colotirs and
LCE to ligght up 1o its full potential, For this very
reason i1 did not compete as well as anticipated
with the much cheaper GEW mono colour
rivals, which could be '|_1-|.|',1:-|| iy darker condi
Tams,

It wasn't long afler 1980 - 85 that vanouws Lrey
midels of the original C&W were released
world wide. There were numerols varialions,
but were not of the same high quality as their
Mintendo counterparts. The butlons were made
fram an inferior rubber-silicone and even the
game casings were made from a cheaper and
less durable plastic,
Then there was the
artwaork and gome
design that was
really nothing o
write hame about
The problem was
that although they
were of inferion
quality they were
cheap, very cheap
R 20 compared ok
Q9 for the original
GéW. The price
war, together with
1w release of the
Gameboy made
Minterdo withdrag
the (&W from the
miarket, with the
L=l miodel releasial
i 1989 besing the
farmuouis Zelda thal
still keeps on pop
pinyg up on the Nod. Currently, these games
have managed to find thetr way to the Dottom o
most toy boxes, One would expect them o be
dead, well think again! With the rise of all thing
BiFs, the Gi&W has been resurrected, Mast of the
fannous 1oy slomes now allosw youl bo get all the
old classics on key ring palm sized versions bor
about B 80 - B 1000 1 vou can't find them you
can givie the guys at Josse Feldman industriesa
call at (011) 629-3900 and they will tell vou
where vou cars buy them
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TONY le_“-._
Skate likd 1w R
bones anii|
to be No!™
with
thie
=
wdraw
1 the

KENA Whies a

Use Xena"

For the true addicts, theee are many GéeW e epic mitrmn-

lators available for download on the Intemnst
that run using JAVA. They're really cool. to
download try

wneescltios com S hollywoud Slok/ 6166, o
it or chieck our cover CD far two of thes

classics

Well that brings to an end a great yvear of
archives. NMext vear... Umm, sorry... next anse
we'll loak at an emulator project that has roy
all the old 80's games in all their glory - 1 proas
iza you that vou'll not be disappainted! Haves
great festive bit and remembser Lo emerge from
thas games room at least once a day to fonnd

ezt

]

hrticle
evivied
O
Vit
TUT

CNA INTERA
- — Gréeenacres,

Ri

verside Ma

WWirybarg, Wat
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TONY HAWK'S SKATEBDARDING
Skate like the pro's, without the broken

banes and bruises it takes
R3 9 g.ﬂﬂ

to be Mo.1!

XEMA WARRIOR PRIMCESS
lUsa Xena's special powers to battle
epic mystical creatures.

R3 59[!]
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PlayStation Retailer!

FIFA 2000

450 of the World's Top Teams.
Increased physical contact and 40
classic teams. Pit your teams
against the all time greats!

At it
GRAND THEFT AUTO 2
Stealing cars is just the beginning of a life
dedicated to gangs and crime syndicates -
but beware of which enemies you make!

R3 79[?0

WCW MAYHEM
Heart pounding, muscle aching,

hone crushing action! R3 2 g,m
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PlayStation.

STAR WARS EPISODE 1 THE PHANTOM MENACE
“Feal” the Force as you blast your way through

QUAKE 11
The world's biggest selling game
arrives. Quake on!

kR399:®

this epic adventure!

R399-%

CNA INTERACTIVE STORES: Alkantrand, Balfour Park, Bedford Centre, Brooklyn Plaza, Cavendish, Centurion Centre, Cloisters, Eastgate, East Rand Mall, Fourways Mall, Great North

Greenacres, Killarmey Mall, Kolonnade, Lakeside Mall, Lowis Trichardt, Lowveldt, Menlyn Park, Middestad Centse, Midrand, Musgrave Centre, Nedbank Cresta, N1 City, Pavillion,

Riversite Mall, Rivarwalk, Rivonia, Rosebank Mall, Sandton City, Secunda, Somerset Mall, Southgate, Sunny Park, Table View, The Bridge, Tygervalley, Victoria Wharf, Vincent Park,

Yryburg, Waterfall Park and Wastgate.

E&DE, All prices Include VAT, Dffer valid while stocks last.




ToP? Caveds Whe Own ad

puter games would eventually become the perfect tool for teaching

would have laughed at you. The Learning Company has always come
So who is laughing now?

N . “ |
If you told almost any parent a few years ago that com
children mathematics, reading and other subjects they , :
up with high quality educational titles that are fun to play and really do teach kids a thing or two.
metrie shapes, completing symmutric shapes,

determining the area of a shape, creating shapes
within a specific area and creating shapas with a

players are Tucky encugh they might actually

aths is generally a tough stibject to master
fird pirates in the hideout and can listen Lo one

at school so what better environmaent o
[earm all about fractions, identifving nemerical
patterns and multiplication than a tropical island

of the many pirate songs in the game. | (TS !
specific measurcmenl.

game's graphics ane of a high standard with
I Going Bananas

humiorous ani

Ci b with ral .
; I'“"Ph tL k:l " 2 i <i 2n .! mations and Educational focus: Exploring the comcept of
IPLrI'f“: II]I-:. r) fi4 r r) j = if i .}2 vl shorl videos o place value, adding two and three digit numbers
T Cheese o ¥ i : i : . § i
(tre, :au:l.-'- Like ‘rﬁ" "J - f d ‘l'J I\«.,Fil f : J j _r b move the over (with and without regroupIngh, '-lll‘l'!'.kll.l.l_r.l'-'u“
; ) uf J r, andl three digit numbers (with and

mivst educational

kids titles, Readder \ ‘ I ; ¥ a8 Fie
Rabbit's Maths Jj ﬁ j _” & Ad-u =9 ;

e

wilhaonl regrolipmg 111ll|t!|.‘|'r'|'1:u',
with numbwrs less than 10
Monkey Pizza 'arty
Educational focus: Creating frac-
tions, creating equivalent fractions
anel exploring addtion of frac
lions.
Pirate Tookout
- Educational focus: Reading a
: clock, adding and subtracting on a
clock,
Tourisl Trap
Educational foous: Counting,
adding and subtracting money

” e
W~ ok, .

{this is American Dollar based and useless in
Somth Atrical.

MNumber Line Measurement

Educational focus: Finding a number on a num-
ber line, adding and subtracting numbers on a
aumber line and solving mulliple-step problems

Agges 68 5 full of
pames’ that are
really more about learning and the activities In
cach game are geared aroud solving mathemat-
ical probloms o progress further. In this game,
once these individual problems are solved and
as each separale game is successiully o wnpleted,
the player is presented with a rew ard, Thase
rewarnds are parts and supplics for a new ship
and the player is presented with an overall

all story and
link up the dif
ferent gamdes,
something dif
terent is
alwiays hap-
pening on the
screen and this
etfectiviely
elimmi
nales
the possibility of players becoming bored
hali way throwgh, The other important
area here that has been well covered is
the seund, each character has a disting-
tive voice and all the voice acting is of a
high standard, it's loud and in your face,

working together with the

graphics and prolonging the ‘ {1“ 1 - r
attention span. The interface is P — /ﬁ"
sy 1o grasp and works well \ _ﬂd;§ N : 1
within the game world, never | a = N
ONCE COMINE ACrOss as conlus-

ing to understand or difficult te

manipuliste. As you would e """‘:11\2‘ 344 =
expect there are also a number R ...:...__=r_.l
of difficulty settings and a gowd

TepOTting ystem for parcels o
peachers that highlights where kids are
having trouble. It's no substitute furr
any real teacher /. parent child interac-
tion bait gives a good idea of whene to

start looking and is geeat incentive ancd
praise for a job well done. 'l

Weicome To
The-North-Poie

objective of building o new boat to leave the (BE3
island. Thore are 9 games in total and if you
reburn bo the same game again after completing
it the first time the mathematical complexity of
the specific problem increases. The main game

et et F e e TP, P

W will e Bk m ol Dol | 599

The ganies are divided up into two dit- . et et e St i
ferent types of o tivities, arcade (laster e "
paced) and exploration [sliwwer]. iy ]
o B h Ko B s 2w |

Wit .
You've heard rumours somewhere that there are good sites
fer kids on the Internet, but finding them is proving a licde di-
ficult, especially since you'd rather be surding for ather more
important things, like rugby and soccer scores. Dan't give up
yet because Santa Clause has his own special spot on the
|nternet. The site, surprisingly enough, is located at
g fwesrse the-narth-pale com/ making it easy to remembes
for kids and sulcably named te boot. Once inside the site you
can send a letter to Santa, send a letter from the North Pole
to a relative and even do a lide Christmas shopping. The site
akso has a number of Interactive’ things for kids to do inchdey
singing along with Christmas carols and discovering different
ways to entertain themselves during December with recipes
and crafts for kids (supervision recommended in the kitches(l
Besides the fun and games kids can alse travel around the
warld and see how children celebrate the festive seasan in
ather countries and read up on the history of Santa Clause ki
2 a fum site and well worth a visit, even | its only once 3 year
around this time,

Dan't Wake the Pirates
Fducational foeus: Identifying number
patterns, adding and sublracting num-
bers o form a series and practising the
multiplication tables

Fishing for Numbers

Educational focus: Adding and sub-
tracting two-digil numbers, multiplving
to create two-digit products and divid-
ing with o and two digit dividends.
Pirate Splash

Educational focus: Recognising when a
number is grealer or less than another
number, belwesn two numbers and
recopnising when o number is greater
or kess than o math expression (using
addition, subtraction, multiplication
anad division),

interface is an island map and from here kids

can click on various areas to start the different
gamis o simply go and spy on the pirates” hide-
out. s nod all about solving problems and thene
ane two other areas vou can visit on the island
thiat are thene just fu.r fun. The first arca s your
base camp where you can check up on the ongo
ing process of building vour ahip, here you'll
find a checklist with a detailed list of whal you
hawe and what vou don't. The other area open
i ﬂplnr,ltm“ i thi Pimtu_*—,' hideout, and i
ernet: hirp/wwwlearningeo. com | System Requirements; 486 DixX/6é or Higher - Windows 3.1 - 16 MB RAM - 20 MB HHD
Company | Publishier: Martel Interactive | Distributor: EA Africa (011) 803-1212 | RRP: R | 79.00

Sail Maker

Educational focus: Creating basic geo-

Category: Education | Ages: 6-8 | Int
| MB Vides Card | Developer: The Learning
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Kids Education & Games

No matter how much paper vou put down or what you restrict their 'creative’ activities to, kids will always make a mess. Paint
programs for children are greal, now you can let them spend that quality time in front of a computer monitor and after the fun

and games are over all you need to do is click your mouse a few limes and all that mess just disappears. ..,
& r g lines out of
things hke
, 9 " ribibon and
; F fJi EVEM WA
J” IJ b -r Besides watch
\r </ ing the pre-set
animations on
the ST Ps Vou Gan

i -
vague
r —
v ) I. iJ slso make vour own
:") .er ‘] U l'l'li-n .1111':1.|.t1.~1[ pic

tures by using the Doodle Morph Tool L sing a
key frame animation technique you can draw a
line or shape and then afteg drawing a second
line or shape vou can w',ln h wpur tirst shape or
line transtorm inlo the second one. This tool ties
in with the basic animation toecls so after seeing
what can be achicved kids can try it oul for
themselvis. Images can be imvported into the
proram for basic manipulation and all pictures
can be expaorted as either Windows BMIT files or
AN movie files, Overall this painting program
for a while, but simply doesn’t

twon called Chalk Talk whene kids
can learn o o crealte Lheir own
simple chalk animations, which
can then, again, be combined
with all previows work on the
same page. Each drawing toal
has a nember of different slid-
ers that change what the tool does on the

b canvas. There are endless combinations that

y smy s Magic Artist Studio is a basic paint
e for Kids” of all apes, and oven the

-
' sBfjany »
L) progem o u Disney's
wdd parent. All the tools yourd expect to find in
afitle such as this ane prisent and accounted for

plhus an impressive selection of special

painting toals and a wonderiul

Tibrary of Dhsmey's Magic Staumps
tanimatind Disney charactors

sl packgrounds and props
far cach of the many incloded
themes), There are threy unique #
shudis areas, starting with the
Creation Arca whene vou can
wirk with 15 differeni lonls Irom the

Tool Draswer, these include things like
o '-!|.||~|' WAL, eTaseE, Tage Spry ¥
arsd normal itemis such as pencils, {

R

paintbrushes and markers: Clicking on
thir bowds again afler they've been
sefectid will turn themn inte
B Twistid Tools, o weird selix

£ tion ol modified versions of 1hs
I tescrls. The secend creation
area is the Stamp Drawer where
voul cam Chaowset froma over TN

is greal fiui,
have enough real variation to keep most Kids
occupicd for hours on end. What it does is pro
vide an escellent platform for crealivity and
even offers a limited course in animation by the
experts of art

Magic Stamps, which can then be
cornbined with vour own creations, The
3, Under the Hood, is where vou

sy YoLr 1_IL'|I|.'|.III'- o IIII|'|r|"-‘-I'L|' '-inh'

can be Hiddied with making tor greater end
result variety, Fwo of the more fun toels i the
lirwe wop awre the Tovagge Spray Tood that will paint
animated images such as bugs and popcorn. The
other is the Inwege Tube Tool that lets vou make

shows with music and a wide range of image
tramsitions. Thise files can then be outputted as
AT files, which can be sent o granmy and

grandpa vig e-mail. There is an additional sec-
Category: Creativity | Ages: All Ages | Internet: hitp/fwew. disnoyinteractive.com | System Requirements: Pentiom |33 MHz - Windows 95 - 31 MB RAM - 70 MB
HHD - IMB Video Card | Developer: Disney Interactive | Publisher: Infogrames | Distributors Crew (0113 233-1111 | RRP: R 29%.00

Animated villains are always on the receiving end of all the punishment, so wouldn't it be great if they started changing the
rules and did away, once and for all, with all the happy endings?
get hinry, Duning a video

Disney's

= -

& | ) sequience plavers are transport-

y 7 7y~ cdoutofa kid's besdrooam and

J \Ll J jJ Lo it a storvbook, a book without

:r e any happy endings. Once in the
) :‘J i/ !J j_l f :,J story mode they must select which

LAY 2 A J Z

sward play
and saving
Crumbe from
CrAZY Circus
clowns. After
completing all
these pames
v have o
final con-

oftering usehul advice when things

y Eney's Villaing' Revenges is an
LS elaborately presented
collection of eleven simple
games, seven ol Th
games are immediate
Iy availabli But th
firal four will only be
umtliscked onwe vou've

besaten the game by

sbory fv 'Tix" and so the
adventiure begins,

defeating all the villains. This is a good carrot Sounie of the games frontation,
forr Kads and encourages them te continue play melude having o mix T after which
YL ane

g rigght wntil the epd

returned back to the room. IF vou've successtully
completed all the games in the book the Blue
Fabry will enchant some of yvour bedroom tovs

some of the pames are
very simple while others

are a fitle tricky and thene
which then become four separate games, ganmes

that offer a litthe more replay value than the ones
i the storvbook mode, These invelve a dancing
clown whose dance moves must be mimicked; a
simphe coin game, similar o noughts and cross-
esa prussle game where players must help the
Seven [dwarves through a mine and finally a
miree game where you must guide a purple
wiorm Lo freedom. Overall the collection of
games is well presentied and the lead into cach
o s engrossing - an excellent collection that
suffiers a little from a few instances of tedious
play but the good hene far outweighs thie bad,

are @ few tedious BAImIes
i the mistuee that fail b

ingredi-
vint= into the
I.i'.ll.'l'l'l = 1'|i|||'
drom 0 wake
Snow White,
puiding Alice
through a topi
Ay mMasye ‘II\ |.I'||.'
first person)
fighting Captain
Huisok wilh
mouse gided

keep plvers interested

for longs, This kitle is pune
v a ki samme aned s o
educational” value, so
krow what you're buving
Midurally r"l;.:‘r.u,"l. spraphi-
cal conbent is withoul
eqjual and features |iminy
Crckel, pame's host, as [we
kxads you through the
whinhe story occasionally

Category: Games | Ages: 8 & Up | Internet: hitpwaw disneyinteractive com | System Requirements: Pentium 133 MHz - Windows 95 - 16 MB RAM - 60 MB
HHD - IMB Video Card | Developer: Disney Interactive | Publisher: infogrames | Distributor: Crew (0113 233-1111 | RRP: R 295.00

Eiﬂlﬂﬂtl_liln

I Freddi Fishy Deluxe GT Interactive

A | 2 Jumphar Frst Grade Havas Internctive a chance s
- = 3 Reader Rabbit Personalised 2nd Grade Marred imeractive 3
h i ) i \\V\} 4 Reader Rabbit Personalised |st Grade Marwel Interactive 1 Siviatly Afric
' 5 |umpStart Pre-school Havas Interactive = with Kids as
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ut the Man - Peter Molyneux |x

Cau

BMAG : Where v
thing hadn't happened

PM = | really do not want to think where [ might
hiave been. | have a strong belicf that T am not
that intelligent. | can't write or draw, play music
or do sports. 1 live and breathe games. | would
possibly b in some corporate hell not doing
very well. If | had the gift of being clever then L
wold have gone into genetic engineering!

NAG ; Who is vour M |
PM ; Shigeru Mivamoto, the guy whio wrole
Zelda, This is the game | would have maost fiked
tir work on

MAL 2 Has vour hanged much

I'M ¢ Ten vears ago | lived on baked beans and
could not pay the bills. Now [ do not have o
atruggle but 1 love creating games. | have trind
to give it up but after a week 1 felt panicky and
stressed 50 1 do what makes me happy. This is

my life!

NAL : Wha! games are you [ooking forw 1l
lix?

M 2 T am looking forwarnd to plaving
Homeworld. | have o copy but daren’t boot it
up, as I will nat have ime to do other things
Cuake 3 and also rumours aboul Civilization 3

AL : What are your favourile game 14

PM = [t st be Zelda, The fiest game | bought
wis Space Invaders on the BBC Acorn that | was
really disappointed with, It did not live up to
the arcade version, The fiest game | bought and
emoyved was Defender of the Crovwn on the
Amiga and Red Alert is one of my all time
favourites

M 18

What is yogr hidden talent
PM = What 1 do best igto get the best cut of pe-
ple and sporfheir mloht When T ficst met Glen
Corpes, who wrote many ganmes for Bullfrog, he
walked into the office, had never written a
gamd, was a compuber operator, reser done any
programming but once 1 spoke to him | knew

the uy wias & genius.

NAG : What was the best day in your lite?
"M : This is going to sound really boring bt it
was the first showing of B/W. There was a lot
riding on it and it was incredible the reaction 1

ot

LATER

PM : | really emoyed Red Alerl, | must have
plaved this fye times rom start o finish aed |
was like o 12-vear-pld kid waiting for Tiberian
Sun and | was really disappointed, 1E was gl‘ikl
but wasn't what 1 had expected. With three years
in development, | t"\Pn.'tul. a lot more. To add |

dford office!

believe there s a lack
of vision in our indus-
try. When people
spend all that money
o motion caphion
suiles it was o darn
waste of money, You
only meed it for a week
s why buy it

NMAG LW

¢ pastime
PM : My love and pas-
sion is crealing com
puter gamis, [ have no
il hiohibies, In the
week | never really
switch off. | work
every hoair | can,
Yesterday for mslance,
which I:-.IIJ:I”ti.I'IF‘_

There are few icons in our industry and even fewer who manage to continually create games
that break new ground. Peter Molyneux, who sold up Bullfrog two years ago and started
a team known as Lionhead, is pulting the final touches to his next game called Black &
White. Having first met Peter 10 years ago whilst he was making his first hil Populous
no one would know that this unassuming and amusing man was a millionaire. Most
people in his position would grant you an audience for 30 minutes but Peter is still
eager to talk and explain and so time is never a problem. | met up with Peter to find
oul a bit more about what makes him tick and also delve into Black and White at his

- Derek dela Fuente

“Image is very important to the company and me but | have never been on
any courses fo learn the best way fo get over an idea. If is all via lofs of years.
of experience. It is being passionate about the gomes you are working on
that you can endear yourself to the public. If you take out time to explain
things then people will be more ready to talk and ask questions. The real
trick, as far as | can see, is taking notice of journalists and the public. When
1 explain a game, | take note of their reaction. If | see a spark of interest in.
their eyes | know they have taken things in and if | notice lofs of people are’
interested in one area then | will work on that element even more! One smile
' or one reaction is all | need! | show games a lot earlier than most develop-
_ers so | can get the feedback | need. | can easily see if they are bored."

unusial, 1 starled work at 11am and 4.30am the
next day | would go home sleep and start agaim
At the wevkend | never go near or turn on «
computer - anvithing but - [ got drunk, 1 do nit
even watch TV much, | guess | socialise a lot but
nothing more. There is not enough room in my
mind for any hobby, [f vou an: designing a game
you must be obsessed with it and so thiat does
not leave vou any moom for anything else. | can'
understand how people can il between so
many things. My focus is on games!

BAL ¢ Has belng dyslexie affected vour life st

PM : Being dyslexic was a problem at schonol, so
much so that the school said that | would never
achieve anvthing or be suitable for any neal kind
uf job. People thought | was laey and in my
sehool davs dyslexin was unheard of P'eoplie
with dyslexia cannot express themselves on
paper and | still cannot but give me a computer
with a wond processor - complete with spell and
grammar checker and | am fine, Yoo will never
sop e Writing notes on papes | wasona TV
program about being Dvslexic and the general
opinion was that people who are dyslexic are
more creativiebut [ would challenge this point. If
vy were toask me boowrite an essay on paper |
would break oul into a sweat!

Ta| | New Age Gaming - Volume 2 Issue 9

NALG : What do vou have in vour pocket nght
T

PM ; Ha, I have 2 lighters and a wallet, ves 1
smoke. The reason for two lighters is that people
say | steal their lighters so having two makes m
el b case

NAG : Where do you get your inspiration?
M : The ideas for games? Hmm. They usually
come al any time but it is anlaic for me bo sy
that 1 design games for | may come up with the
imitial ldea but then a team will work on it You
have never scen in a manwal or on a box that the

game designer is Peter Maolyneas, that s unfaie
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IntEWEEW (Continued)

The ik could be two tiny bits of papuer but in
the end it is all of us, henee, Bullinog,

MNAG : Did vou ever think vour life would tum

L EFs Wy

vears ago, which 1 ook belore I!-Lililfm;:: WO i

I_"[.,i\ll,h_l..,'l.l a photo of Peter 10

fnama)

PM : Wow look at that photo, you &*5#11 1 cer-
v had more hair, | was writing Populous
Gilen Corpes and others. No [ never imag-
fmed that things would turn oul like they have, |
sfill waka up and Lhink this is a bizarne dream, |
have been incredibly Tucky, Baing in the right

P|.||_|_ at the right time.

NAG + Whiil are vour feelinegs about Balbirog?
M : 1 never feel jealows about Bullftog bul very
protective. It is alsi good bo see gar

ws | worked

on coming out in mew versions that-are s good
Being o part of the original Popalous or Theme
Park game is a tremenidous feeling, It is a slice of
mmmartality. Bullirog has 250 people; | started it
with just five of us. | do feel pealous with the
resoures they have but T have been paid well

for sedling the company!

NAG : What makes you langh?

I'M : Anyihing to do with toilets, We British ane
very Tavatorial’. People in any other country do
met understand this bul we do! Strangely
enough, and [ am not doing this purposely, in
W vou actually see bodily functions being
performed. To put it in a straightforward way,
s can actually kill people if they get hit from
the great hedghit of the creatures outlet!

WAL : Wha i 7
PM = | do not suffer fools very well, | hate peo-
Fllq_' who are foolish intentionally. 1 have no
patience with them. It is terrible to waste vour
life being stupid, von only live once and so vou
st Bakee things seriously and to the full. You
are only hene for a small time =0 make the most
of it (50 what about drunks?) Mo, anyone whao
s dhrunk i= different and | speak from personal
experience for | lowe a good drink, Although it
dows not make me angry, it does annoy, w hen at

a dinner party you mention vou wribe games,
people look at you w ith glazed eyes and sav...
really ! Thes I will go and et another drink!

NAG : What is vour motlo?

M Don't be impatient!

NAG : Why Black and White?

I'M : 1 have alwayvs wanted Lo create a gamie
with a single creature that was a representation
of thee player playing it. I have always been
asked what's the point in such and such a game
Fvery time | have said, vou play through the
levels, ete. | have thrown sway levels and pre-

~ About the Man - Peter Molyneux

sented chapters and now il is
soomuch clearer Meople can
novw understand they are
playing in a selting that they
can create and change. This
is an incredibly rewarding
gama. T ean go and look at
the game hours on and find
it has changed completely.
This i what games are
about. Even using the word
game’ sounds slightly
derogatory. This T hapeisa
mew genre but that is up to
ether people to sav. | will

only say this cannot be categorised.

MAG = How would vour sum yourself up
M 21 would sav | am a chaotic person but
unpredictably calm!

SAG - What s vour earlisst recollection as a
child?

’M ;1 was borm in Beckenham, a small town in
Kent. This town has noe real claim 1o fame apart
from Bill Wyman going o school there, as well
as David Bowie. My only claim to fame is that
my uncle owned a garage thene, which was a
landmark built like a Chinese pegodal | was
born in my grandmothers house and the anly
recollection | have is a photo of me bwo hours
after my birth in my mother's arms, her cradling
e - like a real cherub with her looking at me
lowingly with a cigarette hanging out of her
mouth? Was T going to end up a smoker... " |

think so.

M AL : When wert you bom?

PM : May 1459 borm a Taurian - Hence the
name of my first company with ex Bullfrog part
ner Les Edgar (Les also being Taurus] was
Taurus where we wrote our lirst games, as well
as .|PF|]'||_'.:I|..||1 PIrOgrammses, the miest remam

beresd being Acquisition!

NAG : What did you do alter you left school?
PM z | went to oniversity and got a degnee in
COMpUieT S and then got the conventional
joby, became a consultant working in the city
disigning databases for corporate clients which
then progressed onto Taurus and forming our
WL \_'I_'Ifl'll"n.lll.'p' 18] i"""’\1 LICe O 9w ILF'I.‘“LI.”'".""
programs. With spare time and a love for

games... the rest 1= now history

wieh siles?

MAL : What are your favouriie

engine. Amagon.com is also where L go a fot. |
spend o good lew hours there same dayvs, | used
Loy ruen 10O bt had atound 2000 people listed so
when | loaded up, Whoosh, everyone koww |
waas around and kKept on sending questions so
now | have a '|_I-_-.|_':_|L||,r||-.'|1| angd [still use Ik |
tend to steer clear of the popular sites and one of
the bigpest flaws on the net is ils speed can
sometimes be so slow, The Internel is a brilliant
idea and has browught a refreshing cultural
change bul one day when things get faster then
it will et even Biggzer. Can you believe that last
wieek Twent on the net to do all my Christmas
shopping? 1 am a technical person, understand
the net to the full, so it conld not be easiel 1
went 1o buy a starry starry night pillow, logged
on to the site and it took me an hou® and a balf
o order. T could have 1I1§u.'|: overfio the manu
{acturer in less time. | beliege the Internet is a
bigaer cultural change than we now realise
Flow it will chamge in 1 vears | cannot say but it

will play a massive part in oviervone's daily life

Thae Interrwet is still in its infancy!

MAG : Why work when vou can refire?

PM : T've madie computer games the pivotal part
of my life. ['ve enjoved every single day [ve
wirked on Black & While | can’t see any reason

fus :11\I|,| nos,

SAC : What vour favourite lond and drink

PM 1 Easy. My favourites ane Beer and Spaghetti

o A ¥ hal s day | AW

PM : A Nissan Skyling, a fabulous car and an
Aston Martine Why an Aston Martin? Yes it is a
James Bond car b | like its temperamental fea-
fures. [t always has some foible. Teould be going
at S0 mph and all of a sudden it would slovww
down, | decided on my cars through a famious
TV car presenter called Jeremy Clarkeson. | was
om o plane flving across (o the US to lirerally
pocket a cheque for 2 million pounds and watch-
ing a program on board in which Jeremy was
saving... if you had the money then an Aston
Martin is the car. | bouaght it and hate it |
despise it

W AL What 15 vour Favouriie movn

M : Forbidden Planet (1939 a science fiction
film or Blade Runner or Beauty and the Beast.

WAL : Whal VT mar

M : Single
WNAG = Where do you see the fulure of ga

PM 1 The computer game is still not mass mar-
ket but it will be sameday despite what people
are saving. | believe that %1% of the peaple will
o and play games, With machinies like PSX2,
entertainment boxes will be a new perception on
things and not game machines, as it will play
IV, music, films, ec. IF the games industry is
an art form, then we are presenting a very primi-
tive one jist like the early silent movies, When
we start W deal with emotions in a game and
caring about characters in a game w ill we then
starl to see it become mass market? [ ask the
question with a film vou have the beginning 20
minutes, the middle and the end, bwo hours
where people become really immursed in the
characters and the plol, With a game vou have

characters that are there

tor months s when yvou —"“\
el sormecone b write o

story to pluck the emotion r—
will be when the gaming

industry really takes off f

(e
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The look of the game with its manga-spiced graphics is in the style of Resident Evil and one that is viewed as a real epic to
have you on the edge of your seat. The plotis very closely based on the Akera film and you take the part of Rion who is unwill-

ingly being tested on in a laboratory.

jon is an extremely gifted young man. He is
blessed with telepathic powers that
have helped him through many a
scrape, but now everything s gone
horribly wrong. Trapped in a
world of drugs, chimaeras and
nightmares, Rion must lead the
battle for Cood against Evil in
the high-rise slums of the
Japanese Metropolis set SO0
years in the future. The game
starts as you see Rion strapped =
down in the lab but using your mind
power you break free and now is your
chance to escape. The essential feature
of the game is that as the hero
you can use your psychic abili-
ties to open things and move
objects. The game has some
really clever graphics and fea-
tures. If you by chance find
a mirror, looking into it
will give you some flash-
back of what has hap-
pened and some short
segments of what is about

'
. .
-

-

to happen helping the i !
player get a real fix on A

the plot line. Having lost % At
your memory trying to i

find out what has hap-

pened is a part of your

objective, why you have

been experimented on, and

this gradually comes back

via the unfolding story. All

vou really know at the start

is that vou are in a lab and

must escape!

The player will also constant-

ly hiesar a girl's voice through- &
out the game which in itself ’ E
is a part of the solution to

the whole game. Galaerian -

iz a massive game, hence it

o - r '!

k
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dotted

coming on 3 CDs, and the laboratory section -
which is three levels - equates to one floor in
Resident Evil. The PR person for Crave was al

pains to point out
: : ; r“‘ z
Al &
LT AN
b=

{4

aome of the features that made it a better experi-
ence than Resident Evil. There you had to watch
your ammo and pretty much up front there is
Iots of suk-
tlety to the
FAME 50 VUL
must heed

what you
do. For
nstance

around the
locations are
chemicals
that you will
find and be
able to take
but pop too
many and it
will drive
you crazy and you must search for a

Derek dela Fuente

really start to become devious. Most other
games are too obvious. We believe the game is
very intellectual!”
__ Rion has two kinds of psychic
V) abilities, the offensive whire
[\ you can take chemicals,
which give you sonic
blasts, or the triangle but-
ton where you will be able
tor sense things, which is

A | 9 - Ry
B e 1
! ATE
- i J‘ )y  more ljl..‘fi?'l'l""i"r'l':'- On SCreCh
r info and icons are on display
| o to allow the player to know

which strengths are high and

which are low. All the weapons are
in Rion's mind so the game is quite clever using
physic mind power. You will actually see this
power manifest in action. For instance if you
want a
fireball vou
will sum-
mein this
via your
mind
although
this actual
action, one
of the
many, may
be toned
down for
the
Eurcpean
market. In
effect cach
chemical you find will give you a

quick fix tablet that will calm things
down. The chemicals equate to
adding abilities but using them prop-
erly and not in one mad rush is part o
of succeeding in the game. “
Getting out of the lab and making

power and the more of the chemical
you take will heighten the ability even
more, so vou must really use them
i with care. As the game has already
F""a%, been released in Japan, the process

making it Furopean is a very long one

your way to the mansion you will be FIﬂ‘{StaIiDn and there is a chance that some details

confronted by some shady characters

of the game might change. Some cen-

and their attacking moves are
| impressive,
having somoe of the abili-
| ties you have! At the end
of the level is a tasty con-
frontation with a cyborg.
Crave, "The game mixes a
: It of different game's
ghee || styles - fighting, action,
! : exploration and plenty of
puzzles, many of which
are quite intelligent. OF
course things will gradu-
4 ally get harder so at the
start you may need to
 find a fuse to turn on the
o lights but later on things

PREVIEWS sorship of the game whilst it is being

converted is already underway, Taking
chemicals via injection is out for it may convey
the drug culture so it will be done via screen
meters. Also no heads exploding with blood but
sparks when you overload with chemicals.
Crave commented that any changes will not give
the game less impact as the story line, battles
and look are already very strong. Experience a
gripping PlayStation adventure that you won't
b able to put down. ASCIPs top programmness
have created a 3D epic that will frecee the blood
in your veins. Moulded into the dynamic action
sequences of the gameplay, Galerians offers a
breath-taking story line that gives no peace to
the player
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Y ou've got en ssconds to
cormectly pronounce the
name, Ehrgets. Tough mut to
crack that one, the worst

GOD BLESS EHE RIN

—— 4
=

part is trying to tell your
fricnds how much bull you
kicked last night while play
ing your new game. They'Il
probably just get stuck on
the name and quickly forget

your trimmphant horn bloaw-

e .
ing while asking you, "what E“ R G E l z

game, say thal again?’ That's just the name, not very important, what is
important is that it's from the Final Fantasy people and it's starting to look
like Fhrgeiz is going o be the next big thing, The game is an arcade fight
ing game with a smattering of role playing elements, basically it's like
Tekken combined with a cut down version of any recent Final Fantasy
game. The tale behind the game begins 50 years ago where a myslerious
weapon, (known simply as Ehrgeiz) made from an unknown material is
found in the remains of an ancient German castle. It eventually was pre-
sented to the winner of a tournament that determined the world's greatest
fighter. In the game players will find themselves fighting to save the world,
exploring ruins for the secret of immortality and testing their skills in fight
ing contests. What makes the game all that much mor special is the varied
array of characters, all bringing something different to the table. For exam-
ple take Yoko Kishibojin, a young, 17-year old girl skilled in martial arts
and the use of a deadly yo-yo. Next up we have Han Daehan, a 23-yvar old
action movie star from Korea who uses his artificial leg to fire missiles at
unsuspecting opponents. As an extra bonus the game also features charac-

P .

I t seems the Earth is quite a popular target in
the future and whenever we see a slice of life
in the near future it's a marred and
tatty place that's either sinking under
the weight of its own problems or
under attack from above
Fortunately there is always some
hero tvpe just waiting in the

game books very similar to Omega Boost, but
does promise to offer more warkation in p]ﬂl.'
with a greater number of environments and a

ters from the Final Fantasy VI game world, three of which are available .
immudiately and three that must be unlocked. The straight up fighting
mode of the game features a new engine that allows for full 3D movement

) ; ent
anywhere in the arena regardless of whene your opponent is and generates stes
some lightning fast battles with large well defined characters. The fighting ing

mode will include four mini games, Baitle Panel, a strategy sty le game,

Battle Beach, a barefoot race requiring insanely quick button presses and 1
finally Infinity Battle, an endurance based fighting game. So the final line
up has 3 arcade
modes, 4 mini-games
and a stand alone role
playing game where
you play an archacol
ogisd descending into
a dungeon on a quest
tes find the spring of
eternal life. There are
two maodes o the
quest game, normal
maode whene you can
returmn to the village
to purchase weapons
and equipment and
the hard mode where
you enter the dun-
geon and can only return when you find eternal life. Sa far, first looks at t
this title only impressed with its many game modes and slick fighting
engine, if all goes well it might just be the genre mixing title that all others
are judged by in future, [NAG]

Lrs

14
thard -

AR

GAMING
MOUSE

bang. Unlike Omega Boost the game boasts a
wide variety of combat environments and play-
ers will get to travel through space, explore reli

all

] wlic
space stations and even find themselves flying g
through craters and valleys. One unigque feature i
worth mentioning are the giant Lo

bosses in the game, some of
them are so massive that their i

wings to be discovered and save entire bulk won't fit on a singk gle

the day, just in time, again. This Groe e . : ' screen. Spaces Debris is looking ,;n \

around that hero is James Bryant, a dhis f !,.{__ !‘ — { —_— [ r — really fine at this stage and the -Iu_-b

crack pilot of the LED (United Earth i e s - & e five play modes (including two ;wn

Defences) who has to mobilise a fight- player modes) the game has, as i

ing force to deal with the imminent attack by solid story. From the early release version, the sure to prolong its life. This title promises to bea hla

aliens who have just entered our solar system emphasis is very clearly on action and the evoly must for the action fan, but if you tire quickly of b oF

Bryant must lead an advanced force ing story, a5 one section is completed a full repetitive shooting at aliens then you might be be {

to engage the enemy and draw them i motion video sequence kicks in and better off looking at something else. [NAG| LA
out. The UED flest so0n makes con- gives purpose to the = ;
tact with the encmy as is quickly P upa.(%ming battle. The Hmer Mouse Ba"

overcome by superior fire-
power, foroed 1o retreat and
regroup. Somehow Bryant is left
stranded behind enemy lines,

—
= e

| where he meets Dr. Band. With a little help

| shooter, played in the third person the game

before he can even consider his .
options he receives a distress signal
from a nearby UELD rescarch outpost

from the doctor Bryant must now put an end to
this alien invasion even if it means sacrificing his
own body. Space Debris is a fast paced 3D action

spreads the pain across ten levels all featuring
their own geography and level end bosses. The

wiy the video
SEqUENces
1_’!;1I|'|’_\|ill'lul'l'\!
the action is an
ﬂ}rpnl._n_l'l that works
well and vou really feel
that the fate of mankind
rests in your sweaty palm
There will be a twotal of six different
craft you can play with, including
a huge mechanised robot and the
highly classified Phoenix, a man
maching hybrid that was outlawesd
alter initial experiments went

USB & PS/2 Support
Higher Sampling Rate

: J:ftﬂér f.

Available at EIITELTE

{°:
b

Logitech
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Legend Entertainment has been developing games based on
authors such as Piers Anthony (Xanth), Terry Brookes (Shannara
from being in the same stable regarding content, all those games w

Wheel of Time, due for release in January 2000 from GT Interactive
writer Robert Jordan, a man wha's novels make War and |

of a series of books by fantasy

the eight tome series, Eye of the Beholder, stretched to 800 pages w
In his collection, Jordan has created a very detailed world that Glen D

game.

of Time will be their inaugural foray into the
first person shooter. IVs also a game
that uses the Unreal engine,
{The company is also
right in the middle of
developing Linreal
2, bul dow't tell
anyone T said
an), Bob Bates,
sturdiey headd,
explains: "Cne
of the unusual

I n a radical departure for the company, Wheel

things with
this game
1= that,
ora
tirsd
[rersem
shooter, il
has a great
story line,
which comes
froaim OuT
background.
Moo=l other
games in this
gonrne hawe
very thin
stories. IU's
only when
WIILE SO0 0
[oading message thal you realise Vi coam
pheted a ley el In Wheel of Time, cul soemes
explain what's happening to move the story for
ward with a straight forward account of wihat
vou have to do at the stant of cach level

e nrryp—

ek WA

=tory

As the Whee! of Time revolves, legends fade
into myth that in turn is forgotten when the age
that avee it birth returns. In one such age man
enjoy ed a time of great prosperty and a certain
race, the lsody, were born with the ability o
wense enchantment with a single power. This
POWEE Was the energy at the centre of the
Universe and, drawing on it, the sody could
accomplish anything: they controlled the weath-

or, heakesd the sick and were
almaost immortal, With this mas
lery, huwever, Came Armgance
and onit woman used her power
tor bore 4 hole outside time
that relvased a dark pris-
ence into the world,
Many flocked to the
Duark Onae's ban-
meer, including
thirteen of the
sl pmu-llul
lsody, later
knpwwn as
Eorsaken.
I
AT
Was
filled
with night-
marish crea
tures and the War of the

Shadow had bug
calledd Dragon lid an assaull
apainst the Dark Cher and suc
ceedbod in forcing | back
inter the hole, trappiig
him and the Forsaken
o the other side. The
Drig

lection of stome “eals

on created a col-

containing thi power

that kiept the breach closed. The s
wore pntrusted Lo the remaining Tsody
who kept them in the White Tower
Buefore beimg forced back, the Lark COne
minted the male Isody driving them
s and cous-
ing them o rav-
age the world
The wornen ral-

lied and
dostroved the
madmen but, in
thie ersuing chaues, many
of thi stone seals were
lowst, leaving only two
the White Tower. To
thix day, the lsouly
search for the missing
seals bl unknoven o
them, so do wthirs
The idea of the gamee is
tir szain control of tour
stone seals. T the bad
AT who have twi,
I'i|l_;| two maore, they'll be
able 1o relvase the Lark

] O, aned vou don't real-
Iy want that to happen do you? The Sisterhood
of the Isody also has two and doubling those
will seal fn the Dark One forever. In Wheel of
[imwe, vou play Elsina Sidy, a membser of the
Brown Hasha, a group who studies magical arte-
facts. This is fairly handy because our hepvine
isn't possessed with the ability to channel pawer
tis create magic as other lsody are; she has to
collect and use artefacts that essentially form the
weapons within the ganw {both offensive and
dofensive). The actual game bugins in the White

New Age Gaming - Volume 2 Issue 9

fantasy and science fiction worlds for around ten years, covering
h) and Spider Robinson (Callaghans Crosstime Saloon). Apart
ere adventures, a genre the company is moving away from.
{the publisher who bought Legend last December), is one

‘eace seem like a flyer. The first of

hilst subsequent offerings are a shelf bending 1,000 pages.

ahlgren, a designer for Legend, wanted to turn into a
Derek dela Fuenle

Fower where a lone assassin gains entry in an

el 1 steal the two seals. U cessful, e
Js many of the women, pinches a lot of pre-

lsody send you

clistis arlefacts and escapes. The

ot after lim and the carly levels of the game

consist of voun chasing vour quarry mgrstly

through the deserled city of Shadar L

Each of the weapons is marde of a 'ty pe’, eithr
parth, air, fire, waber or spirit, and while this

may ol seem important to vou now, il mears
that only shiclds of a similar ‘type’ can deferd
wttention earlier, voull

vl 1E yostn sweme Py iing
ko' that tha arl
detend, so il a Trolluc e

s b chesteoy and

all at you,

lacks are

‘Legend has creabed the environments you plly

Ganre: First Person Shooter [PC]

pevelopan Legend Entertainment ‘
A A ..

i Publisher: GT Interactive I
R

Supplier: Crow
tel: (011) 233-1111
Expecied Release Date: Dec/Jon 2000

.S
Internat:
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rering,
Apart
from.
s one
= st of
rages,
into a
mente

LESL d)
i
one,
Proce=
alird (E

1an
are bu |

10 T
Artiste

P
Pl bz,

Vil

eVeryt

(1iTh
lewved of
lated 1
tures
whal €
advarn
that le
levirl o
at Log
m lisks

places
G Co
pieces
o a tra
B
those |

thenugh differently from most oo
st i leved designer 1o invent a room, pul tex-
fures on i, place creatunes there and that's level
e YWie went ||II~||I:\.'It| n unconventional
sqogess. We brought in a real architect who cre-
stisd the room geeméetty, from which the rooms
v banlt, =omething that makes them look real

1
Arieds CAMe In s

pial lexiumes: (41

T i‘\lp L
lated them with cria-
tures accordimg 1o
what Glen needend to
advance the story or
that level.” Like all
level designers, those
at Legend have put

n loks of secret

places whore you

can collect bits and
pieves [ts somethung
of a tradition in this
genre of game that these arsas are included for
those players w ho want 1o explore everyw hiere

that siving the game multiple 5'-.III'~!- nesull

lomgovity,

Puzzle me¢ up
MNow, Wheel of Timwe may very well be a shooter
but it can also be classed as an adyventure game

i Hhat it's one of ‘discos

erinmg’. Tov this end,
Whasel of T has 1o
have puezles in order for

i e

Vo
romments. I trad
ailventure games, the
plaver has o be given
enouith clues in order to
iise their own kel
gence to solve the prob-
Jertr, I the svorld of the
first person action game
players lend 1o run
ming
why certain th l'l.'l]\-
puen. Puzzles in this tvpe of world aren’t cercbral;

around without e

thev're trial and erroe ones that moestly happen
tir b of an aceess nature. One such puzzle sees
vou brving to escape from a locked room I'here
is a box of explosives by the door that you know
vour have to shoot o blow dowven this door,
Howvever, you'll be Killed in the process unless

vou remember o wear the fire shickd. Common

sarpse rimallv

What about multiplayer? Is there one? Lo fact,
there's two. Arena Deathmatch levels will be dit-
ferent to the 20 single player ones in that the Lat
ter is linear with regards o creatures o altack
and places to get. Arena will be circular in
nature and also enclosed, designed o keep you
at each other's throats, The extra multiplayves

| PREVIEAS BhER COMSTRUCTION

variant is Citadel, similar 10 ‘caprure the fag’
the idea af Citadel

game, Limited to 1h players
is to hide a given number of
base, set up defences then go out into the s

wals in vour home
e,
gut Your apponents sealks angd et them back to

lly had this
1 bt devided tairdy

vour own base. Legend or

Citadel section as third pel
carly on, that a first person perspective would by
more fun

Wheel of Time has employ el the talents of six

| ners, five in-howese

level die
wal arl teams, bw'o COmpusers

PR rAMImErs, o

artists, threw oxh
aned 25 voice actors. A lot of people, bul the most
unbelievable fact i= that development bey
shortly after Legend published Death Gate in

194! Development in thi sense that that's when
Calen Lrahlygren startod lowing w
the garmwe, actual software development has been

ddcriiad Wi vesars

arn bl fon

G__ ick Facts

Pick mie up

Whieel of Time has a variety of pick-ups used for
attack and defence including Fineball; Chain
Lightning: Decay; Secker; Dart Coun; Explosive
Wards: Tracer; Whirlwind; Farth Tremaor; Fries

and the games most powerful weapon, Bale Fire

That's only a small selection of the 40 artefacts
seattered arpund the game thal may come inko
play sinmeswhiere, Each one has a charge (the

number of Hmes it cin be vsed) and thene will

be i Hmit as to how many you can cany,

Brain dead
ditional point and click

Sob Bates belivves the tra
adventure i strugeling for three reasons, When
| designed sames for Infocom, the poeele was
the thing, They made you think but as mon
people entered the market, they became mene

unfair for the plaver, It made them look stu
which isn't a good thing to do. Secondly, games
w the

ane now very expensivie to develop b
;_1|_1!. et wants an interactive environment. Tiexd
adventunes were quick and cheap 1o make, but

now you're limited to whal vou can ing lusde

which doesi't make for an interesting l"\-i'l'li-
enoe. Publishers see advenbure games as a very
risky genre. Lastly, gamues have moved inas
replacemenits reflect our culture; they e very
active, faster paced and less cerebral. What we're

trving to do is ke story telling elements and

put thaemm il other gennes

= el
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Many see this action come realistic war game as one of Activ
missions ensure this is a game that both arcade gamers and even strategy fans will love. NAG spoke w

Raven to get an in-depth insight into the title!

%,

% KH: The core developrment team for
Soldier of Fortune consists of four programmers,
fouer bevel designers, three artists, bwo anmmalors,
a project administrator, project director, a
connd S music guy and four leads for each of the
respective departments: programming, design,
art amd amimation

KH: Wae bowght a ot of books and did a lot of
research on the Internet to study weapons and
their effects, Fveryomue on the team is an acton
maowvie fan, 50 we had no rouble finding reder-
ences in the cnema, The best resouree we found,
b Mullins, the real-life
COTIS i the game. His

however, was from |
mercenary we hred

input on weapon effects, sotind and gameplay
was invaluable to the development process, Ihe
sty and the plot are the driving forces behind
the ganwe, We want plavers to care aboul John
Mullins and the job that he bas to do, We want
1o draw the player in and really compel him /her
1o finish the game and save the world, Everyone
o the team offered story anul Barrn ideas amd
Sentt Rice, Fric Biessman and Brian Raffel wrote
the script with some assistance from renowned
author Gonzale Lira, Joe Koberstein and the
artists worked with the lovel designers to do the

storvboards for the in-game cinematics,

KH: There ane ten missions spanning 26 levels
all over the globe. The missions vary in many
wirys, Some of them are search and destroy
Cithers reguine you o Teirieye ilems and /o
formation from the enemy, There's a level that

fakes place on e back of a oy ing, train and
really, each situation and environment is differ-
ent. Fach of the missions and their objectives
further the story and bring the plaver further

into the expen

L.

KH: Wi have largeted a Pentium Pro 200 wilh 48
MB of RAM and a Voodoo] 30 Accelerator Card
4% DUF Minimunm ﬁm.jﬂnr aml we are working
arcumid thp redVe vg nmdde just about cvery aspect
of Soldierol Fortune customisable so the player

can create the best configuration possible to run

the game smoothly on his/her machine. We
have scalable lighting, textunes, models and a
dozen other features that can be turmed on and
off or up and down to run the game at a decent
frame mte on lower end machines and o mke
full advantage of hardware and processor speed
on high end machines. Inevitably some thing=
are left out of every game that is developed in
this dav and age, but Soldier of Fortune hasn't
sufferod much in this department because of the

OF

customisability of Soldier's GHOUL rendenng

system and (s vanous oplions

KH: The GHOUL rendering system allows us Wy
hawe per-podyigon collision detection, That

means that vach face of cach polvgon that makes
up o model or an coemy can b= detected and hat

with the weapons. Fach encimy moded is divided

imto 26
off to simulate damage by
the body, Unalor extrenn

duress, activation of some
ol the

lead b dismemberment ol

sope zones” that can be turned on and

l_||| AP A= Can

ligmbss and miscellneous
body parts, Encmies will
limp w hen shat in the kg
anal clutch their shoulders
O AT Or stomach whaen
shot in those places
Damage inhibits the ene
mies, bt ol the plaver al
this poink. W toved
around with these fea
tures, but devided that it
wiorld be oo Jdiflicull o
QA the product because
of all ol the "what if the
plaver is w ounded and
can't make this jump”
kind of situations that
would nevitably arise

KH: The Al ix important to Soldier of Fortune's
overall experience because our geal is o chal-
lenge the plaver withoot making the
gaeme too difficull for the playver Lo
have fun, Because of the realistic
damage levels, it's challenging o bal
ance the intelligence of the enemies
with the deadly nature of the
weapons, Fortunately, we've found a

successful mix with Soldier of
Fortune, 1do think that there has

as a buzzwond for teday's games, but
it 1% @ levt harder to pull oft than must
people think. It's easy to make an
enemy deadly to the point af making
it wnfair and it's casy 1o make an
enemy =0 uninfelligent that anyone
sean step in and brecee through the
gamu, The challenge is linding that

New Age Gaming - Volume 2 Issue 9

STRACTHON

sion’s most eagerly awaited titles. Its explosive action and varied

bewn @ lot of talk about "advanced Al”

middle ground where the '|'|-I'L'-.'I loeelks

ith Ken Hocskstra at
Maeals 1
challenged enough 1o continue without fevling
the sitwation is hopeless o ridiculously casy,
People do put oo much emphisis on Al these
davs, in my opinion, I'd much rather hear, "L had
a lok of fun plaving vour game” than “Wiow! Thi
enemies inoyour game wer really hard 14 Kill

KH: The game is set in a frst-persan perspective

with an in-view weapon and
that is the standard viow for
abustit 9% of the game. The
cirematics in each level are

perspective that pans thie action from multiphe

camera angles, much like an action movie, The
interface for the game is set up like 2 web page
v the plaver can casily manoeuyvne through the

menus by pointing and clicking on the desined

options, We did this te maka it quick ancl easy o

sot up vour configuration and get right into the

fAAME

KH: We have made tons
of mosdifications to the

Quake L engine. We
stirtes] by converting

of the engine code o

ter suked (in o particulas
order] - Detail and dam
g SYshem; new Al svs-
tem; full 32 bit lexturing

1 =4 st

designer scrpting
;s dymamic

Kk s

syvslrm; s TeTlots.

Kz The st
», the chara

prrofessional voioe acting

Lirw

the realistic enenties,
WLpRIns AT LUV AT
ments and the real-world scale of the levels
stand out immediately inmy mind as both come
pelling and interesting, Add 1o that thee fact that
Soldier of Fortune will provide gamers witha
strony single-plaver experienoe and solid muld-
player aptions (not just one or the other) and

vou've got voursell ong hell of a game

Genre: Realistic War Game [PC]

Daveloper: Roven Software

Activision

P RTEL

Supplier: MMW / 5DD
Tel: (011) 315-1000
Expocied Releass Dote: Early 2000

Intarmeat
1/ ferwrwactivision.com

presented from a thind-puersan

Coa+ anmsd then procevded

age texturing: new light-
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Black & White is a game that is possibly
encompass multiplayer and single player versions, as well as
and inventive ideas. It has ground breaking Artificial Intelligence. The animation w
tion. There is an in-game cast that will captivate, along
game that is easy to play but deep and thought prov

insight into the total experience!

trangely a Iot is riding on the back of Bl

iration behind

ame but a team
of experts i
showing he
tant it is bo hav
ent that compl

15 Peters. From
the animator to the
person doing the AT, .

ben about to be made

when you eventually see : d play Black &
White. Because the gams o different, a lot of
conflicting reports have been written about it. I
is ot a ¢
or a real tma )
as Peter explained in detail, *

unclear

aboul the
me when |
first started
giving informa-
tion. What I did
w centrali
on the features of
the game, its
nicLes, the te

the tribes,

creature
did not explain
what the
game,

actually

the

i

going to be the biggest game ever.

It is due for release around March 2000 and will
a surprise package. With its outstanding looks, it is full of new
ill shame every developer you could men-
with a central creature that you will learn to love. Black & White is a

ing. One wonders what will be next. Peter Molyneux gives his own
Derek d Fuente

ames | have pre sly written
o than something

UNgenn

story, was. Many pe

interpretation. Thi iy shory

on at the end. Look a

t is in fact
the role of

writing a §
to app
dieal with
in what-

You can
che
% when you
nted with the
jth all the little

ture (anothe
i af the

line. You then pla
against others in a r
it-will comtin
then take your cr
your own world from the multiplayer
sild and continue playing. Thi
again is another aspect that no other
game has done before, 1v
he story inBlack & White 1i
5 been able to present. 1 have been
Shi otoy who wrote

creating their own community, to
ronderfully kind and caring to
r }'l;'ll'l Can be |J|'|_‘1'I.'|| ly miean -.11111
evil.” The first shot you get of the game is
from a spire-topped citadel located
in a remote corner of the
g mi=-workd, as you sury
the surroundir
scape, In technical terms, the
mi-world is constructed using
Lionhead's revolutionary new,
fully scalable, rotating, environ-
ment-mapped, modifiable land-
scape with an engine riving

Leldaw
cssentially a
mle playing
game bul i
wou delve
deeper it is
really
pla

ed a ) game that
e slightly depending how
story that centres on the most impor-

ea that early on

that has been hi

people see the
have do

was tied
into a umni-

gimg murdering ma
(=] =

him into a ramg
ar make him benevolentl

machine or you

Peter jumped

tha up like a o

kept un
ang wo Mg, (n
[hat is the

detail will give

15

what they
expect.”

Quizzed on the
story o liftle
deeper Peter
started to open
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v
only i

hand, B
tion
Place

AN O MUY

tabli ¢

ane [
the gZarg
ble et
anothe

oped
0Of 53y
who bl
inidivicd

ture, th
evinlvin

ASTRUCTION

Black & White F’ﬁ:‘:fﬁ.‘ﬁ H:;ﬂ;ﬁ f‘J

hat we bl

ours, it s formed

IO WHAT yiw ] of people who didn’t, Man

nol enly that the wers are so convineed and narrow minded
fhunmgts Bl you

crenture is viswially 1
can leach him

T t
1. Wou are

UHRgUE 1
fhe crealune has v el and

and wrong, |
likes for instanci
o tizach it o
make funny
faces at the vil
It is the
pinmacle af Al

ATErs

i o piiler
games and onc

| always strive towards

agzain this is a goal
Richard Evans

thie Al and it is

v with the ceeature. I you wire

o visil the Studio and see some of i leam

ikl

T T

playing the game and talkinge abaoil their own te unimaginable b gy
* b this 15, Hioww does the creatune beam

ing vou pha

ai b s it wee ane s

analogy is that ch

adults and they learn from wi

factor Whether wie can

u are cruel and hit |

the public can decide

b will bee mean to the vi

e, Via

mleracting
2 him, patting him
will make it m

showing how b convey manner-

s 1o the creature, looking at thy

el At 1 a

st wondd
v, understanding that here is a
me with Al unsur-

possible so thak anvone

can understand o e

B passed th

starl 1o see

pliv withoul a manual
wt rid of the lons and
B RATIE AT A O

et view o world as it ?
¢ livimg broathing pletely new ¥
ok ting. The light. Peter is 3
ol o ol have 1s 4 niok mierely

I -

ion ther sworld

\ace the hand any

g it and

here on the world and everyihing he with thoeir game that they neves

freedback from outside sources, 11
techmolog

and, to put it simply, if the creature s growac] o

savs and does

o Lo it

w ame must be understood

I~|.". usible, His
prssin in creat

FEVE & Bl b aLERRE

foy gvium in o

fadl, You comtrod one remarkable. Whiere
other developers would

e almost unbear eal

Thi creature can fend for itselfand s

W a rumber of selec-
ures. o the

binast andd b

merils, Peter

able in explaining the

leave it alome and

bl s Bocused on vour

set what il has done

seen o ol depending
VL A Ve Ay

i how you wse it You
I ¢ all ol which h

v in effect you

and so vou can have a tat ang

1 lithe o, The leach

ife the Liisd' faction

Th: in

1i

By
in the game is it agac o (g e [ighting

14 fch the crea-

ires w have devel creature that was interesting

woars late
thibs Al

sear ansd 24

e w
Irruises o

£ will become W

L. Yol cam 2o L

W

Mgine =i
Asked 1l
wlh it b fight and Gghi, Pote

WA

of 5ay 3 ke w

whas hats a uniqu
tion, can vou |

madividual face or look
wd i high
clouds,

explained fully

explains, wanting vou lo under
it weill run off buk

av and

Yl sruct at o s

bove |
fight ko the cdeatl it will bociause ol are its mas

Whilst you are awiay achivve new §
neverr Thae shig

froim thi whine o

onkrolling vour crea ness about what th mande games like
ould be

oned, Although a cow or lion «

tore, the game worldls Peter then looked con
Lable animation wi

mie o ensure that T onderstand what

avolving, You only have

e (a God to QPRI Eans

I i omnly vise

{hat we can know il what we an

he is exy

one

the cast in the gamse) o sking of betting th

action wilh the pross

hen i Nighting mode!

control in the ga
doing 1= wndersiood. We wi

When you Timst select
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when it came up against another god like

'|".'.II-. evieelves and prows until i >

39




Black & White (continu

around and look at you. And his
face will actually smile and it will
cry and it will laugh. To elabo-
48 rate, imagine as ¥ou continue
#3  casting a fire spall inja straight
linz your ereature will curiously
watch you, then eventually begin cast-
iy the | in the same manner.

s a designer Ifind it a huge challenge trying to
design a game which will please everyone. What
wihave done with Black & White is make it tai-
lor itself to the player. If you want you can focus
an gour croature and leave the Al to take care of
e little people - or alternatively you can play a
more active role in the lives of the villagers - it's
up o the player. [f you do not feed the villagers
il will come to you and request food, if vou
zke no notice they will look for someone else to
worship. These people I like to call ‘innocents’
They will not be violent, they merely want to live
and survive and worship you cither through love
o fear. They also have a learning system, which
you may find unbelievable. You can give them a
ball and they will learn to throw and eventually
when you come back they could have designed a
foatball pitch and you can sit and watch
them play, even get the creature to play

F

but it may end up squashing them! You -

L

may ask if the villagers are intelligent 2 4

and can
AT
on their
own why they
becomi so
dependent on the
creature? [t is far

1 asder o lake
from the ercature,
feed safe, and be beholden to it, for this is their
God! Once they become dependent on you,
which happens early on, they will forget tasks,
[ike knowing where the fields are and how to
grow food. The more you do for them in certain
arexs the mone t!w}' forget how to do these tasks
fhemselves! Worshipping you and playing is far
better 1o them than working. 1f there was a God
and he came down and gave us food and every-
thing, we would evolve into lazy creatures, we
would mot work harder!

If you like statistics and information then
a :F‘l_‘\l.l.l area in the Citadel

will allow you to view all

past actions, like

spells cast

throughout

the pama, '

whin

Wi L

&

» LY

AN

i | T

acquired them;, plus health and
injuries of vour creature, com-
plete with dates, There are even
photos of the creature taken as
he has grown up. It's first fight,
what food he loves, his friends -
endless information. You are not
alone in this game. At the start, |
whilst you expand your territo-
ry, any number of other sorcer-
ers are creating their own
power base and ultimately you
will clash, In these battles, your
weapons are vour magic spells.
The aim as Peter explained? To
play through the story to see
and immerse yoursell in the
many varied settings. Right
from the very start, the game
will construct the opponent you
will meet and that opponent is
the antitheses, the opposite of
what you represent. If you have
created-a-world of full beauty,
kindness; and love (complete
with backdrops of lush and
prganic surroundings, blue
skies, sun, ote.) the end
opponent will be quintes-
sentially evil and the con-
verse also applies. In effect,
it is the mirmor opposite. That
is aside from gaining more
magic spells and followers on
ather islands.’

White, the n
The title initially had no real rel-
evance and were words picked
out randomly but since has
become a very significant
description of the game. Black  F8e u i
and White is the full spectrum, W :
thie biggest contrast. In effect in
the game you have the same
broad band to play within!

At the start of a game you can choose between a
lion, ape or a cow. Later on you change
the creature’s body to one of 200
other creatures but the
mind of the original
creature will be placed
in the new body from
B turtles to wolves, bears,
§ momkeys! The real beauty is
each creature is unique to the
way you have trained it. You
can have a vegetarian lion o
monkey that is lI'i(‘I‘hlI:\.‘.

The creatures have full facial expres-
sions, When you type in words on the
kevboard the creatune will mouth what

you have said. This is done by break-
ing down the words into phonemes
! and it will mouth in |\«|'r1'rt BYTIC
what you have I‘_h'].‘t‘df

The game will offer 30-glass-

i es technology but what

makes it seem so stunning

i is that everything in Black &
White is in 30 0 there are no

icons to obacure the 30 view.

The glasses will be available later on this year.

The World
All the tribes, every town and village
has their own Al routines so the
world will carry on regardless of you
the player. You can watch the little
people get married, go hunting,
build homes and play games. What
Lionhead has tried to do is simulate
a tribal culture but without war

Paler nesparaki
I would say that there was some
inspiration from Little Computer
People. I loved the family and their
house - it's not the world bl the
creature that you can giveany per-
sonality you likesHow helinteracts
with the world makes him the real
star of the show; you can create an
evil killing machine or a benevolent
Mother Theresa figure,

A feature of the help system will be
two characters, an angel and a devil,
which will give you advice. For
example, if you are poised with a
lightening boll in your hand the
devil will recommend that vou cast it
and destroy everything in it's path,
while the angel will nemind you that
destruction is wrong. The final

choioe will be up to you

cawen Robert 1 Engi
In order to create more lifelike char-
acters, a theoretically similar system
of linked animations and interpola-
tions is being utilised. This makes a
seemingly simple animalion, such as
bending over and picking something
up, quite complex; we'ne going to
have to adjust things for differcnt
ground levels. There will be combi-
nations of different animations so
that you can have an animation of
reaching here and another animation
of reaching there. And if there is a
point anywhere in the middle, the different pro-
portions of these animations are combined.
Multiplayer
The single-player game is planned as an open-
ended et of events based in a persistent world
There will be no levels,’ just an expanding play-
ing area for you to try to dominate. And the sin-
gle-player and multiplayer games will be inter-
changeable, allowing you to take your creature
back and forth between the two. Also there will
be an amazing 'Gathering’ which could be free
where your creatures can chat and fight other
creatures when you can go online.

| Lionhead Studies
M
Electronic Arts
R
Electronic Arts Africo
011) B03-1212
e [ + March 2000
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| EWSUNDER:FIR!

are now animated and offer life to the once stati

talkative than before. With the tal
ents of Sol Campbell of Spurs al stands that we are normally accustomed to. The
crowd movements ane basic and unimpressive
but they do continually show thie joys and pas
sjuns that crowds have at football matches This
is a major step forward, as developers now have
no dheice but to follow this new trend of bring
iny; the spectators into the game, rather than just

reviewed FIFA 99 in It's
r last year | have another year, another
: 4 EA Sports disposal we are

season, more advances, more L ined by the
the gameplay and graphical mistakes, and more money to be s animations yet in
feabures. The improves made. FIFA is the most successful the serivs. The game
ments made from 1998 0 sports franchise in modern day history has now taken on a
1999 were tremendous a5 S04 deservedly so. [is dedication to exacl- ‘::""' "_l“_”:_‘i”"“"ll by
he i + fren- s > ; b addition o
the motion captun: 160 30 the rules and regulation of the sport .
7y ook the sports simu ! NS mouth movements
lation market by storm,  and creating one of the most realistic sporls .. facial expres-
Players took on personal  simulations on PC and PlayStation is a  sions that
loks and features, while  wondrous feat and we can only tip our
alsn becoming '"““‘_r""" hats in admiration. But with the success

s amd believable, Thene i
e ““I “: 2 'l'JL “n: of FIFA 99 could the next generation
wore A lew glanng ¢ kS g ; ]
sions but none so dastardly as stand up to the hl!Ef,].'l standards

set by its predecessor?

| YVIOF Sance
L Movembe
wonderced how the developers
could possibly improve upon

slapping down a simple lesture in the back-
ground. Yes, it's the developers nightmare, pro

cessing power being sapped up by animated
erovwds, is gameplay more impaor-
fani? A sorry excuse i these

¢ acceleralivrs

timmes of grap!
and quicker CI'L's, wall dome
tor EA Sports for being the
first tov take the plunge
FIEA 99 had ome major prob
T that | dadn’t really take
much notice of w my
roview last year, that
being he dreaded clip-

o take away the sheer passion

of the gameplay. Moving into thie
millennium with a solid fAtle under
voar bell is |'_1'ru||:|'li--|'|.‘. above all l.':-|'1'u'i:l||}'
when vou call voursell the "King of thie Socee
Sims’

It has become a well-known trait of the
EA Sports lieam W add character o
thir titles by adding a dance tune to

ping of players, The
2001 developers have
taken it upon them-
selves W corneet this
unsightly problem by

thear intro's and menu sequences
adding a well-coded crash

FIEA 98 had the unmistakable
sounds of Fatboy Slim at their
disposal and the recent FA

detection system into the
mameplay. Plavers can nowv
]1._|||:|!-ull defenders and slip tack
less inn the correet manner of the gams:
You ate now Foreed to make the challenge if

Premicr League Stars attracted

the likes of ATR's smash hit "“'M

Ll 1 oome’. Now EA Sports have
taken on Robbie Williams to add his
uniue Havour Lo this product buit 1 can-

not help asking mysell if this is a step down
rather than a step forward. Yes, [am a Rebbie
Williams fan and | enjoy his music but up
apainst bwo of the best dance hits of its predeces watch, In-gam
sor's, i1 relegates Robbie Williams and his targe- celebrations and
wd single T's Only Us” to third spot out of the tackles have such
contenders. Though this is a personal opinion appeal that you
it's still a feat to have the talents of Mr Williams wionld be forgiv-
on the tthe nonetheless. en for thinking
FIEA 2000 has undergoni a major cosmetic aper yis were in front
Ation for its graphics showing EA Sporks’ ongo- of your T
watching the
garmie. | canrw

a player gets past your defence beaving you and
yiellow

your opponenl open anad vulnerable
and ped cards, only this time the referees are a
little mare lemient than before

are a oy e

ing commitment to the consumer thik it cloesn't
want 1o make too much money off its ageing
graphics engines [radly, F ] As interfaces go EA
Sports have done better, but sticking to the
basics is what makes EA Sports masters at

r erafl. The intermal game engine has

thaei
been totally revamped bringing
tos lile the action in wnimagin-
able wavs Plavers have much

cmoother animations and

have undengone a rigerous
training 5
are slimmerwnd o #
minne v

SN w05 "”i

vouch fur

what the
players are
actually say-
ing bt if you waltch British soccer on
MMNET then vou can more of less
ke out the gist of the speech -
vapecially the complaints by
thie referes. LA
Sports ane
desperately
trying to
find new
wavs of mak

lalking of referees, the rules of the gimne

are very well followed except for the dis

tasteful offside mule that 15 oot only con-
trowversial but difficult to

implement in any sports
game, FIFA 2000 developers
have laken the easy way out by
applying the basic rule of an
alfside position, this being
offside’s whether you are
interfering with play or
nat. This docs annoy at fmes
since wingers and attacking

ing, the gamae

wa rue o form

as pomsible, we can
sep this in subtle ways,
such us the water baovitles in

forwards do battle o get
hack into an onside posi-
tion especially during a

counlerattack from a place kick.
However the developers have worked on the

goalkevper Al by sticking to the backpass rule

the side of the nel. Most of the
additions However are not subtle
and descrve a lot more praise than | think

FIFA 2000 REVIEWS UNDER FIRE

and the understanding the keep
has of being able tis pick up a g

T the Waorld-Class eyl - 1 think not
r“‘:“i Ihee commasntary ks stll of thae same

_’.p-i#"h*-

¥

backpass hieader. mould of its predeces only o of
the same comments and betler

the sancasm H1':,‘l|'=.1lll'11 s shll o eonstiant

The main selling pontof the
FIFA franchise has alwavs been
tite gameplay addiction and
what makes the gameplay o
much fun is the almost perfect

| mechanism. Noticing the

iy ol

with the commuentary especially with
the introduction of the leams but we
xoept that = or have we?
The sounds and ¢
i only this time a

liits e comer [l

v corme b

P gy

o s frovm Lhe crowd

ities from the 59 version -
s an understatement, a few e : ! T ——
twraks and that's about that, A
siv or eight button gamepad is

et Hhuid

are rewardi

i= ot fusllowed by

cheers for a closely missed shot, Mlayers

s s crunching tackles fly, the ball

required to gt the full advan ; i ; thucds with every shot and The Cob gets
tage oul of FIFA 2000% control i lonedder as Liverpoal take the head (ol
selections with the usual speed ; - really, but ould have been nice)

prursts, shodt, pass, lob and tack : FIFA 200K is muost corfai
le making up the choices forward for «
Something | totally disagres with ] : i o offfers .
i the malility o customise yout
contrds Imn ..'||'|:r' WY IL'-” ITRE, YEIR
stuek with the static bullon
chodce< at all times. Why they
nawe revertied o this over the
last Fewy tithes is bowilderg to me and showld tions - its the side-foot shot. Talwavs wondenod
when this would be implemented as so many

ariant leap

cor Shmoligiofl fans. 1

by alieny o play

options to kevp tl addictive for

- — = e —.r = srmnt  IT11Y Mo The simplis salians of
TS iz o friendly, foummament, season and train

T [

ing are much more in-depth than orgl
nally thought wilh customisable opltions
giving depth o the game South Alrica bs avail
be adidressed in 2000 if they ane 00 gain any cred able in the World Cup but as a league basad
bility fravm the consumer's point of view evptiom it has Den excluded, but il thee top
Somethung that caught my eve is thee meswe comirol frim side-footing the ball past e keeper rather Eutapean le slis, The FA Cup has
Bighlight's describing in-game happenings to the than attempting a risky shot - kudos to EA Peen un noueusly renamed to the Eiyg :I'-l'

th it is exactly the same in princ-

goals ane scored in leagues all over the werld

(11 R B LR

Spuorts for this one. The use of selective head

plaver. You ane now intormed 1f the character s
in prssession or not, whether a controlied player is alzo worth a mention with the ball being air
bovme for a considerable time in each game, the

Cup and il
ple, it would have been moe Lo be able to pliy
the FA Cup o all its glory

Stranecly, ol wigh i= said absol the mult

b beam muake's head or footb or have a gooal plaver ability of soccer sims, mavbe because we

i afl screen, which player is closest o the ball,
and best of all the potential pass indicator. All
are easily indicated by icons beneath the players
ieet giving fevdback o the gamaer at all times gl

[he podential pass indicator deserves & mention Something that has been a thom in the develop
bevause it tells vouw in what dipection a pass can
be played angd whether the plaver is kg
marked or not, This information is vital for

amer now has a chivice of whether o pass the

ba

gamers as fiercely as

don’t compete against otl
wAlon orientated

w1’ mol somedhing new

for FIFA but if vou have a com ki triiad

er's side for vears is the level of Al fartificial
intelligenced that competitive games such as
FIFA 2000 shouldn't exceed. Somehow [ feel that
EA Sports have got something wrong with this
impartant

that enjovs soceer then yvou w il have hoties

inpon hours of fun sllde tackling and scoring
ainst a lman opponent rather than a silicon
amaplay sl The game plays o,

extremely casy on Amateur level with

kepping the possession m spuired to bunld up an

attackinge move, The R (in-game manage-
ment) has become casier to select with a simple
Putton or keystroke tsed o change beam b
tics at any lime. This can be configured
Bl this pame with a maximum of three
dilfering team formations and strategics
Set preces can be plaved from comers,
theow-ins, and free kicks and use a dif- Sy

feTent process than betore by giving ‘}1

FIEA 200K is a benchimark for all developers o
gauge their products, including all of EA Sports
mterial developmients, As far as being the top
contender fior the socoer sim market, FIEA 2000
tion seems o be the ope is ot ¢
that will pertain o most experiended lee

games rinmng ko the

e oy the scoring,

The Prisfessional selec-

contender, it's the soccer sim market

 and it will take something almost magical
from another developer o lopple FIFA 2000

Frovmy thwe pesrch it creatied

amers because il otfers a chanoe al
winning the leagues and cups avail-
able in FIFA 200, Then comes the
World-Class level and belivve vou me
its at this standard no doubt. Winn

you the option of three pl.nu‘.- which
erent lines of attack. Though this
1 inmovative it has alfected the use ol

nn
. At the options sereen, enter any of the following:

the hard pile-driven shot curled into Fi game at this level is extremely difficult Code: Effect:
the lop-comur ala Beckham style {though rot impossible) buk the game burnaby EAL pitch
which for some reason is extremaely resorts o almost a pinball like affect with the dizey Alien mode

difficult 1o score from. FIFA 2000 pow computer cheating as usual and passing the hoaligan oS teams
has an advanced shooting tech- ball with pin-paint accuracy resulting almes) lightseut Glow: musle
nique added in, not anvthing 4 alwavs in a goal, Yes, we wanl to be challenged HLOTTONeY Infinite bankroll
spectacular, but extromely offec- ' o the limit, but how far does a gamers limit go, Sl rhiming miode

are we ever going o win any cup or k

five in attacker on kecper silua- 12 N
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Dungeon crawling and forest lurking with a little town talking and buying are all v
what Revenant is all about. It's a hack and slash role-playing game that features you,

| attitude.

here was a time on the planet Ur when
T things were good, but times change, gods
| grow bored and jealous, and ultimate-
ly wars break out. In Revenant this
destructive course of events is
referred to as the Cataclysm and
| thousands of years ago it literally tore the
world of Ur apart with dark magic, evil
creatures and thousands of lost souls. The
gods eventually abandoned their creation
| and now Ur stands barren and scared.
| Today, the effects of the Cataclysm atill
shape and affect the people, land, and
creatures of Ur, in particular the small
island community of Akhiulon and their
| jeader Lord Tendrick of the House of
Averam. The character you play will
arrive in this dismal setting to save the
day, rescue the damsel, and discover him-
| selfl. You are Locke D' Averam, the revenant. You
died over a thousand years ago and have now
just been resurrected from the dead by the pow-
erful soncerer, Sardok as a 'warrior slave’, You
have taken the name of the house you serve and
are compelled to obey, for now... (The summon:
ing spell compels you to do their bidding). The
reason Lord Tendrick and his sorcener brought
you back from Anserak (an eternal hell) is made
clear from the onset, there is an evil cult threat-
ening to take over the town and you must stop
them, they've already kidnapped Lord
Tendrick's daughter, adding another complica-
Hon to your task. You once were a great WAFToT,
but cannot remember your past, it will come
back to you as will your fighting skills, but now
you must go and do your masters bidding.

Hack and Slash
Revenant is a Hack and Slash role-playing game,
| one of many games in this brave new genre, the
role playing bit is loosely defined as talking to
different characters with branching conversa-
tions, buying weapons and armour and

B
¥

I having character attrib-
utes, called 'statistics’
A b in this particular
ﬁ case, The hack and
™ < alash bit is
e ; - derived from
' ‘“-1 the fact that
[ 3] e you must
y %ru % .k\ \\‘ pick up this big
‘ﬁ o e sword here, go
! 1"3._ \ | \‘T\ over to that
a ,-"q‘ monster
. . | there, and
) | doa little
Y] f A hacking
- % N and
b D
| /4 : \

slashing until either you or it are what most
chefs call mince meat, This violent monster
bashing activity happens most of the time in

Revenant and largely defines what

___.'ﬂ’, >I{': 2
’ hluitlon

-
the game is all about. The odd thing here is that
the game almost seems as if it should have
something more to it, but never delivers and
when it's all
over you'ne left
wondering
about certain
inatances oF
things charac-
ters said. It's |
almost as if the
EAME Was | it
designed to be o
much bigger
than it turned |
out. The other |
aspect to the

game is
magic... while
you play |
Revenant you'll
discover magi- il
cal talismen 1’5‘
that when com-
bined in a spe-
cific way give
you the ability
to cast different

LIS

o "
| rmancirg B 'Slﬁfiﬂ-t Dt 0 5
| Ervcd YLt T b LW IR v 28
| i AR Ok D 28 [
S il DAt R Jifelal

spells. For = il rHE B

example if you
combine the Water and Earth talisman,
you'd probably cast a swamp spell, These
talisman combinations are written in
ancient scrolls scattered throughout the
game world, particularly in wooden
chests and on the floor in the dungeen
modules. This flexibility can't touch the
sheer number of character classes in
pther games but is great and should suit
almost any casual role-player. As you
play your character does become more
proficient in certain areas, such as
strength, mind and agilify so you must
decide early on if you prefer to use
magic or metal to defeat creatures,
As you increase in experience
certain selectable attributes
are improved, you have
the opporiunity to
decide which ones are o
be increased when you
level up and you can
change these any time
during the game. The
best combination

anet

ery good descriptive phrases to illustrate
playing a resurrected warrior, with a bad

RedTide

weems to be the jack of all trades approach, keep-
ing vour blade sharp for close encounturs and
your mind agile for magic spells.

Muffins and carrols
The action is viewed from an isometric
angle with the camera centred on the main char-
actor at all times. The game's graphics are csp
and well defined right down to the last blade of
grass... well almost. The main character is large
as are the wide variety of creatures lurking
about in the game. The size is great for visual
stimulation but does tend to be a problem when
you have all your option panels open. With all
the different windows open the playing area is
drastically reduced and one can't help thinking
that the develapers could have designed them a
litthe better, or made them smaller. This is a mute
puint however because a simple key press takes
all the menus away leaving you with a full
screen to play in. There are a number of different
locations you'll play in including the Town of
Mist Haven, the forest (o huge anea encoim-
passed by the ocean), various bone yards and an

enarmous dungeon. In the town you'll meet
many different non-player characters, some will
talk to you, others are wary of this resurrected
stranger and some will try and sell you anythig
from potions to armour. Travelling aroumd in the
town requires a little patience largely due to the

oy Of

pl

for

Revenant (continued)

fact that every time you enter a building the

game pauses to load. This loading takes Hme

und when multiplied by every building in the

jown and any locations within these buildings

you're booking at quite a chunk of time, There

are options to increase cache sizes and overall

nading performance but fiddling with these set-
trgs didn’t alleviate much of the waiting. Once
you've finished your business in the town it's
o the forest and your first battle. Mot too long
after entering the forest you'll more than likely
nen into a giant spider, which should be hacked
or dhshed. Your character has wo stances, mor-
mal and combat, the combat stance will auto-
matically kick in when facing any danger, and
from there the simple method of furiously click-
ing your mouse button should climinate the
arachnid, As you progress through the game
things don't stay that simple for long and you'll
have to use your head as well as the different
types of attack and defence options to survive.
Initially you have a set number of attack options
but as you inerease your character level you can
return bo the town and learn new fighting moves

from your tutor. The basic fighting controls are
simple to use and well implemented so there's
ni Himee wasting while you desperately search

for the ‘right’ combination. The game offers a
mumber of controller options but it's probably
best to use the mouse seeing that you'll need 1o
navigate through the menus anyway. In summa-
ry the game controls well, looks good, and offers
ennugh variation in fauna and flora o keep

most players entertained.

Tog many satisages
Revenant is a good game with many good attrib-
uhes but it is important o
highlight all the problems
especially in light of the fact
that many games falling into

the same
genre are
due for
release this
manth and
in the New
Year. The
first gripe
centres on
the consis-
tent and
persistent
Inading,
Just as you
become
engrosscd
in sone-

thing the i -

game halts and the next bit of the map is loaded
into memaory, these 'Toads’ average out to around
three seconds, which could casily be overlooked
if they didn’t interrupt play so often. From an

aesthetic point of view this interrupts the flow of

the game and totally destroys any atmaosphere
the artists were trying to create, it seems
that just as you become engrossed in
something interesting, the game stops to
Inad, again! From a gameplay point of
view you occasionally have to endure

i this Inading while being chased by a

back on-line " ;
you're fac- R S
ing the SRSt e
§ wrong way
or ane just
about o be
kilted. It's

f annoying

| and does

| damage the
7 title on a
numbser of
different levels.
Ome other oversight
on the part of the o
developers is the
multiplayer game,
it revks of a quick cheap knock together effort,
bul the good news is that it allows you o play
as one of four different characters. There are cus-
tom maps on offer but the whole concept just
lacks any cohesion and it's doubtful that
Revenant multiplayer is going to take the world
by storm.

The game is big and has more to offer than any

8
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ALL GAMES REVIEWED ON

creature and often when the action comes

Sv CREATIVE LABS BLASTER PREMIUM SYSTEM |

review could possibly
ell, the story is great
and develops as the |
LAME PrOgresses,

almost in such a way |
that you simply have

to find out what will |
happen in the end. The | 7
control interface works | - 0
well but should have
been a little smaller,
fighting and moving
through the game

wurld is easy and
requires very little
effort. If you add up
all the gond points and |
tackle the game for
what it is then you | mos
shouldn't be disap- _—
pointed. If you enjoy the odd dungeon crawl,
fancy yoursell as a part-time
sorcerer oF warrior and want to
rid the world of all that is evil
then Revenant should satisfy.
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The acrid stench of fired
while the sound of grinding timber fills your cars. Your eyes

sting from smoke and salt spray, your muscles ache from battling
both wind driven sails and bloodthirsty enemies. All around you,
the screams of the wounded and dying fill the air, and the deck is
slippery with their spilled blood. You summon up your strength, |
staggering to your feet, fingers lim ply curled around the hilt of a cut- |

lass. Looking up, you see them swarming over the railing, hordes of |
pirates hungry for gold, plunder and murder, You have no other
option but to steel yoursell for their approach. -
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Prince of Persi
to save his beloved princess, this time
prince and marry the princess himself. Seti

P ersia is a place that conjures up imAages of
myystical palaces, bandits, and beautiful
princesses, of magic and enchantments
filled with intrigue and adventure. In

the game, Prince of Persia, the developers
have managed to capture the essence of this
fantastic land and have produced a truly
fun game that will have you glued to your
systemn for days. Although the game
features no multiplayer capabilities,
it has a strong story line, features
excellent gameplay and includes all the
eye candy that one expects from a top-
class game these days.

Tomb Raider?

Prince of Persia 30 is the third in a
series by Broderbund that dates
back to 1990 and one that T played
extensively, As with the earlier ver-
sions, it is a platform game that in 30 form com-
pares closely to Lara Croft in Tomb Raider,
except it doesn't include her curvaceous charac-
ter of course. Instead, you play the hero, one-
time beggar and now Prince of Persia and mar-
ried to the princess - daughter of the Sultan, The
story of how you came to be the Prince is told in
the carlier games and goes something like this.

a 3D is the third in a series that dates back to 1990. In this, t
from the clutches of the evil King Assan and his son Rugnor who wishes to kill the

n an impressive 3D world you will need both speed and agility if you wish to sur-

vive the many devious traps that the King has set for you.

Ly

he latest adventure the young prince once again has

raziir

wall, If you talk to them they will give you somi
hints about escaping from the dungeon. The
view is over the shoulder and feels a lot like
Tomb Raider but alas the prince can’t
prance around like Lara Croft, but is
pestricted to faify conventional moves,
{though, that said, he is able to jump
about twice his own height]. After
escaping from the prison cell your first pri-
ority is to find a sword but you'll have to
make your way through most of the
first level before you get lucky [t
with the princess or the guards? Ed).
The key to surviving on the first
level is to look in unlikely
places for magic potions and
clues and to save often.
Unlike the earlier versions, the game is
quite interactive and you can activate and search
various objects in the game world, Character
movement is also quite unrestricted and you can
climb up ropes to traverse sheer walls. One

These included the good old-fash-
ionied spike trap, saw traps and col-

lapsing floors. Although

the game

y 3

wils
played in VGA at 640 x 480, the graphics were
comsidered good for its ime. After having saved
the princess and defeated Jaffar, the Sultan
relums and rewards
you with the princess
as your bride. You gel
married and settle
down to connubial bliss
for about eleven days
when Jaffar

Foxesgt IR

returns and
casls an
enchantment
and takes on the
guise of the
prince while
you are made to
Inok like a beg-
gar, In your
enchanted form
neither the
Sultan nor the
prinoess recog:
nise vou and
you are forced
1o flee and stow-

HERE'S AM CXAMPLE OF THED FREE LOOK WITH ME |
WATER AFTER | FELL OFF THE QUAY

While the Sultan was away fighting the enemies
of the kingdom, the princess fell in love with the
hero of our story. Unfortunately for him, the
Sultans grand vizgier and court magician Jaffar
had other plans that included marrying the
princessand taking the kingdom for himself, To
gt you out of the way the vidice had the hero
thrown in prison from whene you haid b escape
through o maee of passages filled with diadly
traps afid armued prison puards As you pro-
gressed thrensg e the dungeon the traps b
e hallenging and
ingenious

visit his kingdom. This is where the third w-.:m »
, game begins, During a feast, reserved for m
| the men, Assan’s men attack and throw ; }
' you in the dungeon. [t seems that the - ?J,';?':
Sultan had, sometime before, promised i'i-b;:.:,:lw'-_’ A

thing about the prince, he sure is tough and can
hang by his hands indefinitely. He can leap
across a 10 metre gap and slam into the opposite
wall while managing to hang anlo a narrow
ledge by his fingers (1 can't help thinking that
the prince is going to have one real flat nose at
the end of the game). There are limitations, hicrw-

N THE 4
away on a merchant ship. However,

Jaifar calls up a storm and you find your
self wrecked on a desert island with the only
way out through segret caverns filled with dead-
Iy traps, In the second game the developers have
added some perspective and more ingenious
traps but it remains a 2D-platform game. After
having defeated Jaffar for the second
time life returns to normal and you settle
down o life at the palace. Sometime :
thercafler, the Sultan’s brother, King o S
Assan invites the Sultan and his family to [SESms=" T

Assan that his son would marry the —
princess and the king intends to make

cure that the Sultan sticks to his word, ‘“\\ .
Fighting off unwanted suitors scems (o & m x ¥
be your lot in life and while most of us w -

would probably question the sense in "

sticking around, the hero has no choice in =
the matter - anyway it's a fun adventure.
The game begins with you being tossed
into a prisen cell. Forfunately there is a secret
door that you can push open. It lets you into i
passage from whore you can escape. A room (o
your left reveals two prisaners chained Lo the

THIE FIOHT GIVES NEW MEAMING O THE EXPRACSSION
YO WiLL BEE BPARKS FLY

ever, and the developers won't let you climb
around corners, if they had it would make man
of the puzzles easier to solve. The default move
ment is running but you can make the prince

sue 9

_Prim:e of Persia 3D (continued)

1"“5 walk by using the shift key and is some- - {only three attacking and three delence
311 ting 'd recommend unless you can ﬁ g but the Al is pretty
: see the way is clear. As with the pre- : clever and you can
s viows games PoPal is filled with % aften confuse the
ir nssty traps, like blades that swing encmy by darting
o put From the wall and chop your head ack or to the
FHIE off, or camiouflaged buttons on the floor : T’tide. which will
t that fire arrows at you. Unfortunately you . &= put him off,
‘: can'tavoid trying out all buttons as they often /' &, Damage varies
e open a door that you need to get through. There FA according to the
5 are aken collapsing floors and prison guards - *  weapon and where
ki searching for you that you'll need to avoid. The you strike the cneay or
E_P game is divided into a number of Jevels but you are hit yourself. You don't have to fight
o can save at = EVEryone you
EAR anylime, L2 come acToss,
1_'" Lo While | can i however, |
SE spgt e semse noticed that
int, in this 1 guands sel-
th think it does dom leave
IyEas make the their post to follow
game a kit you The bow is one
oo easy, In | of my favourite
Prince 1 you weapons and you
b b play will also use it to do
from the mare than shoot ene-
beginming mies but I won't
whenever spoil it, you can dis-
you started cover it for yourself,
and only Graphics are good
had &0 min- although some of

| the scenes lack the
complexity that you might be familiar with in
Uneeal. But the rendering of the water and
effects while swimming and when fighting
are better than in any game | have ever
played. Characters are okay but ot won-
derful but they make up for it by moving
y and fighting in a realistic manner. All
the while the camera position is good
and feals very natural, offering a

ubes to finish
the game, in Prince 2 you could only save at the
beginning of cach level although they were nat

very long

Potions and swords
You begin the game with three health
points but you will find health blue
potions that will keep you going plus
panus health potions that will add
extra health points, however these are
rare. Combat is important and you will
need to fight your way through the
game, There are 30 different types
ol enemies (six basic types) using

a varicty of weapons. New in
this game are the additional
weapons that you will be able
o use, These include a

swiord, staff, assassin dou-

ble blades, and bow with a
number of different arrow
types. | found the combat
pretty good and very

versatile although a lit-

tle easy in the early lev-

els. I'm not a Mortal

= 3 l‘ll
fa

clear view, The camera position
changes for each weapon while
fighting. For the sword it is
Jow and to your characters
right giving you a clear
picture of the combat,
while for the bow it
# moves directly behind the
prince for you to position
the sights on the enemy.
With all the climbing you
also spend a lot of ime
.' falling and here the camera
work is almost cinematic.
Although the graphics and gamuplay
have changed, POP3D feels very similar (o

& 7

&

haaa#

A BUDDEN CARECR GHAMNGE FROM LEAPIHGE PFRINGE TO

HEADLESEH HORSEMAMN. ..

the earlier games. One of e rasors forthis is
that the developers have kept the same control
options and limit the user to keyboard or

Prince of Persia in those day

gamepad only. While this might sound like a
major restriction - it isn't and you will find that
you can move very quickly and more accurately
thitn you could using a mousc. In summary an
excellent title that will have

(TTTTTTTTTTVITTTerereT

Combat fan and the = major appeal to any 30 action
prince certainly doesn't ALL GAMES REVIEWED DN adventure fan or those looking
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game begins as you embark on an
adventune of gpic proportions that has

nan

EVIEWS-UND.

|."l."l'.'||- (RN N1
rth and con

raim the offset of thie installa

The aclion adventure genre has undergo
years that it could teach Michael Jacks
cosmelics. But as we evolve into better
challenging the talents of the developers to test
Unexpectedly, we are being
ecrmined and adventurous

iom you ane given signs of
thie splendour and magnitude of
A whopping

ation bursts the

gamers we are
our resilience and abilities.
taken head on by a crowd of det

| Fizise bull instal

sUqims ol myoeslt hard
mare bwists and tums

= A big dose

i A% Yoo merT
Clhapmans Teak.

ol e, bye love comds
|y =i :_:dlh“.‘-'.n.' B0y your hardds o ¥ )
v ames that have 1o be deleted to developers from Quantic Dreams and Eidos Erom the fiest
Interactive, who are steadfast in their betief that Eneotmier you
-'.:I'l::'llll'\-r. '||1||'

way for this wionicdronus gaming expe
thiz irdripguae of

d be more than a virtual experience,

gaming shoul
alisation of true life - and

but an ambiguous re
how close they've come.

o Unkmowingly you amne about to enter

FICnICE

A world

s vast and expansive thisk wow e
tor start thinking of excuses for the story as a
plea for help

comes from Kay'l, a

v have
off work vou're gonna take

the days
1 vou have been searcl
game, then TS will entertain your fictional

peeds. David Cage, b

wng for a story ArIseTl

palice officer wha is
desperate o save his
planet, His requests

are ot vasy bul being

and

vad of Quantic Dreams

the avid gamiers we ang

magic swiornd,
ol his

we oblige by taking control

but faibed to defeat them

et then sealied bioody and assuming the mole he

had in Ohmikron. This s the

bhasis of the game

The Pl.'i‘-|"'||.' of the plar

Astaroth in a magheal cage and buried b im a
e haeld foe

hie supposedly was o

Crealor o
M, BpEn
story with a devy
I basis of the plut begins many YEars aga in a
lel upiverse W our owWn Thee planct of

shit by a battle babwsen

more than o year writing a solidd

pomiby where

all elernity. As time wenk by anvd with your are not tied
thie advent of modemisation, it o
Iiy happened that while const it
house the com-

5, well-thought-oul background
dlown b any oavie char

acter in the game, You

pa
Phaw
'_'J\-'-"'\|1 .I.|I|| % i, The
K ushwlainn, leader of the human armixs, ok

o the beasts and

Cal
ing a great structun: 18] will resurpect ko
h comtrols all of the 5

o) the builders unknow-

nom b5 belig Wog

wd has it that
many diflenent

puter %" (whi
persenalities w ha

cities on Phae
have differing abilitis

their master Astaroth w ith a
ingly opened the
lomb and whether they are ber-
ynleashed the demons eficial or not. You

and its mastor into the coan manipulale

general population and train whoey

Astaroth, now freed and er ViUl POsSess in the arts of

skilled fighting and even becume :

extremely angered by his
hut shot marksman at the local shooting

preabment ks hiell bent on not
ranges around

Oimikron. This opet
sivle '|,‘-| W s the
genius that makes
IS the wonder it is
Beinyz able ko con

werse with over 14

non-plavable o
ters angd being ablie &

possess around |

such a vast step

bevond anythis

pently st in the
ket TNS makes
lomb Raider look
tike a small fairy
wonderland com-
;r'.u-.-d tu 1S =
scope, The o
snekbah (whene you
Pgin your (uest) s
pougehly around
sqquare kilometres o
ik o, all tokally

Wl

explorable This it
anothier of TS
many featurnes, the
ability o explon e

ralms of all the oo

in almnst umendeg

P TR V] 0y Yy i A - |

R

an
diay,
Wik,
turs
1
culb
cha ,
dia g
adg
ani
e[S
the .
Iil-.-t -
.
thie
truia
eV
from
Mg
|!|'L'h
s
real
L".!l_l
cha
dimrje
e,
the
Mot
cha
alscy.
P]l.:l
te &
acti
adi,
and..
Blag,
i
tha
plar
slen
red
P
hou =
and

The Nomad Soul

sstion. Inhabitants mall arisnd tl
cace aned sliders {the main trans
vory much

arlation in the cibes <

g QT
14 virtually listic wisrld

raphical masterpicos of

M e ol Eanimg, it
ke supert in all facets of the
ame. All combal meves and

Taled

loenes are cntirely an

are bechnology, including

nerechiblie fghling moves oxe

ts world

i, of

grampiims. Over 220 min
Falogue huas baen = ambessly

fabed b sommar of the Dest L ial

A pressions 4 considened o be

ot difficult o simulate in

thee 30 world envirenment bk
(it Drreams huave O BTOOITE
{he bears and have come up
s ith
fviery thing froum
Fronw i ho

Tt L

rents. [Thie ma
Lmed .|il'1-='i|i'|
realistic, giving
il eveny
or lifie and

dimension Beyond

e virtual realms ol

{115
niy o thar

charadi

s hawe e,
= the citwes of

haenon, which hus
{le aned bustle with
etivity. Each eny elops

shri seale

a difher
i social Being, with the
Blade Runner Iype appc il
bing used mor
the ambicnce of the so il L o
'rl|..||'|r|: From Anekbah's high-t
stemming from it securily sof
red light district depictin
hy brid of midc

AUNpUr's
hpusing and Lahareh's setting

aned jet sel Tiving, e h

pand 5] g0 aboul their business

c pver-seen on PC. Facial

¢ than owe fo give

iz thie lower Class sen i

offers o graphical expen

(o)

REVIEWS UNDERFIRI

aormal boundaries e have

W e mig the

expericied
11 s sounad vou want then TRS will tickhs and
. with soft instrumental

tantalise you ca

rhvthms and if vou ventun: further o the

i fird 2 welcome surprise hidden

A Y0U Wi
within the depths of the

gamepliy, a vir il con
A by thae glass spider hims=elf,

curl masler
Davicd Bowie. David Bowie and his sidekick and
long standing musical companion Rueves
Cabrels wok the task of bringing e musical
offerings to life, and have oz it 5o well that
ssumption could be m ade that a "The

3 I.-“.'I e ihe

somad Soul’ album would periug

st suecessiul soundtrack For a gaime ever
Fittingly, thie venue for the s irtual concerts ane
sty the seedy bars scall o armand

wie's influence

Cualisar, securing Lhavid
But his input dliowes pwnt stop

T Charad-

over e fitle
there, he featiangs a5 an in-p
28 jer thal is the leader of the resistance
whio was forever inserted inte the naet-
works of 1%, from where
b can plan
and cormupl
thye Enmocenoe
uil B systom
Fraun this vir
tuial realm he
controks tha
undernground
woct called
the
Savakened',
whueh s try-
irse Rl =y
the woorld
fram the
demons and
It masier

O Dvers
v Dl have been
exclusively recorded to bring
e as b master-

ihe character Boe' o |

munds plans o bring, deswen e system and 1o

i bhe
keep his touring band of mistiis

(s buildings:

vices, Qualisar's

playing conoeris

arcund the cities
ypelling drawcard of T s its

Thes maost o
Thas gamae rudl

aversion o one-style regimes
en action-advenitune el

pnly has basic Jrdpe

of tranaguil canals
ments, Bt also boasts fairly well pro senbed

New Age Gaming - Volume 2 Issue 9 5

. o




e P 3 .
g T gﬁ%i{.o |
;.?"i“'i S
--=9¢e§§%§?~r$$§ i
S e i &
|

i o st e
3 ik ><";: o R

v s I VO

|gaers wiskh Carn

hie alre

m plot

fat
friwm £

rvest o =

David Bowie
- uncul

lksiimy Irnrs...
At

s ©
e IND THE
e i ] (Tman 631 ;
AL GAMES REVIEWED ON' o et
CREATIVE LABS BLASTER PREMIUM >C i pro

i == BLIGHER =5

| Action Adventure / |17 1 i [

{ Fighting / 1st Person | =05, = = Pernsiurn 233 MM

; 4 ¥ CD Roer

4 MB Video Card
HD Space

: | Il Corcain Al Probbems
The gome we hove : ANl Fig ' Extell all Graphical Glivches |
It Emels

been waiting for, o story B

ven apic production

ERF R 299.00
EEnCred

Alned |EN].{;|H[3 1 ;
Tieu - E “

=
2

ane of the br

chan

e .{'_... e
= i :
Distriitied by Crew. For mone information pleass call Johannnstuy (011 23311

Dusban (031 ST9-1974, o PE ((41) 513-515, © 1959 Sierra On-Line, bnc. All Rights T

— Ciabwied Knigh!, and Blood of the Sacred, Biood af the Damied, s trademalks of Saoia

e




octurne is a game that caused
N quite a stir in the MAG
offices, even when only the
initial teaser screen shots
became available. Mow,
having seen the final
product, 1 can quite
honestly say that
this is one of the
finest pieces of
softwarne ever o
grace the pages

of this publica-
tion. It is gamoes
like this that

make all the hard
work worthwhile.
This game is
inspired by the pulp
horror novels of the
19305 and 40's. 1t relates
the tale of the Stranger, an
enigmatic agent for an organi-
sation called the Spookhouse.
This organisation
hunts down and
kills monsters.
Vampires, were-
wolves, zombics -
they're all on the
list, and the
Stranger is the best
man for the job.
Presented in four sepa-
rate chapters, it is a
story rife with horror -
more than once a sirong
chill coursed its way
down my spine while
playing this master-

'|_'riP'DL‘. :
As an agent of p
Spookhouse, the -

i

Syranger travels

the world in search -
of the extracndi-

nary and evil, and

destroys it whuere ever he
finds it. He is single minded

inn his hatred of all monsters.
However, more than this is

hard to fathom about him.

The game hints very little at

his past, or his future

1..I|Il1mlgh 1 |'l|':‘d‘i|.'| that a

spquel will almost defi-

nitely be on theway

shortly) iWith his cpat

flapping and his bwin pistols, the

of mankind.
He is, despite
all the mystery

surrounding

him, a won- 5

derfully portrayed ¥
character. More . -

than ence | found
myself giggling at the
lines he delivers in his deep,
emotionless voice. He has an
attitude slightly worse than

craggy face is devoid of emotion, cold and game, from the
unreadable. His grey coat flaps in the chill
wind like the wings of some strange,
demon. In his hands, a pair of 45's held
easy confidence of a
speaks, his words
deep. hollow ech
he performs his
passion does not enter his mind
roar. He is single minded in his purpose, bent on
the destruction of his enemies. Nothing will
prevent him from completing his task. o odelling
And he's the good guy... -

Attilla the Hun's, and he is not afraid o speak

lines issuing from between his lips.

l Jiis mind - resulling in some wonderfully “eool”

e graphics on the whole is taken

L |
| - gloomy, the scenery could be

-@' hear music while playing Nochurne
o . : .
?\“ ﬁ-"‘_.,}_ is at the most effective times. And

O of the most striking aspects of in the details, Unless you're really locking out

Beneath

1 it Mocturne is the graphical for what makes the sound so special, you don't
the rim of his black excellence of the game. The  spot it. But it's there, and the fact that these ele-
fedora, his eyes are obscured by stunning collage of ments are not obvious proves their brilliance.
dark goggles - the remainder of his  imagery within the When action takes place far away, the sounds are

quieter, and take a longer tirne to reach the ears
of the "viewer". For example, if the Stranger fires

—

twisted camera
angles to the

deranged  oypensive use of

with the muted greys,

competent killer. When he blacks and
ies the browns lends

are few, and his voice carri
o of a tomb. He shows no mercy as Ef;m “]m']
heinous acts of destruction - com= e ,,f,?
as his weapons before. The char- !
acters, b, are
remarkably well
handled, with

Shryke  ;nd a myriad of little

touches (frosting breath,
flapping coats and the
likee) which, although
pot always notice-
able, make a huge
differcnce to the
entine experience
of playing
MNocturmne.
Unfortunately, the
seemingly inescapable problem
of clipping does rear its ugly
head every now and then, but
this, when the quality of the

EXCELLENT LIOHTING EFFECTS

into account, s very easy to for-

give. IF this game wasn't quite so dark and

called breathtaking. With set-

% e tings ranging from rural

= Germany to Chicago,
el 34 small town Texas to Paris,
< A the developers took every
advantage and opportuni-

ty at presenting stunning sel-
tings for the Stranger to Appear i,
D't get me wrong - there i= nothing
pretty about Nocturne. It is, as [ said,
dark, gloomy and grey, Yet, it is
impressive in irs starkness; it exists,
visually, as a stunning study of
! bleakness. Another remarkably
. handled aspect ¢f the game is the
cound track and effects. The
& gameis generally very quict,
making use of a long forgotten

"I suspect your religious sensibilities

*HOow WOULD ¥YOU LIKE YOUR BKIN DONE R

stranger lakes on some of the most -

I-.miﬁr crealures gencrat- = migh‘b be a gun while “far .1-1.-:.1].-_‘ m

of pulp fickion / h{'ﬁ '* " plaved a ﬁplu_

writers, all m AR, | o Qﬁ.l i : - second after

in the name~ © . i ¢ by what 1 am about to do... gun: mu::::
Aash is visile

- the stranger ;
This is e acd

dent, or bad programming, This is a realt
tic, thought out cifect thant adds (albut
almost imperceptibly) to the atmosphen
of the game.
Which brings me to the third, anwd possh
most IMpressive, masterstroke within
Noctume: atmosphere. This game cannd
be played during the day. The screens
ust too dark. Yet, when plaved at night
the visual quality improvis immeasue
ably. This, once again, is no accident
Instead of allowing the plaver the lud
ry of plaving this game at any time, th

F

L1 technique for scaring people: silence.
& Take a look at any horror may ie from
- r; the black and white era, and e i
" how well it works. The only time you - S -
: . ﬁ._f ¥ 3

==
then, it is "classic” horrar music, relving ‘ f

on the musical elements and nuances that i

make hormor music so unsettling, The sound |

offects within the game were obviously w ell

considered, oo, They werne notjust inchaded {

because thegame needed sound - the devel- \.

apuers made dammn sun that the sound score

was petfvel. Once again, in this case, God lies L3

[ :1]

el
jo»
ol
pu
al
m

wel

nc

1ha

B
.,
=

Ecturne {Continued)

| night, with all the

atmosphere is wonderfully
thrilling, with well-timed
flashes of lightning, glimpses
of monsters at just the right
moment and an over-
all tension unlike any
ever created. | suc-
cumbed o the whims
of the developers and
played the game at

lights out. The game is
so enthralling, so

engrossing, that |
found myself breaking
out intoe a cold sweat
more than once, and
had to turn the lights
on several imes to
avoid... well, unfortu-
nate accidents invely-
ing bodily functions!
As a whole, this game
is the scariest thing [
have ever encountered
on a computer (and
we'ne talking about a

game deserves its score for scane value
alone,

‘The only true criticism | have of Noclume
comes up when considering the story line.

Unfortunately, the tales told in the four
chapters are fairly linear and straightior-
ward. They do not allow the player to
gather enough rope to hang, himself.
However, this is quite all I"I||_.,"hl.l boecause

when you've had the whatever scared out

of you, it's kind of hard lo concentrabe.
Alzo, the developers avoided falling into
the trap of highlighting items needed to

complete missions, Looking for a key, or a

clue? Then you had better look, because

nothing jumps up and screams “here Lam®

in this pame. 1f you don't spot it, tough.

You just keep battling on until you do. So,

despite the fact that the stories ane fairly

simple and uncomplicated, the puzzles and
mysteries provided by the game are by no

means casy 1o solve,
The Stranger is fairly easy to control

| developers have decided to “force” the play-
er into playing the game in the dark - when

| everything is all that much more frighten-
ing. And frightening it is. The

"it's our job to be in

here, and to
= 45 theend of
gﬂve x X keeping the

person who Liughs at even the most fright-
ening horror movies and books here), This

{despite the fact that the controls can be very sensitive) with the entine
game being keyboard driven. As a matter of fact, the developers have not
tried o create a shoot-em-up, how-fast-can-you-tap-the-keys action adven-
ture. Atmosphere is the whole thing |

= Liue BLrAnger

player

enthralled with that side of
things, they have included lit-
tle features like simple control
and player aids in the form of
elements like auto-aiming.
This does little morethan
assist you in shooting bad
guys (il vou can call these
abominations "guys") and |
makes the Stranger look
supremely cool as he extends
an arm slightly sideways and
lets fly with bullets, while still
facing forward. The Stranger
has a myriad of weapons
with which to deal oul dam-
age, and many other pieces ol
equipment can be found and
used during the game, Some
of this equip-
ment is quite
“advanced”
(when one
comsiders that
the gamo is
set between
the 1920'% and
19:4(¥s) and
include night
VERION gog
gles and
“spirit sights"
(which are
basically laser
sights) on cer-
Bain weapons.
Sounds great,
right. Well,
the biggest
down side of
this game is the fact that, o pull all of this off. you need something of a
monster machine o mun it, as it demands a lot from a I'C. However, 1 think
I have found, in Noctume, a great reason o get an upgrade. ..

Mocturne is a wonderful game in almost every respect, It is a Brilliantly put
together product that exits the realm of a mere computer game, and lifts
entertainment software to the status of an art form. | recommend this one

with tetal confidence... in fact,
RE

it is a game that every gamer
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Flight simulations for the PC have been around for nearly two decades now, and the civil aviation title that is the mosl famil-
iar to us through the years has been Microsoft Flight Simulator. It is now 17 years since i's original incarnation, and it's
remarkable to see how this title has evolved into the glorious state in which it resides at present. Many described Microsoft
Flight Simulator 2000 as the flight simulation of the new millennium, and although it might not be 100% accurate, it sure pro-
vides the home user with an experience very close to the real thing in many ways... - MemnocH

| REVIEWS UNDERFIRE

discount on Might training videes trom king
Schowls

Micrasolt Flight Simulator 2000 also includes
multiplayer where one can fly with friends over
e Indernet or
LAN. The tatal
package is o
that speaks of
high quality,
and taking into
account what

sero visibility during thunderstorms, One
can also access the realism options through
the menu, soif the experience i3 a bit
daunting at first, newcomers can slowly
mowie their way up .

to full realism

thropgh a plethora ll |
of settings

The one thing that |
sols Flight &
Simulator 2000

After becoming used to the head movement in
Fly! that allowesl thi & irtual pilot o get a better
view of what's happening in frink of the plane
the Lack thereof in FS 2000 i a major letdown,

svstem which i quite functional, but lacks the
beatty of the satellite imagery scenery founel in

\ rpuably Microsolt Flight Simulator is
F,
simulations such as Flight Unlimited i and Fly!

mavke the most widely sold and played
flight =tmaround the clobe, and has a huge fan

hase due to the open structune used for the air-
craft modela and the termin files. There are
always a zillion

add-ons after a /_ 1 i |
VTSI 18 II'/_\' ?
released where }l' | ﬂ

fans create their

o planes amd lII

peaphical engine that incorporates generic eleva-
tion data for virtually every public airport in the
world. This is quite impressive, although not an
entircly new concept, but 1 must say that
sicrosoft went to great lengths by bringing us
20 000 airports, a 17 (00 improvement from that
of Flight Simulator 98, The custom installation
allows the plaver to pick which countries or
parts of the world shouldd be installed. TS 20040
{Flight Simulator 20000 leatures b new oF
improved high detad! scenery for London, Paris,
slew York, Los Angeles, San Francisco and
Chicago, additionally the professional version
offors Boston, Washington DC, Seattle. Berlin,

Tokyo and Rome. These cities are nicely detailed

by skyscrapers, bridges, and all kinds of land-
mark buildings feund in the real world.
Microeoft chose o stick with the tiled scenery

The tiling is much mone visible at higher alti
tudies, which can gel a bit boring at times, bt

Smmgm?

doesn't comie close to the scopse
of the cockpits found in Terminal
Reality's Flyl. All the dials ane
squished into the ome scroen
dashboard, giving a sur ey-5im |
feel to Flight Simulator, which
isr't all that bright. Microsoft
tries 1o compensate for this by
having separate windows for the
radic, GI'S, throtties, compass
and fuel management, depend-
ing on the type of aircrafl. The
problem coqes in when a fuw
windowsire opened, the rest of
the cockpit becomes invisible,
and the view through the
windshivld becomes obscured
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[hie 30 models of the planes is very nicely
detailed, and at

f/d_ I( a closer look
one can actual-
‘( Iy see the sun-
| | glasses on the

L ] : piluts’ faces.

mg grownd effect into account. During one

apart from other
simulations i the
added value pro
vided with the
package. The high-
Iy detailed GI'S
systim makes naviga-

Microsoft
achseved with
thae latest addi
tiom to s
very popular
and sucoessful
Efight

scenwery for dif- The propellers
itk |:|_ < colic i L} : E:_\_ s III- :||.':|.I|'lt"|ll. re 1 lost total control over the helicopter tiom over the globe Stmulator
Iocations, and best of all, these creabions can b after all, we're flying the planc and not rowsing moving details, the turbines can [ seen spoal- I flm] sha Spined Mty '“““_nd' without falling very casy, while the series, it will
imported from | light Simulator 98 into | Tight through National Geographic, right? ing up, and the retracting undercarriage and = “:.“..;-;1::I;:I:ﬂ['-l,l']:LI.“1I-I|I.t.“!”I,:?‘:h;lwflllw .I-n-:mu' flight plj:ll;m:r ,Il.l.tu'.-. 5 surely appeal
Simulator 2000 with ease, Microsoft has really Speaking of the planes, there are a few new flaps gives a realistic appearance to the aircrall, o gl W 2 FTCFAAE DO AVES T TN omet b diefine fight 1o cach a
utdone themselves this time, by adding fisl of .:h'litiwu. o the ﬁ'-iight Simulator hamger. For II:E- fligght madels for the planes are somewhat P [:. .l.f::::l[l,:,;,_.ﬂn.‘t :::1L larger planes were the most nlniuh_m-'x ia direct GPS, low altitude airways, high every fan of civil aviation simulations. ]In:-hilnu'-n-
e features nearly as long as the gria-o ko w0 us nl K jar with the earlier versions, of & mixed bag: Overall, the ightmodels adbere o o altitude airways or YOR to VOR, The help sce- 4 A - g 4 | by x
‘li::u!g::t.:'h:u_lq;:T-.Fhi.aﬂll::.::' :h:r?;:;_—::i:: |L1..:un ::-:L:rl.::lll :;:I‘n:.-.-'”:-ltl nu::‘::IILd nF"HI;I’« ‘..‘L‘}:Irl: o :11l.l~ data 1::':-1. :u.'luxlnlqur thue ;-H.I;m-.- -::j.:ﬂ s > ;IL_L. The kr"'""l""_'”‘l is a viery handy feature in the tion inchudes a wealth of :nlnrm.‘.nnn,?;];||11inp, .1:}?:'|:|::::ﬁl}:tli'!.1-!|:';i::'ll111j::1':lh:||llllllllh‘|::|':-lll': tlil':_-lr:lln-h-
] 1825 Skylane degrees of frecdam. Take off speeds with and ol furm ..-r..u pilots handbook that can be called up articles from magazines relevant o situations I:-n11 to b one of design .';:n-.I h‘.\-unfl e = u:n- ol
the 182RG ver- without flaps, as well as the landing speeds are 7 ol any time, 18 ac 15 almost as a chocklist for take that can be reproduced in the simulation. The a fulsre palch, one never knows
ston with on the spot. All the figures throughout the entin: phe "\E'\' f'll“:‘l"fﬂ:- o ""'111)5- landing, Mld parking the manial is maybe one of the best Lhave ever Looking at the differences between the standard
petractable gear, flight covelope are also dead on Someorne might oy [.-u ne, It '-‘:_I” also show the specfic speed encotmtered, and makes for very enlertaining version of Flight Simulator 2000 and the Pro ver-
and the 182 pick up the negative vibe | feel here. The planes T estraints for -||.,.. different flight envelopes, and reading with interesting facts and a fine tone of sion, ane might ask: “Why will T bother buying
cockpit opti- do what they are suppused to do. but it doesnit & :‘I !11|-::I|::L vhoard commands relevant to the spe- humour, The manual provides the vietual pilot the standard version if 1 can get all the nice
mised for [FR alwavs feel like one is flving. One can almost i CTIG P, * with fligi added features of the pro :~-"1 o T D
with a more fieel the number crunching ;:um-:. on i the back- ai Getting up in the lessons, infor- Watson, the l.!i“l'LI[H:'f'F Ii::.n1.:!1':-1.1{;;“1I1.|t| 1;1:;
detailed instru- gromad, and regretiably Flight Simulator 2000 b ..'-sr = lll” Lﬁ.'w!'.' malion on the standard version notadls at B 3909 and the
st pam:l Jacks the feel and -ru:r;un.ﬂ:ih in the flight k- als “::;I I.I;l:LI:LiI” aircraft as shiny |‘|'1'|I|--.~|1r|1.|| ane at R 559,99, This must be
Oiher planes els of other flight simulations on the market, The sl EII L well as how a first for gaming, of Course ong wao " 1o
in._".u..lf\- tha problem seems o be a lack of feedback provided {;HI; g with the e fly thoem have 1w |'=.Tr r:lt:-d w |rIL|L:I!:.1ir :_'l_l'::'\:,i:.:llt:llrl::l i!.:,“
Learjet 43, b thae pilot, and I'm not referring o an issue hat |,'Q“ ‘i:::n.ﬂ "jl\v:'l:“' I'he protes- why pay —=
Boweing 73741, can be resobved by a force-feedback jovstick. The M, '\I_-. I_I_n‘.m_l_]‘ sional version more for il
Sopwith El overall smoothness is missing, and virtual pilots Cly I[-|I .l;_;-‘.'nrlu s adds a few as at extra
Camel, that come from Fly!, Pro Pilol or Flight Th o mre sections option
Schweiper 2-32 Unlimited may be somewhat disappointed me Through 'j“""VI"‘ to the manial when thee
Sallplane, the [he Learjet 45 has the nasty characteristic o n ML GPMORY, such as competi-
Fxtra 300s and pscillate in the pitch axis, and although I'm nota dif, one can choose a Cetling lors ask
thi Bell 2006 Learjet pilot, U'm quite sure that the real plane ,._"-' different plane., Certified, and less for a
JetRanger 11 hiel doesn't do that. | was so lopaking forward to lak- P, jump to any mir Leaming o packapge
icopter, FS 2000 ing the Bell JetRanger Helbcopter through its the port, of choose Fly with Kod with the air
introduces the paces, and hepe some major hales in the Hight clit Shie SRR i Machado, conditioner
infamians musclel appeared Having read numaenos nan- Wi citiong Iw. ; Added fea- already
Concorde and als and books on belicopters and playing nearly Sim b vathur "‘_‘H'_“ht fures in this included?
the large body every helicopter sim ever brought out on the PC G :j':'!'_':f"""i\';\-:" version also [t appears
a ¥ . - r - Lellh - - -
Microsoft also chose to prrocuce the shim in two Boeing 777-300, and the |Ir|‘~|:.1-:-|m'|..1| Versiom [ could for the life of |Im- nol manage :.n o bk a loa, :Ik1L|lC\|L|;'I1I11I & e btoides e e o inclhude a .1-:.|l .
packages. the standard version, and the prates- offers the Raytheon/ Beech Kang Air 50, the siable howver close to the g pundd, making land 54 1 LA, At el o the Internet, Flight Dynamics Editor, [nstrument Panel Editor, Microsaoft is pulling a quick one here, and sadly
cional version, Althaugh the pru!’--:.-iinn-ﬂ R Mooney Bravo, and the IFR cockpit version of ings impossible Taking off is usually a proces DX ;;;:I::ITI:h -.x;:::.t;:-: T::.. 1;|r t-|||1|‘-.-i I:III:L-' u.Il |:ll_1u 20 ;-.wnp'l:q_-»_. and a discount of a training package the flight enthusiast is the victm Flight
s o vale b e alvady jam p.‘l-.'iil."d the Bravo. This is quite 4 com srehensive set of of trying to keep the chapper llP:I'1:|.'.|:'ll while tryv- e atrprls o ¢ downloade |.|'|: real e, and rom Cessna on one of the CLYs, discount on Simulator 2000 Pro is definitely a |11l.;:.1 by for
product, it is debagable whether the choice o do aircraft and offers a very 'l\'i*.lll'- range of fight ing to |:_E|~I as much forw .1}n‘| aceeleration bo get it [“uf“““_l'“mn "“l_l do the rest. Wind, urbulenoe FlightSafety International add-on products and the simuilation fan, but the ]'-ri;'m,; structure of
i w0 is justified. Arvecedg poll on the Internet at disciplines in the civil av jation world. Each into o stable forward mevement without hitting dug -I1IT.-Itr.“"F:TMIUH.L“ d”r""'[..'l. the product should be frowned
SimHO com®thowed fhat H2% of the participants plane has it's own eockpit graphics which con the grroannad, na malter e much 1 eountered (he quil, FeBIT .m. '_““m lled, and irs uporn, and | hope Microsolt e
J weren't convineed that producing 4 Mlight sinu- tains all the basic relevant instrumentation gyTation ol the rotor with the rudders and tak Cric llm.h. AERH) REAOS CEpRL evialuate their markeling strate
’ 1ation should be done in two different packages, found for vach of the plames. The énce 1 dus landings &t clowe fa gy for this popular fitle.
| while 15% chose a neutral opinion eockpit is clickable oo the but- ;
| Flight Simulator 2000 boasts an all new an tons and controls thiat support it =
b unferiunately the detail
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shing in on previous hits in 50

‘ It seems that most game developers are currently ca .
: the Sierra Studios label) have opted to instea

me or other way. It is the year of sequels for
d release something that is not a sequel, but

most, but Impressions Games {under

makes use of the rather impressive Caesar 11

engine. Prepare to re-enter the

Egypt...
llow me to set the scene: the year is 3 500
BC, and Egypt is still but a nascent nation,
consisting predominantly of scattered bands and

function), health services (whosc requirements
include linen) and cntertainment. Each of these
requires an entire supporting industry, and they
all require people in order to aperate. Itis

classical world, this time in mystical ancient

RAV.EN.

god, Often this is also reflected in the nature of
the city - an agricultural settlement will act dif-
ferently and worship differently to a military

encampment,
for exam-

tribes, with a primitive social hierarchy
emerging. Several relatively powerful
“noble” families now seek to expand
their influence, and the birth of
Egyptian civilisation is at hand. And so
it is that you find yourself heading one
of these families on its road down his-
pory...-
The engine cmployed in Pharaoh is vir-
tually the Caesar 111 engine, but a few
tweaks and upgrades have been
applicd to it. Those of you who have
played Cacsar I will be familiar with
the basic concepts and premises,
and vet the game still covers
enough new ground that even
Caesar 11l veterans will need to leam
the game's subtleties before they can
play with confidence. The object of
the game is ultimately to become
Pharaoh, ruler of the Egyptian Kingdom.
This is accomplished by building pro-
gressively more powerful, influential and
advanced settlements, starting with the
rudest of villages and culminating in the
Pharaoh’s capital. Furthermore, history must be
informed of all these accomplishments, and this

can only be achieved by building imposing, mon-

uments to Egyptian might and glory, Tanging
from burial tombs to massive pyramids and

sphinxes. M
Being based on concepts introduced in Caesar

I, Pharaoh once again has you jupgling popula-

tion, food production, jobs, finances, industries,
health, education, entertainment, military forces
and the favour of the gods. The safety of the
population is af
primq: importance,
and &0 you must
protect them from
fires, crime and
disease, and you
must look after
| their homes and
their places of
| work, You must
provide them with
water and food,
| and their living
areas must be
| pleasant to live in.
Later on, their
| pecds grow Lo
include such Tuxu-
ries ds pottery, beer
| {ys, everyone's an alcoholict) an<l varied food
t'v_.-|1e-.=-. They also require services such as edu-
| cation (which generally requires papyrus 3]

IF ¥Hl wWanT TO LIVE FOREVER ¥OuU MCED A O

e thus imperative o
grow your city
at a controlled rate.
How well you run your
' city influences the happi-
ness of your citizens,
and thus you must
be able to not only
provide them with all
thee required
amenitics, but
also pay
.e"'i( them well
- enough, tax them little
enough and supply all of them
with jobs. Should the citizens'
rrood turmn sour, you will suffer imiffi-
ciency, crime, and emigration; when they
are really upset they begin to riot and
burn down buildings.
The gods take a daily interest in Egyptian
life, and woe to the powerful who do nol
pay their dues! However, should you
flatter the deities enough, they will
reward you for your faithful phservano:
{and fear!). Primarily, five major Egyptian

dm!.u_-__s ane =
used in ¥ouR Oc
Pharaoh

{though, of coursc,
there were far mone
in actuality), and
several others make
“guest appearances’
for specific purpos-
es. Interestingly
enough, il is now
sometimes possible
to appease deities
“through each
other”, as it were,
due to the nature of
the Egyptian pan-
theon. Another
addition to the reli-
gious theme is the concept of "patron gods” of
various cities, and cach assignment will hiave
you paying particular attention to a different

Qoo ToMm

& ple
A The provi-
e sion of

food has
become
Mane Com-
plex and
varied.
Farming
in desert-
covered Egypt was a very different affair
to farming in maost of Europe at the time o
later. The Nile River was the lifeblood of
Egyptian culture, for thee very simple reason that
without it life in the Sahara would be harsh
enough o preclude the birth of a civilisation.
Not only did the Nile provide drinking and

iHOwW MUucH For 10 o

TRADE OVERSEER MERL = v
TO EARRY IT

ST BTONE ALARE AMD SIX BLAVES

washing water, it also flooded its banks -.mnun!-.
ly, depositing rich, fertile sediments upon it. This
cpil was used by the Egyptians to cultivate
crops. However, the farmland was fMooded over
for three or four months every yoar, leading toa
rather unigue situation. In Pharach you learn o
manage an annual crop, rather than the ongoing
affairs prevalent in Caesar 111, as non-floodplain
farming is extremely rare and inefficient. .
Hunting also contributes to the citizens' diet; this
is an ongoing affair. Balancing these main fond-
gathering options with others, including imports
of food types from other cities, is a delicate task
that, if botched, will surely result in your city’s
downiall.
As the Pharach learns to trust your judgemen
and abilities, you will be entrusted with assign-
ments of a military nature. This does not mean
that you can now neglect your civilian populs

die-
by ¢
fro

pa
=ik
ret
the

B
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Pharaoh {Continued)

jion and concerns. In fact, if anything, these
hecome more demanding, as your city must now
support not only itself, but also armed forces for
isdefence and that of the Kingdom in general.
The Pharach will occasionally request levies of
troops in addition to any monetary or goods
tributes he may require.
All of this sounding a little
complex? Well, it is, but at the
ame time, it sn'l, thanks to the
incredible engine being
emploved here. As mentioned
above, Caesar HI's engine wias
not too bad to begin with;
Pharach’s engine takes all the
best from that engine and
improves further on it It is
new 56 detailed that you can
kixp an eye on every aspect of
your city. And casily, oo, As
before, right-clicking on any-
thing displays a brief {ish)
information box. However,
almirst every report now has
buttcns linking you to the most
relevant other reports and
advisors (now called "over-
wors”), and s0 it B very easy o
quickly run through all the
most important aspects of your
dly, or to execute an in-depth
investigation of any specific factor. This ease is
also reflected in the control interface itself, as
all instructions are accessed just as casily. Tax
rates anvd festi-
vals alike can
now be set
direetly from
Iheir relevant
structures, never
leaving the main
ity map view, ;
This whew can,
of course, be
rotated in 90-
degroe intervals
to view' the city
from any com-
pass paint. The
sidebar can be
retracted,
though 1 doubt
many players play that way. The various cate-
gories of buildings, facilities and public works is
organised slightly differently from Caesar 1,
but are attractively grouped under graphic icons
resembling hicroglyphics. As
before, most of these lead to
submenus to specify the exact
feature you require.

Sound and Vision
The main city map is presented as an isometric
projection, with the sidebar (containing the

times too much so!) opinions of your city if you
ask them (by right-clicking on them, of course).
During PI.‘]}' you may, of course, choose (o lis-

ten to the music included (which, incidentally,
is implemented by means of MP3s). This sound-
track is no doubt the work of a very talented

control butlons and the minimap) on the right.
The detail in the graphics is at least as great as in
Pharaoh's prodecessor, Caesar 11, Each hut, tem-

digital musician, and blends classi-
cal Egyptian styles with synth- |
trance and funk ideas. Mot bad at
all!

How does it play?

A very important question about
any game is “how long will it enter-
tain me for?" Now, given that each
assignment in Pharaoh takes

1 between an hour (for the first cou- l
ple of missiong) end upwinds of
twelve (for soine ofthe later mis-
sioms), and the nomber of assign-
ments and their incredible variety,
it is safie to assume that this title is
good for a very long time indeed.

1 Being “real-time” (the term “scaled-
| time” may be more appropriate, as
1 weeks pass in the space of minutes) |
means that Pharaoh can get danger-
ously addictive, due to the Tjust a
couple more adjustments” syn- I
drome! Pharaoh's updated interface
also means that it is very easy Lo
pick up where you've left off previously when
resuming a saved game,

ple, citizen, tree - in fact, anything you cane lo

name - has been rendered in meticulous detail

that stands up to scrutiny in any of the reso-
Tutions available (which

i are 640480, B0t

and 1024x768). All

| buildings, features and

people are clear and dis-

tinguishable, even

though at times there is

a hell of a lot going on

o see! The Kingdom

map resembles some-

thing vou might find in

a musewm, which is to

say it depicts a papyrus

scroll. Even the Overseer B9

report pages look ;

appealing, while manag-

ing o impart a wealth .

of information.

You can pretty much always hear what is

going on in your city - each building

makes its own distinctive moises, .mﬁ pec-

pli chat to you and give you their honest (somae-

I addition to being a beautifully crafted game,
Pharach also boasts an impressive degree of
authenticity, from a historical point of view, As
was the case with Caesar 111, after playing this
one is left with a far morne accurate and detailed
picture of life in ancient Egvpt,
which might (some day) pay
dividends in a Trivial Pursuit

| pame!
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REVIEWS UNDER FIRE

The determination, discipline and sheer amount

It does the heart good to see a locally produced computer game hit the shelves.
cts like this, held by most

of work required for such an endeavour is phenomenal. However, so often the attitud
South Africans, is "hey, man, it's local. It can't be good.” The true ques
it hold it's own against international competition?
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From Monolith and Valkyrie Studios comes an R

with magic, mystery and technology. A strange com
with a story that is the driving force behind the anime style graphics and colourful characters. -

any ages ago a daemon by the name of

Gemma stole the sacred keys from the
Creator and mocked him as he stood on the soil
of the seven floating continents of Septerra Core
and spilled the blood of the

innocent. Tt is rumoured
that these keys, if

used at the

right time on

the core, could

open the gates

toy heaven. The

Creator sent his

only begotten son,
Marduk, to retrieve
the keys and save the
peophe from the tyran-
ny of Gemma and his

minions. After the battle

af the Seven Winds

Marduk emerged victori-

ous and hid the keys

throughout the world and it is said that one

day when mankind s once again in great e

PG set in a world that is not only peculiar in its functioning but is also filled
bination indeed but those familiar with manga should feel right at home

Soul Assassin
that the continent above them discard. Itis not capable of repairing broken robots
too long before one of the younger boys get into during battle

Something that Septerra

trouble for smuggling guns that
he collected on the junk piles.
As she sets out to help the

Core makes great use of is
voice dialogue, and this can
be seen by the way that the
story is mostly driven through the
interaction with
other characters.
You can talk to
almost every per-
son you mect all having some or
other interesting comment to bring
forth about current situations, The
amount of voice acting almost
barders on the ridiculous, but
adds greatly to the believabil-
LS ity of the world and enjoy-
ment of the game.
M Unfortunately the game is
- very linear and you need
tor talk to everybody to find
chues and uncover information
before you will be allowed to

—

The sriilecis st masnl fo usleck the secrels of the

Doskias N in BOL BArERY
Cort How thet we have ousd LEem. we mwld uss them”

proceed and
| continue with
the story. One

HEY, | THiNE | CAN SEE MY HOUBE FROM UR HERE!

the keys will be recovered by a descendant of
Marduk and the core finally unlocked to reveal

its secrels.

Mow the keys have buen found and one of
Marduk's'descendiants, Doskias, who is planning
to force an alignment of the continents against

. "
" .
L
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the wishes of the Chosen Elder, Emperor
Aspertine. They have decided o
hide the keys from him, but
unfortunately through his

persistence he now
threatens to start a
% war to regain the

s sacred objects

And so the game

= 2 i ' begins as you take
o on the role of Maya
a young spirited

teenage girl from

level 3. She is from a small

town called Oasis where
the people make their
living from col-
% lecting and
utilising all
the junk

irritating aspect
of all the inter-
action with

| other characters
is the fact that

1
|
‘ Septerra Core

Tori events ane in motion
behind the scenes that Wil
eventually lead her to the
other layers and finally to a
confrontation with Doskias.
Unknown to Maya he was
responsible for the death of L
her parcnts and so the plot |
thickens as she sets out onher = - —
guest. Along the way Maya

will moet up with friends that will aid her in her
adventure and up to 2 other characters can join
her to form a party. As the game conlinues more
people will be willing to join

her party, although the maxi-
mum allowable of three forces
you to drop a member if
another is chosen. This is very
similar to the party system

used by Final Fantasy VIl and |
keeps things fresh as you con-
stantly get to meet new char- [
acters and explote their per- |
sonalities. Characters range

from mindless robotic dogs |
right up to technical wizards

doesn't keep
track of what
you have spo-
ken to NPC's
about before,
and often you
find yourself talking about a subject that you
have already covered in a previous conversation
Battle sequences utilises a semi real-time tech-
nique where characters
A have an action meter
below their portraits
containing information
1 such as HE, very simi-
lar to the onies used n
= the Final Fantasy

i series. Once the bar s
full your character is
| able to perform and
attack. There is a differ-
ence however, each
)| characters bar is split

A BMALL SAMPLE OF THE GAMCSO uNIQLUENESS

"

.

The Layered World

® vy
o |

Septarra Core is o world unlike any I N
pthar ond consists of soven loyers of
continents each loyer rofating around
o ceniral core and ol linked by an
cods. Ifs best 1o think of the world os
weven confinents floafing on fop of each
othat with the core in the cantre. Every 100
vaars the continents align to allow o beam of light
through to the core allowing it to recharge its
snergy and sustaining life on the upper confinents
for another cenfury. It is at this fime thot the
socred keys con be used 1o open the way 1o heav-
| en and for the core 1o revenl its secrets,

although it can take some time
for 3 section to be filled. One
peculiarity of the game is the way
that characters move towards each
™ other for an attack during batlles.
Ingtead of walking/ running to the enemics or
vice versa they leap across the screen make an
attack and jump back. This looks a little awk-
ward and comical and takes away from the
believability of the battle.
The game also utilises a magic system based on
cards. During battles each character has a aingle
card slot that can be used. These slots can either
be used separately to cast a spell 1o perform its
| intended function, i.e. heal card can be used to
: cast heal, or any combination of three cards can
| be used to cast an entirely different spell. Players
1 will have to experiment to find different combi-
| nations since they aren't listed. Finding now
spell effects is almost a game within itself and 1
really enjoyed finding new spells.
Graphically Septerra Core also reminds me of
more of Fallout. It has a similar look and feel
inside the towns and cities; the only differ-
ence being that
Septerra Core has
a manga theme.
Most of the game
utilised very intri-
cate pre-rendered
and pre-drawn
backdrops with
characters ani-
mated on top.

The locations
themselves
THE RIAL AMD HER SPAMNER lonk fantastic

into three sections and the more sections that are S yange
full, the more complicated the move that your HENCAS
characters can perform. In most instances it is I cities to
b=t to wait until the bar is full before you attack old tﬂ_“_

ple ruins.

although to perform a simple action such as
drinking a health potion only
require one section to be full. 1
found this method a litthe better
than the Final Fantasy method ||

Unfortunately
PR

ALL GAMES REVIEWED ON

THE REY 1S FALLING

there are a
couple of locations

that are not as detailed as

the rest that gives the impression
that Valkyrie might have rushed to
finish the game. Some of the graphics

are also not properly anti-aliased and due to this
there are a lot of jagged little edges that can be
seen in the environments. This doesn't detract

THE BEY IE FALLINGT

from the game too much, probably only notice-
able if you really look for it. Another graphical
feature that I found irritating was that a hot of
the NPC's you converse with have the same por-
trait. T would have liked to see different faces

every time [ speak to someonse, you
can never pay too much attention

%

CREATIVE LABS BLASTER PREMIUM

to small details like these. One
aspect that has been exceptionally
well done by them is the special
effects of the magical spells. They
tend to be very colourful and
make use of almost every graphi-
“ ¢al technigue to present stunning
Y eye candy.
Orwverall Septerra Core offers an
enjoyable gaming experience
even though it lacks total free-
dom b move wherever you
want and is bound by a linear
story. Veterans of RPG games might
. find the gamcplay a litle ton easy
but the story is the main attraction,
which all should enjoy and the
manga appearance offers a
unigue graphical loak.
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tree-house and live with the apes. This way you

sou down why not move to the jungle, build a
ot leopards, big spi-

If life in the rat rac
backed-up highways. The only problem with the jungle is that you've

can escape pollution, noise,
ders and thieving baboons, so in the end you just can't win.
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Final Fantasy VI (continueq)

Final Fantasy VIII has to be one of the most anticipated titles this year for the PlayStation and rightly so. The developer, er, with any new monster you encounter you S junctioned ot For Trhad Cord Game
SquareSoft, is renowned for the FF series and with the latest addition they have outdone themselves and presented gamers irs :‘: be "'ll‘l" I‘“ draw new spells to add to \ Instance later in "_“' : _
with a title that is intriguing, beautifully presented and mosl of all fun to play. The aspects that stand out the most in the Final 1al ';].::r“':,r,;",I::l;m.dm £ Dherve il v ”L"I“L:l' l;:‘!';"n:{::llwu Included withirn FFH is a game within o game in the form of o cord
Fantasy series are the unique, intriguing and complex storylines presented and in FF8 SquareSoft has created a masterpiece ce (i 0 FEB i thhe [uscHon Syabent, ki asocond . N named _Tﬂ'ﬂd: It isnt necessary fo play if fo complete FF8 but |
that will be the envy of all game dnvclupem. - Soul Assassin | in which replaces the Materia :1_..:-|-'||:| ol level Thunder spell dm prmu:;ﬂ be h:gh‘l:frn:dm!w:hdrﬂllwwldn’* s mrl'_:::ad Hife
~ ; \ = IT7, It is a complex system with which | - it is more potent RO o6 ‘I:\r Sl pubiishec e W.H' Throug : . m.FFE'
7 ou play Squall Lesmheart, a 17-year-old in any FF storyline and FF¥ is no excep that played FF7 will feel right at vou can midify vour characters attrib- § than Thumder and waold you will encounter NPCs that con be chollenged ond usuolly
\‘[ anti-social leenager enrolled i the most tion, Linlike FF7 where one of the main hme., 1t utilses thie same clase up up uhes such as strength, vitality, speed | il fre n-.‘.'il.-. e : : -
prestigious military academy in the w orld. The romantic characters, Acris, dies (1 isometrical view wilh enemics ‘ e, 11 also allows vou Lo make your f strength w..'m. g
acaduemios, simply known as Garden, train elite will pover forgive un one side and your party of I tharacters less vulnerable to certain k than Thunder
mercenaries known as Seeld for hire 1o the high- Square for that three characters on the othe attacks and forms of magic, 1t works in o wiontld, The trick is
et bidder and Squall is on the verge of graduat plot bwist), in Each character has a battle cemjunction with Guandian Foroes and that not all GFs .
ing as-a full fledged Seel member. He is FES the meter and ance it is full they gy drawn magie. Guardian Forces (GF) can allow you to junction
errolled in one of the smaller academies known rmantic ) can perform an action such i b best described as unseen members of spells with all your
as Balamb Garden where e meets up with the involvements iy as atlacking a manster of your party and ane monsters that can b stats. Each GF allaws
other central charactors such as Seiter Almasy - conlmue to thae casting 4 spell. Should all e reg armmoned during battle, They can take dam Vi tn.mmiih only oer-
Squall's clags rival, instructor Ciistis Trepe, the conclusion, so you of your characters get killed age and gain u*\p-..'rlunu- the same way Squall kain stats and therefore com
loud-mouthed Zell Dinchit, and the and his sroup can and advance o Tevel as well, plicates things even further
quirky yet luvable Selphie Tl GF's are gained by fighting them directly aml and taking into consideration
Later on voru also meel Irvine winning the battle in which case they w 1l valun- thiat anw number of GEFs can
Kinneas who joins the group as a tarily join vou or thev can be drawn from cortain b pumcliomed o any one char-
sharpshooter. Afer successfully boss monsters in the game, Unee a &F is acter vou end up with thou
completing the final Sevl? exam, ebtained they can then be Junctivnwed to a specif- sanids if nof hundreds of thoo-
which is a nicely disguised tutorial, sands of differ
Squall and his party are dispatched @ ent combina
to help out a small resistance group. e = - _— - -~ — — ticns, GF s can
Led by the Beautiful Rinoa | lzartilly ) ) o also provide
ey PI'“" tis liberate their country from the can expeel & SUrpris .L-|||-|I|1:_: fil il.llliv !.: 1= !_1.1|1|'|:|1 rl.'u: .|||I-||| itiis a good vour characters ENO S AR THLALLY . ERETW WHAT 8RR MING WL
oppression of the Galbadian govermment by kid- ing ending where all ichea 1o keep them healthy af all imes using ] ; i S R : ; ) ;
"E‘IF‘I"”.L! the president with t;:-_- help of Seel). 4s ,|H.‘-hdr,f|l.h- could still potions and magic. One aspect that is ﬁ:lllf::l:tlzlh o supply pofions and lE;e like il you -mn,[nl'rhbugh same provide unique
b i new b the battle system is e way gt items and upgrodes thal can anly be ound by p]ug_.-mg-]'r_lud.
and bring that magic is used. Unlike FF7 where e 1"“::_‘_‘ i The gamae is shroagi torward F“'"#_” Pimd.ﬂ'l it board with 3:3
{hir roman- vour bearnesd spells and could cast llﬁm P ’F:tuwmh:: i, “Hih player starting with ﬁ.ﬁﬁrdl All the cards have
tic evolvement thirm s Many Hmes as your magic iicis Ao Pl hell them, each velue representing the card strength on o
o a conclusion points allow ed during a battle, in .h.1ll.!n i 'I:illui : i
Through a sty FF8 you have to draw magic from Sove which |
Timee that i believ- your enemies and store it for later use ilbwia i b
able and exceptional An example would bea haracter drawing the 1rmr| |1-irh!ur|
PV sequences you Cure spell from a monster. They wionld reccive obiects and
pecomie emotionally funr Cure spells every time they draw it amd can i T u:uu-.-
attached 1o the characters then cast Cure four times before they would rlurirf-' thie
anad totally immersed .r,_-,m._-:‘Th:-.,qa
within their world. A nole :‘Iﬁ:lﬁir'-- ane

fate would have i, lhu.'-u.:_."h a series of cvents a
[y formotton sorcetess, Edea, makes an appesie-
ance with Seifer at her side and is hall bent on
workd domination, She eventually becomes the

group's new focas and has to be destroyed at

any cost 1o save the wrld and Garden

From here prde sigretiakes many s pected

| turns, andd every time you think you have the
phot figured out something new dey vlops and
throwes youn totally off ,._;u.u.l | won't spoil the
game arid go into detail of what happens in FFS,
it is an integral part of enjoying the game and

| anwone wanting 1o know the details will have to
play the game. Suffice o say that it is the miost
emjovabile and intriguing |_1|Z|.1l 1
have encounterad in any

| game
Pl whabe game
rovolves around 5ix

| characters and thaeir
relationships and

changing attitide

lowards each

ptheer as thaey 1y

and save the
wortld, As

‘ always

romanc
| features big

£ | New Age Gaming - Volume 2 Issue 9

of warning for those
embarking on FFS - onoe
viou start playing the

tives that you will be
unavailable until you
have Fnished FFS - it is that addictive!
Until that time Squall and his mercenary
gromsp will become your new st
friends, (Something tells me 1 have been
playing this gane way oo much.]
snother feature that makes Final
Fantasy 8 such a tremendous gamae to
play is the scope of the world that i

takes place in. Simply pul e world is Huge!
Ihe world has numerius lowns and exot-

ic locations to visit each with inber

esting MNPC's to meel and beau-

tifully portraved with detailed

backdrops. Dhiring your fray

als vou will encounter

DUELS (Uess and sub-

quests to pursue and come up

aggainsl monsters that ane imique

and challenging. The world 15 so
big that mast gamers will miss a lot

of quests and items the firsl time rouned

and will probably enad up playing it a sec

ond timie 16 find all the hidden quests and
items, This adds to the continuity of FFS

and the game Jakes almost 90 hasars b

complete as you play the 4 discs that make

up FE&

Cine aspoct that hasn't changed too much is
the battle system used in FFS and anyone

Fave gy draw il froom o monster ..I:,"_.I.il'ﬁ It dow=s
however become slightly tedious o keep
drawing spells and it takes up a lotof

time to get your characters to the

maximum allowable fevel of 100
that they ean store. In addition
you need 1o replenish used spells
ENEPY S0 often and it becomes a
nun-ending cvcle through
ot the game. Almos
cverywhere in FFS you
will encounter differ:
ek enemics each
with their own
unigue 52 of
spells that can be
drawn. This
keeps hunting
for maonshers
interesting
and usually

—

N

i TES

learmusd by youer
GFs as lhey gain expenence
and each GF haz a unigue

ic character and provide them with stat modi-
fiers and extra actions that can be performud

s T L . Gy ine b i ; i i i

B mﬁ il v 1|1r i during battle. Magic that is drawn from enemies ability they can provide. In
|I.m.t guandbye -;Im Bive : i serve das the modifier for stats. An example of potal there and 16 different
nstice 1o friends and rela # this would be to change o characters strength GF's that can be found during

the game.

Al of this soumds very com
plicated on paper but s actu-
ally very easy to learn, in the
pamie there 15 a comprehen
sive tutorial included to

attribute. Lets say vou have four Cure spells and
twenty Thunder spells in stock. You can then
junction any of the two spells o strength
Obviously twenty Thunder spells will increase
vontr strength more than four Cure spells. The
amount any modifier increases is dependent on
the amount and level of the specific spell being

familiarise any new plav- 598 |

PHEDIFFERENT SCHER ARE BIVEINLDE Tk SCOAE OF THiE

ARTIOLE AT REaLEY MEaNE, ;_'p;'Jr..'T EROW TiER ALL

SR
SRR

specific side - fop, bottormn, left and right. The cords represent differ:
ent monsters and GF's that are encountered in the FF8 werld. The
shrongor the manster piclured on the cord the higher fhe values on
every side. Cords can be gained by winning them fram MPC'S or
sometimes after batles you could gain a card of the monster you
fought. |
The winner in o gome is decided by the amount of cards contralled:;

The number of cords contralied on the board is represented by the
bitis and red shodes of the cords. To gain canlrel of o cord you need
1o ploce o card wilh o higher value on fhe side of the cord thon you | |
are trying 1o control. Lets soy fhere is o cord n the fop laft cormm of
the board with o strength value of 4 on it right hand side. You need
to place o card to the right of it that hos a sirangit higher than 4on
its ledt hand side. This will flip over the top left cord and you will gain |
control of it. The ployer fhat contrals the most cards once all nine
blocks have been filled wins. Sounds very #osy but trust me whan i |
sy thai the computer-controlled apponents ore difficult to beat ol

times, -

The minirmum that con be los! during o card game is one cord and

the maximum every singls card you own. This is depandant an fhe

rule in offect for the region you are playing in and varies from town

to town. Unforfunately all ihe different rules ore beyond the scope of |I
this article and they are covered in depth within the gome. |

e
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I remember, way back
when | was knee high to a
grasshopper and dinosaurs still
roamed the earth, that 1 had an absolutely
enormous collection of 'dinky toys.! These
scaled down toy cars were the be all and end all of
a kids life back in the days before PC's, and entire
reputations were staked on how many of these I
diminutive vehicles a kid owned. Among the best of s avail
all of these was the Hotwheels range. These were
beautifully cast, gorgeously painted and solid as
rocks. Hotwheels were a five-year-olds status sym-
bols. Hotwheels ruled. Now, Electronic Arts
brings them to the PlayStation in a thrilling,
tyre burning, car flipping, metal grinding,
engine roaring racing game where
being the fastest isn'l

enough. - Shry
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hile the PC game arrived on our shores

] some time ago, the PlayStation version of
the X-Files adventure game has been long awail-
ed by console players and series fans alike. It
has, finally, seen the light of day on our shores,
making many people, including
me, very excited.
This title has been
designed with the X-Files
fan in mind. It's not some

cheesy spin off that hopes

to aspine to its inspiration.

Rather, it's more of an X-Files

episode, presented in a slightly different

format. In this way, the game is very simi-

lar to the X-Files movie. If you don't know

the X-Files, you will certainly be lost, at beast

a little at first. No

explanations or apolo-

gles are made in that T H E
regard, almost as

though the developers

are saying "If you don't know the X-Files,
tough. You should know them. Doesn'l every-
one?” While this is a great thing for fans, who
don't have to sit through boring explana-

tions and step by step instructions on

how to run an X-Files type investiga-

tion, what are the implications

for someone who has

never seen the X-Files

before? Cuite simply,

not too much, in terms

of working their way |

through the puzzles and

challenges of the game.

However, a lot of the plot's

subtleties will be lost on those

who don't know the series.
What was the signifi-

"Agent
Mulder? I'm Dana

cance of cigarette Sculley. I've been assigned to
butts lying work with you..." So started one of the
around near

greatest partnerships in modern entertain-

answers. Not that these type of things need
o be answered; it just makes the

world of difference to the game
when you arrive at the spine
chilling conclusion that the
Smoking Man may be
right around the comer,

the crime
cene dur-  ment history, that of FBI agents Fox Mulder and g the guy whose eyes
ing the Dana Sculley, the intrepid pair who push the lim-

Intro its while investigating the cases nobody else wants:

movie?  The X-Files. These two investigators have fuelled
What does , o 4

i} s the imagination of fans around the world with
when their strange brand of alien controlled conspiracy

strange, oily
black patterns
dance across
SOME ZUY'S Cyes.
And just who is that
black dude, and should |
b wary of him? These arc

questions that, to the X-Files fan, need

never be asked, while the non-fan may finish the
entire game without ever having found their

on the act, - ©

FiEE WCRYE/
Cellular Phﬂ.l'.l.e
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theory, and millions of watchers tune into their

exploits around the globe. It only makes
sense, then, that the software enter-
tainment industry should get in

In fact, after the PC version was
completed by a few of my friends,
thise sad few who weren't X-Files
fans were 100% converted File

you just gazed into
while he tried to
separate your head
from the rest of your
body is possessed by
an alien intelligence. 1t
adds that true X-Files
feel, Tt brings the
game to life.
However, as | said
before, you don't have to
be a fan to enjoy the game.

junkies.

The player enters the

world of the X-Files as
Agent Craig Wilmore,

an FBI Special Agent

based in Seattle.

Personally, | was initial-

Iy really miffed at the

fact that | couldn’t take

the part of the flaky Fox
Mulder or the luscious
Dana Sculley, but this
feeling soon passed as |
began identifying with

the very well charac-
terised, very “real” Wilmore.
Eecshily divorced, Wilmore is the typ-
lcal “renewed” bachelor, having just

I moved into his new apartment. He

has friends, He has urges (which

result in a rather
heavily implied love
affair with a female
police detective). He
has a bicycle, which he
keeps in his living noom.
He has moods, and a sense of
humour. It is almost as though you
are peaking into the life of a real, liv-
ing human being. This is one of the best
elements of the game. This is not a game
filmed by developers (who, it sometimes
seems, know nothing about acting, dinect-
ing, and camera work). This, rather, is a
smartly produced, video based adven-
ture, well acted and brilliantly directed
by the self same team responsible for the
X-Files series, In fact, within the game Fox
Mulder is played by David Duchovny,
just like in the series, and Sculley is

E 5“‘ played by Gillian Anderson, also just

like the series. In fact, every familiar
face from the TV series that shows up in the
game is played by the same actor that plays
the part in the TV series, adding more of 2
“real” feel to the game. Even the intm to the
game runs exactly like a typical X-files title
SEUETICE.
Omne complaint that cropped up
about the PC version of this
game, and will most certain-
ly surface concerning the
PlayStation version
{which, by the way, is
identical to the PC
version) is the fact that
players do not get to see
much of Dana Sculley or Fox Mulder - and no,
‘MemnocH Mulder' does not come into the game
at all! However, this is a story centred around
Wilmore, and his atbernpts to find them. It is not
really about Sculley and Mulder as such, other
than the fact that they have
gone missing, and their

= supervisor, Agent Walter
= Skinner, enlists
A Wilmore's assistance
in finding
them.

The
plot

of
this
game is
wonder-
fully put
together,
well written,
and presented
on four PaX
disks. In other
words, this is a kg
story, not one that you
will play through in just
a few hours. It is long and
complex, and gets to points
where progress seems impossible.
Hurwever, think like the X-Files, and you will
make your way through it. Be thorough and
leave no stone unturned. As the plot unfolds, it
develops into a chilling tale of betrayal and con-
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spiracy that so typifies the X-Files. It is an
engrossing and entertaining tale that will keep
both File Junkies and “normal” people thorough-
ly entertained.

Like the series, this game is not high in bedy
counts. In fact, the
action is rather low

key in this title.

Rather than shooting
everything that

moves, the player is |
required to rely on
mind power. This

one will get you
thinking, without a |
doubt. Whal few
action sequUences are

t be found in the
game are beautifully
handled, with all the |
resources at the pro-
ducers disposal fully s
utilised. Stunning

explosions and bril- |

liantly choreo- L —
graphed fight scenes

are the order of the

day (when they crop up). The best part about the
violence in this game is that it is there for a rea-

L:EE HERVK/

Binoculars

| son: it is used as a'plot device,
rather than as a title seller. This
is a subtle title, and it is beauti-
fully handled.
This game is really pretty to
look at, Everything is based on
real life, filmed video, rather
than making use of computer
generated characters and back-
grounds. The producers spared
no expense on set and special
effects, making for a visually
| thrilling and beautiful product.
The downside of this is that the
| pame is huge - taking up four
disks, as stated before, The
upside: no clipping problems,
no misshapen figures, no weird
little visual anomalies. The
good definitely outweighs the
bad in this case.
The soundtrack is crisp and
clear, featuring a very definite
X-Files feel - complete with all
the music and effects that you
would expect. Having clear
| sound is vital in a game of this
nature, seeing as how much of
. | the game, and most of the
| clues, ane based on what the
| various people within the game
say. Controlling Agent Wilmore couldn’t be sim-
pler. In fact, the whole game relies more on
thought than dexterity - there are very few
scemes where vou need quick reflexes. This is one
where you can sit back and relax, letting your
mired do the
- calorie burn-
ing while your
hands per-
form only the
bare necessi-
Hes, However,
there arc
scenies when a
quick eye is
needed, so be
warned. The
game's inter-
face is won-
derfully
friendly, too,
Accessing
imventory
items and
making use of
them is a mat-
ter of two or
three buttons that need o be pushed. Moving is

a matter of positioning the cursor and hitting one

: =i ."GENR‘E.,_.' bR

‘ Adventure
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A tithe most certainky
aimed ol fons, the X
Files is a wonderful

‘epiode’ of the world
famous and ever popu-
lor TV series, Excellent

intrigue, betroyol ond
conspiracy, the X-Files is
a long, challenging
gomae that will most cer-
fginky thrill gomers...
especially those that
anjoy the X-Files,

grophics, eosy control 152 “GRAPHICS
and a gripping fale of rwﬁgz__
_SOUND -

hittp//swww forinteractive.com
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button.
Omne downfall that this
tithe holds is the fact
that it will most
probably appeal
only o X-Files
fans. And,
while this is a
large numbser
of people, not
t"l.'l.'f}'ﬁd'lﬂ'
will see this
as a musk
have title.
Another
problem
lies in the
fact that
this is
aimed at
matuan:
audiences,
not because L!
of sex and e
violence, but =
because the |E
game requires o o
the kind of 4
mature thought
processes that -
MOSE YOUTgEer 5
players are not 5
capable of. This is %
one that Dad should 5
buy for himself. b -
On the whole, this is a really
cool game. It's likewatching a
bonus episode of the Files, and hav-
ing some control over what happens within it.
Even the way Agent Wilmore responds is up to
yau. 5o, enter the world of conspiracies, aliens,
corrupt government officials and mysberieus
men who would stab you with weird pointy
things just as soon as look at you

\

Where were they last seen?
What caze were they working
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ple case of much needed mental exercise or are we all
who has the smartest CPU in the room?

What is this fascination that humans have when it comes to slotting blocks, cubes and other puzzle pieces together? Is it a sim-
trying to show that grey lump of plastic, with PlayStation written on it,
- RedTide

ubism for amateurs

For those of you who missed the first game
the concept behind Kurushi Final is simple. The
puzzling action unfolds on a giant rectangle
block floating in an unimaginative black void - o
you control a small character that represents
your interface in the game world. Whenthe | &
game starts a few rows of cubes will begtrﬁl_uﬁ" 1
ly rulling towards you {like giant dice, "% ]
without the dots) and the basic Tdea o
to try and capture all these cibes before
they fall off the edge. Using Four virtiy,
al persona to move around, y 1 st

3= )
o Tﬂr- 1-{‘ ¥
a.
£ U‘II :
mark squares on the stage and then . >
.

deactivate them when a cube is posi-

tioned on your marked square.

Deactivating the square results in the

cube

being

vaporised, or as
the game puts it,
il captured. This
process is repeat-
ed until no cubes
remain. If the
rolling cubes get
" past the player
and fall off the edge of the giant rectangle the
last row of the playing field disappears depend-
ing on how many went over the edge. This
leaves you with less space o manoeuvre and
forces you to figure out the correct stquence
faster. In addition to the standard cubes there
are two others, forbidden cubes (black) and
advantage cubes (green). Forbidden cubes, if

=

L

FPrpssing another button deadivpesihese special
} R N -3 Y L=

edge and fall harmlessly into the graphically
challengid black background. The advantage
cubes serve a different purpose and when cap-
tured place a green marker within a one-hlock
radijus all around the capbured site, so if an

Fadyanfige tubiis captured in the middle some-

Hehere a total of nine blocks will be marked.
" o s o &N

o

5

o i Vi ™
rmrkesd Blocks andaall the cubes on those mark-

ers will b capturpd. It's a good idea to watch
what yiw do asmore often than not you 1L e
up capturing four black cubes and end up with
less gime and space than when you started. So
the idea is to figure out how to capture all the
non-black blocks before they roll over you by
using the green blocks to your advantage. If
you're not quick enough your character can be
avalanched by the blocks or even fall off the
edge with a dramatic cry for help. New to this
version of the game are extra characters that
must be uniocked by successiully completing
various stages of the game, These locked char-
acters and textures represent the bulk of the
reason for prolonged play. Unfortunately they
aren’t enough to justify a midnight till

'-_‘_-_'I:-; Ha.1 /1

! i

‘ Freef—t—t—1
.

I

0 dawn quest to see it all. That's the game
4 in a nutshell, fun? Yes, for a while, but
| soon grows boring.

Mo brains

The different game modes up for the
paying start with "100 Attack’; this is
true puzzle based play where you must
figure out the puzzle within a cerlain
number of moves. This move limit is
something that permeates all levels of the
game and although is nat essential to
successfully completing all the levels,
does reward you with bonus points. The
hundred Single puzzle levels are quite

OWE OF THE NECW TEXTUHRES DN OFfFER

accidentally capturied, cause the last row of the
playing field to disappear immediately. The idea
with the black cubes is to let them roll off the

— devious and the later levels require plen-
ty of cranial muscle to complete. The sec-
ond mode is indicative of what the game is all
about as you progress through a series of
increasingly difficult levels. The most distressing

YERY EXCITING

H's not o sequet, ITs ol
mew, and ifs on updat-

Lﬁ ER - w? :
Sory Computer [y pr—
30 Puzzle i __|}{ Enterinment Europe (011) 4457900 |

Mce idea. Again
Armospharic Music

ed version of an old
game. Mice 1o play for
o while but lecks any

with other, similor

geemes
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reol se1 of compelling %
reasons fo keap play -
ing. Tha nice music, 49 o
nheresling concept ang b=
exira feofures just don'l = =
compere fovourcbly SCHIND = :

mr

~thaEfextr seem to end.
§ Pliying against another
.- Human is always fun, but
i the day won't end with

part of this mode is the final
soore where the game
judges and then proudly
displays your T.Q." based
on how well or poorly you
played. ‘Survival' is a single
ar two-player mode where
you need to beat a friend or
Hhmply survive against pro-
gn-s-sivél; fougher levels

screaming and idle threats
after the rather pedantic
style of multiplayer competition the gamae offers.
The creation ulility completes the quartet and is
flexible enough to allow almest any combination
of cube puzzles to be built, but once you find
yourself trying out a level comprised solely of
advantage cubes you know you've hit the theo-
retical ‘fun’ limit and will move onto ather
things. The added bonus here is that after build-
ing your own devious level(s) you can trade
them (it) with your other terminally bored
friends by using a clever code system.

The bottom line reads something like this. If you
love puzzle games that aren't cute and fuffy,

but provide a more dramatic game and you
haven't played the first version, then Kurushi
Final might find a happy home in your collec-
tion. If you only have a mild intercst in puzzle
games and you've had a go at the first game
than leave this onc alone. As far as an update its
great, but the primitive graphics and repetitive
puzzle action have unfortunately held it under
the water until it stopped moving. It's a mentl
block that has no style and isn't fun 1o play, pl
at your own peril...

£90 R329.00
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CYBORG 3D
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g Features:

i » Qufstanding design ond top features
: » Uniquely odjustable for hond size

= Left or right handed use

» Smocth thraitle bever, with right o

: left hond positioning 1
; 30 twist funchion 14
b W =7 line buttons ond trigges A

High qrip rubber finish for nan-sop

alties r

-

-

ells the story of Kingsley and his “adventu re'. Are you

nough it t

Kingsley's Adventure is a platform game, interestingly e

intrigued vet? \'\
7

2k

A ot - ¢ o foe th odubt PC gomes. The
Cyborg 3 igitor Pod rovides the whimate
“*1. style, Tactures ond comfort, One paod for ol
game typés - the mode sekector ollows instont
wel-up for arcode, diiving ond flying type
gomes, Revolutionary style, pecformanie and
erganamics combine to give you the edge. All
tondrols ot your fingertips allowing far hours

L

—— e —

= i

Whather you ore left or right honded, whatever your hand size, the
Saiek Cybarg 3D USB Stick is designed to fit your hend perfectly.
Sty like and Olympic weapen, the 3 seperate handle edjustment:
eliow you to customise your Cybarg 0. The special (yborg tool
lotks everything ino phoce. deal for all joystick games, his feat of
smpuesemic design bevomes your own persanal wespon giving you
pawer, pracision & performance.

Features:

» Fully Programmuble

» 5y Fire Buttons [ine. Missile Louncher
with Safety Cover]

of siress free ploy!
Features:
» Adjustable polm grip for any hond size
# 17 Buttans - 4 triggers, b fire, 7 squeeze
» B direction micro-switched D-pod, acts o5 0 hat swifch when
configured For CH mode
» Rudder,/shesting function with 100 dagrees of rofufions
» 7 turbo/outofire modes
» Fully programmobie
elvet rubber finish Tor eosy grip

The Saitek R4 Farca Wheel hes been formudated for the PC gomer
whe nesds on uhiro-reglistic driving experience. It provides the

hours of driving, flexibility for use with ol fypes of diiving gomes
und prabably the warld's simplest but mest stoble domping
mechanism.

ulfimate in Force Feedback tethnglogy, erqonemics designed for long

» D & Way Hal Switches
» 'Pinkig' Shift Function with LED Feotures: - |
T e 1 .':: i « Indusirial Grade Micra Switchis » Micrasaft Force Faedbedk Tecnakgy » Ouick response geor shil lever |
our hero in what » Bdisiuble driving position # |lltro-saohln foot pedal unit
o Adyostable foot pedal resutonce = Foree an/off switth
» Fully podded exymmetric wheal for
comfectable grip ond preciion control
Hamed after the RASA
——GEMRE ; —— DEVELOPER BLISHER = . sxperimantal aircroft developed fa
i : Sony Computer | | Ster Kinekor Interscoive | explara nenw techiques of
Puyrnis ! Encerminment Eurocs 1l i 7 g i i 5
Platform / RPG | Enter: "‘_":.tfv ope | "“'F-i"f‘. .-m:- : adtly pirerafl control, these mward winning 3 g
COMPAR —PROS O — 2 "?"“: faystck and thratths teke PC flight ; r
Sgryres the Dragan Good Graphics S = " Crot simelation into the naxd millensium,
Crash Barwlicoca 3 Good for Kids Covibe o Ko P|r]]|'5[ﬂ-[!ﬂﬂ : ]
Aps Esca Fun | -
Colourful, good graph- et e ! e o :
cs and gbove-averoge 2 I': Feat 1
sound ore lel dewn by o h"PfhW'mk:"gﬂeﬂhe'l“"‘“m REF R 429.00 Madman : » Full s Ful :Ilgl'l.ll okl !
| = L ully pragrommobie ]
pathen cofifrol :
TORY (L " * Jx kb o
Ultimately ~ SR N:EL.. o . il # Tx Fire Buthons ( ,g: 1
| Kingsley's Advenbure GRIMING Ty g 4 Way Hat Switch - o= ]
| maoy not be the wors! o MULTIFEAYERE  He 5 * R | » Rudder (ontrol ‘d“'*--...__h___ 'h%f'/f I
| ey e | —
rIlr con do os a I-._-:-.r far F | ; : I:'; » x Ratory Centrol : ! . |
R ' i » Mouse Controllen/8 Woy Hot Swilds » !
R san. Lok anforonps | i SERREL 3 Mode Satus LEDs s
| 2 though! | | :. i 3 Made Status LEDs i
= ] I
- _l e i |
Saitek X36 !
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Those nice folks at Suld Out - you know, the guys that like to keep gamers gaming by producing classic software titles at affordable prices - have
launched a whole new range of products: Sold Out Extreme,

aRtauN

uys

This range features some of the biggest and best titles of yesterday fand even the day

beforel and are guaranteed to provide the cash strapped gamer with hours and hours of great entertainment. In addition, the ) range keeps growing

larger and larger, and they too have a few new titles for us to take a Jook at. Lastly,
cheer.

| Featuring good graphics and a simple keyboard based
| control interface, Special Ops is simple to play, but very
| difficult 1o get the best of, Tt takes brains to gel through

| ia distributed by Gametronix, and all retail for B1E9.00,
Any queries can be directed to (011) 886-1972,

| the world of the Rangers, Take the stealthy route, or wage |

the friendly blokes at Blizzard provide a little nostalgic Christmas

SoLp OuT EXTREME = The Sold Oul Extreme range
| | retail for K99 00, For details; please call (001) 312-1067

PLANE CRAZY
Now here is a game that brings back lons of fond memo-
ries of silting clustered around the LAN table with good
friends, swearing al them, trying to oul do them at every
tum, and generally having good, clean (if slightly uncivill
fun. Plane Crazy, the zany aeroplane racing game, is back
with a vengeance, to challenge single players and LAN
players alike, Take to the skies in your customised crazy
plane, and take on some of the most challenging aerial
race courses ever devised.

SreECciaL OPB

Lead a crack team of US |
Rangers through a number of |
challenging missions in this
versatile strategy title.

Destroy enemy aircralt before
they can lake off. Assassinale

an overly ambitious drug

lord. Free a hoslage momenks
before he is executed, These

are the hazards that face the

US Rangers, a little men-

racing games. While it certainly is not a nuts and bolts
flight simulator in the traditional sense, it is the closest
tioned group of crack troops {j thing to flying by th seat of your pants that you will get
who enter the fray as special | an your I'C. Only the most skilful pilols win races as they
operatives, highly trained | steer their plancs over andlundm obstacles, zipping in and oul of nooks and crannies
and skilled in the use of hundreds of weapons, high tech | | and performing insanely risky stunis lo get pawer ups Ana pecapoms, :
gadgetry and high explosives. Crack troops 1o the last 1_1“.“ 7 gt yladre e sl fure PI.'F g e wmduiw as Yo try every dirty tac.
man, the Rangers are the US Government's answer to { tic in the bouk to do your opponents in: slow them down with weapons, or try and
many a sticky situation. | drop bits of landscape on them as you rocket through the canyons and cilyscapes that
As a player of Special Ops, you find yourself immersed in [rfimalke up these courses at high speeds. Fly mere metres above the ground just to gel the
quickest line. Winning isn’t everything in this high speed game... it's the only thing!

N

| all out war - the choice is yours,

KLIK AnD PLAY
i This title is one of the most unigque game oriented soft-
ware products ever to hit the markel. Getting tired of | 7.
| playing games that other people have come up with? K] lk &
5] .
Play

Special Ops is one of Lhe first 3D geceleraled games, and
i a pioneer of the 3nd person strategy genre.

| Think vou could do a better job on your own? Well, then
Klik and Play is exactly whal you need. This programme
| allows you to design your own Windows based games,
play them and even distribute them 1o your friends. 5o,
let your creative juices Mow, and leap right in.
With Klik and Play, you can devise any of a vast number
of game genres: space shooters, racing games, card games,
puzzles and many more are all possible with this easy and
| fum to use code writer. And, with Klik and Ilay's step by
step instructions and user friendly interface, everyone can
get in on the act.
Su, if you think you have what it takes lo put together killer games, then Klik and Play
| is for you. The brauty of this software lies in the fact that everything is provided for
the would be designer, from backdrops to actors and special effects - everything is a

these missions - one wrong step, and you may be sending
your troops home in pine boxes.

The wide varicty of operations that are available for com-
pletion in Special Ops are a wonderful aspect to this |
game. From hostage rescues (o search and destroy, as a US |
Ranger, vou get to do it alll

S0LD DUT EXTREME THREE PACK [(worms.
SpREaen, AT DDMBER Ak
Getting more lhan one game
for the price of one is always
a bonus, and this particular
Sold Out title features three

click and drag away.

(i1l . |
B e, Man s a fun || Your friends and family will be amazed at your new found skills a3 they enter the chal-
i platform game which allows | | lenges of the games that you put together - hey, you might even get Dad to buy his
up to ten players on a LAN, "aspirant young programmer” that upgraded machine you've been nagging about. And
ihey will never know that you had all the help you needed right there in one conven-

or bwo at the same I'C, o I - i
challenge each other in a |L jent tool kit Klik and Play!

remake of this classic con-
| sole favourile. Who can be |
the fastest, slyest and, above
- . all, most explosive Bomboer
Man? Have vou got what it takes to negoliate a maze,
annihilate your friends and cause major destruction, with- | |
it blowing yourself to Kingdom come? This is the per- |
fact way o find oul - and it's megalons of fun to boot.
Screamer lakes you to the track in a racing game thal
allows you to take control of the fastest, Mashiest cars in
history. Six tracks are pm\-idml to challenge your viehicu-
lar skills as you bum rubber around them. Up to eight of ‘ .
|
[

WARDCRAFT 1l BATTLE.MET EDITION

here is nothing like a little nostalgia at this time of year.
And no game tugs a1 the heart strings of gamers like that
| old favourite, Warcraft IL Yes, it's back on the shelves,
boys and girls, this ime in the guise of the Warcraft 1l
Ealtle.net Edition, This beautiful box set comes complete
with a full version of Warcraft 11, the Beyond the Dark
Portal expansion set, and a large number of new mulli-
player maps,

It is a great way Lo spend the feslive season, playing one
of the games that made mulliplayer real time stralegy
greal.

And that's exactly what this boxed sel is aimed at. Tt

How Compais Fras”

Dusmr The Irmlernst

E

the ten cars that take part in each race may be controlled
by other players via LAN, as if the com puter controlled
drivers aren't tough enough to beat. Get ready for some seems that the boys at Blizzard finally realised how much
absolutely intense racing action. | fun players around the world had leading their armies of elves, humans, orcs and trolls
Worms is a greal favourite, and it returns in another Sold | | yp against other human players, and have taken full advantage of that fact.

Crut multipame pgck_ Take contral of an army of four I Mot only does this box contain all that is mentioned above, but the developers at
intrepid worms, and blast the living daylights out of your | | Blizzard have updated the original Warcraft 11 game, making it a much better multi-
fricnds, family, pets and landscape in this platform based | player experience.

bit of chaos. Rocket Launchers, Uzis, Grenades and So, why nol spend this festive season showing your friends how much you care by
Airstrikes are just a few of the forms of nastiness that you | | beaing the living daylights out of their favourile armies? You know that it's the right
can rain down on human or compuler controlled oppo- | thing to do...

nents. | This special edition comes from Crew ((011) 233-1111 and retails at R245.00

Plane Crazy brings new definition to both flight sims and |
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"']" e qquiestinm arises; just how much could have
been imprrved from the initial SB Live!
released last year? The card had it all - the exoep-
tional EMLUI0K] chipset, game developers suppot-
i the newly developed EAX AFPL anad e input
aned putpuits than vou would ever need, Just hiow
much can be added to an alneady existing procdect
to ake users wanl to buy or upgrade?
The miewly neleased Sound Blaster Live! Platinum
from Creative Labs, however hard to believe, has

Commmm [531))

BT

added mone value to the Sound Blister Live! range
ity the additicn of the Platinum, and also listened
tor their customers and implemented technokogty 1o
make e bundle more attractive and usasr fraend-

Iy, Theey have also added mone value tor the
gramer and thnee games are inchuchsd -
mamely Descont 3, Need for Sposd

1: Migh Stakes and Thick: The
Dark Progect. These gamies
o weill 221 vou
bawck BSLOO if
bought separately. -
Besides games the
["atinum also con

taknis i host of other
usef] soumd software
that can bir ssasd (o
ik YTsiE oW sl
or effects, You can even
plaviack and recond WMP3s with the new
Creative Digital Audio Centre.

Thee 58 Live! Platinum card 15 based
on Hie award winming
EMUITDKY processorn,
which was introduced
last year on the 58 Live!
angd is capable ol shanning
real time effects that ulli-
mately froe up CPU load
The chip his undengone
SOMA revisions over e year
anad the latest one is used on
the Platinum cand o ensure
cutting edge technology. The
chip itself hangdles effects =uch
as echiws, pitch shifting, dis-
tortion and many more in real
time adding more depth to
ames that ukilise these featumes, They are maile
possibie through the DireciSound, DirectSound 30
AP angd Creative Labs own unique sound AP
namisd FEAX, which is currently on version 200 The
cardd also supports the®latest 1A S0 (Interactive
Audio Spedial ILHEIH-! Crilup) 2DE2 standard,
which his ts |k.~|1 it rocts Prom FAX. To date over 51
games have Peen eleased supporting the FAX ALY

T hi Logic 3 Top Drive Reactor is 4 double
edged sword if we have ever seen one
Perhaps a frw things went awry in the transi-
tion from drawing boand concept to final
product, but it secems that the crestors of this

r hamd held

I F - wteering whiel

| [J _J 'J just missed the
I wy mark in thee

| U I]J —Jl‘r J‘lﬁ execution of the

v e s oo
r‘l l'l'}gjrﬂ IF;J[I stri o,

An aesthetically
l\'.‘nl.lhrll'l piece of equipment for the
MayStation, the Top Drive Reactor's conven-
jent shge and compact natune immiediately
sels it above the standard Play Station stecr
ing wheel svstem. Add to that its sturdy

construction, and vou have what
appears o be a winner, However, the

and many mare are due o be neleased in thae fulare;
cnsuring that you get the mosl out oF yYour gaming
expericnee il you own the card

Thae quality and clarity ol sound reproduced by the
SR Live! Matinum can only be discribed as crystal
clear and noise free. This due o the 95db signal te
noise it as well as Creative Labs patented S-point
interpolation o recreate sound as close as possible
tr the priginal sowrce. The card supports up te 64
hardware voices and can go up b 1024 voices with

stue VB!

software, This is impressive since you only see pro
fessional audio cands costing in the REN0 - B2
repion supporting These numbers, no wonder mest
miksicians ane raving over the EMULIOK] processon
Ihe card also supports 48 midi chanmnels for those
inclimed to make their own music,

The chip might still be the EMUTORT but the card

itself it had & refresh and featunes a now digital

output conpector besides the normal

input and outputs. The new out i

pul paorl
ulilises a jack
instead of thi
ol LHMN,
although a
M conniec
tor is includid in the box to main-
tin compatibility with Creative Labs range al
diggital speakers such as the Desktop Theaire 5.1
The most exciting new addition to the Live!
ramge has to b the Live! Drive that ships with
thae Platiuam, Unlike the older S8 Lived, which
shipped with a 10 cand that plugged into an
'r|||'lI'| slot at the back of your machine, the 58
Live! Platinum tabkes some inilative from the
Blaster ['C and incorporates the [0 card im Hhae Freml
ol th L
As o by ascertainemd from its name the Live! Drive
slobs inte an empty 5 %7 drive bay and sougly fits
below vour C=ROM or PC-DVD drive and has an
#asy o access Iront p:m-:l with various input and

: - A

outpuks listisd Below

S/PTIF In (RCA / Coaxial Jack])
".u PIME Ot (RCA / Coaxdal Jack)

contreller dises have a fow prob-
s The tirst, and most impor
tant gripe that we have with the
controller is the facl that it is,
imitially a1 least, uncomfortable
tor hand e, particularly for some
ones b is mome familiar with
standand Playbtation
controllers. Secondly, the
whavl system usesl by thes con-
troller is highly sensitive

e

groat if you've beem -

u=ing the Top

Drive Reactordor
a while, bul really annoving
whim vou first pick it up, As a con-
copiy the Top Drive Reactor is a great
i, especially when vou tike the vast
number bf driving games available for the
MavStation into account. Tt compact design does

PlayStation

Middi I (Standard D)

- Midi Ot (Standard DIN)
Line In (1 /4" stereo jack /sharesd Microphone Ind

- Microphaone Dn (1047 jack with gain contrd}
Headphoe Ot (1747 stereo jack/ volume . vl |

|||I Y |-n-'- abl thisae o the oot Cneative has mads

i easior b conmusct and disconnect varkous peripher-
als weed by the average wsor as well as the hardcone
musician, No more unnecessary messing around
with caliles behind your PC, which | knaw most
users will appreciale

Thve Platinum ships with thi Litest release of
LiveWan and this is whens the most value les from
a woftware perspectivie. Creative constantly updates
LiveWWare! bo incorporate the latest drivers, EAN
AP, and softwane upgrades. 1t gels updated rustigth-
Iv every four months with additionel programs and
functimality to make surne that S8 Live! owners gel
thir miost value out of thair product. T ew
LiveWare! 3 adids the much talked about LAVA MI'3
plaver. 1t s besl known for it ability bo syne anima-
tions with MP3 songs and offers something new lor
audiophiles o play around with

The SB Live! Platinum is by far the et value for
maney purchase anyonc can m ke who s im the
market for a new soundeard, With a suggested retail
price of R1FEELI you gt a faope of the Tl sarariid-
card that mot omly enhances the g
it can also b usaed by |'-r|'>||_-;-._-.|r-|1.1'| musicians to

LR Ll nmyt & '\I."l"”'. noe

compose music tracks, The cand is capable of true
1 surround sound and with thae addition ol
the Live! Dirivie usaers can fiow
acoess regularly used
mput and output
port from ther frond
of their 'C. The
[Mlatimem dhefinitels
warns our Editor's
Chalge with its gueality
o sownd and value for
CHeY, THOR Boy inenlion
Creative Labs continued
development and support
For onwners of their sound-
cards, I volr don't cwn a
SB Live! card vet make
sure Hwl your next card
i= o, 1 15 L maost sense-
ble and rewanding soumd handware vow will ever
buy.

Distributor: MMW [ 50D
Tel: (011) 652-8400

Pros: Price
Easy Access with the Live Drive
Excellant After-3ales Support
Const Requires Extra 5 174 Inch Bay

RRP: R 1999.00
vy ablive.com

il it abowve the standand steering system in lerms of
storage and manageability, and it features a Fatl
range of settings that can custamise the controller
for cach players specific tashe and partwular prefes-
enes, However, as (b stands; it mnay be advisable o

wail for a second-generation devicoe to hit the mar
kel befire taking the plunge

Distributor: Gametronix
Tel: (01 1) 886-1972

Pros: Compact Size
Responsive
Cons: Too Sensitive

Meeds Getting Used

RRP: R 499.00
Internet: hotp:wwiw gamerronio.co. za

—
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VR

Computers
the mlic'ml dis
tribuabors
Caemvius prl.hh.l-. (]
m South Alrica
olfer a large
range of peripherals aimed at newhies o hardcone
gamers. This time we look at the highly affordabile
Maxfire G-18 Programmablie, which could be conaid-

ENIIS

eredd o newbie device
buit is also
aimed
at the

price corn-
scious samer looking for a
gamepad specifically
Thae G- has taken the form of

the new design products from
Caembies that wises e latest
boomarang shape for added « il

and grip. The GAS is not samypiuis 1o lek

ab bt that's mot whsat | fecl this controller is abourt
Simple i+ the first word that comes (o mind when
trvimg bo sum up the G- amd it's extremely effec-
thvee al what il's trving to achicve, A &-button thumb
slisction is mot a limitation for the controller because
All the barttens are fully programmable. A steady and

_E vier shiiee Microsoft enfensd the gaming, periph-
eral market they have dominated due o their
supserh diesign amd practical configurations, Thee
Sidewindoer

serivd of

gamupad's has

baisoimes 4 '*jl r"}
heusehold

A &Y' e1
Ihﬂl.h. b it was a

I"\|h'F=-\-I'| o =il rJd[J'Jl é

Wow Lhe next

aeneration Sudewinders have entened the fray

with new Tooks and somaee interesting new
feratures,

The Sidewinder Camepad
Pro takes over the older gen
eration gamepad with a sheek
new melallic look and design
The Gamepad Pro is maost
definitely the ba=t looking
gamepadd on the market at
the micmment. It has been
wiven a mapor facelift and
I o lighter il mmore
manageable than belore
Strangely enough most of s
big mame playvers in the
gamepad market have similar
"I""‘-l'.1"" with thieir naw i'l|'1'»|.il:l.'1'--
both the Laogitech and Microsoft
gamepad ook and fecl very similar. The
gamapadd features a revolutionary new dhual
precision B=Pad that is not only
i "I'E'-'I"ll bt also a propor ton
al control pad as well. The
controller can be configursd
to utilise either simply by
inatalling the Sidewinder
software and selecting the i
reguired control mechanism H-‘J. -
Mo vou can play your
fimhting / sports games with
the tact of digital response
or your favourite r g Sadvanced
sports games with the precigion of proportional
response {LSE onlv) The gamepad also has the
highest kevel of programmuability ever offercd ina

PACBWARE RYRE

MEAKEIE
Dromranmaile GO

Jlﬂ |

durable Sway [Dpad and two
programmable Mipper buttons
back this up.
bt thas lnck of
the now adays
cemmon g
ger buttons
does leave the device a litthe bare. The drver saoifl-
wane i gquick and easy to install and picks up the
gamwepad first time in the controller panel. As more
anad more devices use USE for casy plug, and playa
Bility, Genius have decided not o gao thal rowbe jusi
vl with the G-08, this seems more for the cosd factor
than anvihing else, Giving the G-08 gamepad 4 big
thumbes wp is casy becanse it does whal it 2els aut o
dov in an afferdable manner. This is ot for the hand
Core gamer |.,:-c|ll.|||5 Loy suck ol CVETY UG il
arena, Thisisa

usability in @ multi-genn: gaming
gamepad that is bost wsed in the platform, sporting
and certain action enviranments, plain and simple. 1
vour're fooking to get yoursclf a gamep rad with this
i rmind, give the Genius G058 Gamepad a whirl, i's
nat @ booker But it doct the job right

Distributor: TVR Computers

Tel: {011} 807-1390

Pros: Inexpensive
Programmable
Comfortable

Cons: Mo Proportional Support
Ugly Duckling

RRP: R 99.00
Internet: httpy/www. vr.co.Za

Sidewinder J_:,-|,r|-|.i-|-._|_.|_ It buas 6 ackion Duttons, o
triggers and an Foway D-Pad, 4= well as 4 new shifd
function, which doubles the number of programma-
IMe buttons to 16, This st his i
JJ’ L Gamepad Pro beyvond the Iraditional
amepad boundaries because of its
abality o adapt bo the ever-inereasing,
demaniks of

g Trvimg fo

o] [P e

almost impamssi-

b, the oy thingg that could possibly bare some
mention s the amount of pressune exerted on
the proportional 1 Padd might cause prods-
lems with the funstioning of the D-
I"ad a4 time goes by, Even this is
mirely hearsay and cannol be

backed up by any form ot

pravd jusd yed
Micmosall's in-depth

Siddewander softwane amnd the
e scheme” features (maintaining of all your
games control functions o quick configur ing} is
very important for quick gamie sehsctions. A the
estimated netail price tag of R3FES5 the Sidewinder
Gamepad Pro s not cheap, bul after much delibera
Hon 11 was decidded that the innovation and playabil
ity of the devies steers Uhe game paad into Editor’s
Choice range, This is one for the Christmas stocking
and will make a fine addition fo your gaming
peripheral collections

Distributor: Crew [ 50D
Tel: (011) 233-1111

Best Looking Gamepad

Dual Precision D-Pad
Sidewinder Software

A Lictle Expensive

Slippery Finish

Proportional anly through USE

RRP: R 329.00

FORCE F!!DBAEI{
l”.I‘H i({ DNTR(

« Immersion 1-Force technology

« Compact racing wheel with 280 degree mrming radies

« Sofid pedal Dase LIEEWS iing and shpping

« Program custam lurce-feeiack eflects pxing oo
saftware

« Dnkgue Ftore-Frool BS EngineTechnolomy

/L0 Mode -ful
Iegacy suppom

 joroiner games

Mommson:
Jotirweetfo
Left/Righ Hand
SO

mtrsmnm:wm
“Ire” gedr
resistance

; Getagtt e casl

comtoured rubber gun handie

Innavative system includes 2 guns and 8 kandheld
controller unit

30 accelerator suppor
dses ACT LABS gum technology

T«‘ERTHW ELSE SHTJT L)

NIl products above avallable direct 1o the public.
IASOS cc
s the sole distributor of Act-Labs in Seuth Alrica
For further information contact Lindy
1041) 992-3350 or 082 701 8805 - lindud Gialrica com



Pk
= &
he advent of force feedback has been amund a 270 aclivis. The Hywheel clamp mecha- cartridge you can use this FORCE RS on your
Tor many vears o and fhe ing fratermity a i= il et in the market at the mossent and tican anned MNivd without havimg to buy a whole
has seen the benefits bo the realism and enjoymeent affers quick and stromgg conmection b most bl new steering wheel Simply plug i the
of ther bases, A simp ation ol riespechive cartridgse I|-- cillver vour

it

h RE

EU INGE j;j,‘f'fj

foedback wheel has 7
devices ETAMT
and the semer Wisensus 15 one of mised meactbon tons positoned for easy

te what exactly
e BamUINg e

There are w1

puml in force fes
Huew being Microsg
Aet Labs have o with the laties

an attempt to further enhance the
auafity and relakbility of their rac

whewl rangge. A few issues back
NAG made the stalement that
Trnmversion's 1-Force techrmoslogy

bocanse ol

vl amaing
rmancesy rability of leedback. The
Force BS is one of the sturdisd, b=

was the onee of (

it sulimk o II\.II. WESITL &

[lashy stedring: w hewels | lave seen [or

compsati =

 up o strong |

basar and mternal wheel with a leather

he KBS Shifter could be categorised as a gimmick 1o the racing fan

st in a=semce it s an integral part of what makes racing games

fun and addictive - their cor
The RS shitter is an addition to the A
iring sel-up that no other competitor on the

the speor

bs range of steering wheels
and offers a
market pra i bt conehd B con=trued as a
wirste compidermg that vou have all the buttons and Fl-shift
themselves. Yes, this was my firsl

unelion is sim

wecha

iz Bl fnto the stegring wi
comsensus but after plaving a few of my Eavourite racing games il
struck mie that | was enjoving the close resemblance to driving actual

q acast

cars, The Shifter 15 unigue in design and practicaliby by offer

mtal B-gesar shifl patbem consist

B Sli@E e

TTRCEAT TR

anid roverse, The

riliy wach

sbulliiigg resist
> davs of hay

s onliy. T
Wl N sequenee ans ever, ios you can shift directly from

noe ancd has g reverse gear with "o

il

rim one swilt motion, allowing for quicker messponsa fo
cover to limil

1 in cormars. The unil aiso comaes with a pe
thie shifting to older games kagaey mode of 'HE/LOY. The
whibch can b either
side of the wheel (left or right handed) and is secuned by
1 wheel clamps that hold it in place. The
rinl plastic is steong with thee fake metallic gear lever

device socunes to a spevial matal mod,

all =t

the 2
i
e desine Lo pul your

e Shiller i= certainly a
workderful addition 1o any steering whee] bal
b used with its Ace |

removable in case you g

Ford bever in s stead

curinilier-

[ R LY

el This deoes limit it wsage quile consider-
ably, but understanding Act Lab's intentions
+ thal rading their products to

cerfain sland

adld-om b A
' Systems, the
o ene of thae b

+ Lt le ol

CAT, SYslEms in our

try, though it will cost you. Thus it is bazed ona

ored I

fimancial decision more than a plavability decision, Can you a
spend money on something thal only makes the gaming experience 3
slight bi

| Distributor: IASOS sl
Tel: {041) 992-3350 / 082 70! BBOS et M

e dilismma that

[

Praos: 7 F-Gears; | R-Gear & Direct Shifting  will face the
Legacy Made Suppert (HI/LO) "II' -t

Cons:  Add-on for Act-Labs Only :u.l'hl' 'r:',\:_'“
Current Software Support Limited " 0

Gimmicky are already an

9. wwner of an Act
REE: R 399.00 Lab= Kacing

Internet: hittp://'www.act-labs.com System or plan
| O DCCETMS e

thie whw s =

I |." sl __} | {;J climprs the mech
peripher- r | ld H mism fo the bl
als. MAL J'In and the rubber

soles mike

* Bt

roe feedback does for thumib tsage andd also has a
Bat swddlch located inthe

cenbne of 1
that avts as an B-way
things
e
responsive Fl-sky
gives fmgertip conl

mlened and is well d
Bk and pespoe
mol move around b aci

like somme of thee othaer

s aston I|||"II||r-_| that with a simple purchase of a

| Bsotkeaim «
| the gam

i msnbes and away vou g

v RS showed the

b bediby

whieels we have §

15 this really gonna help the

playability of ihe g

certainly en

rn'-

e il periorms bet
with the pro
wrarmmable force feedback s

and full copy of MNeed for

[RRTEAT T L this is

mast cerlainly our steering wheol af choice thus far

||-.||.-||l.|- iple car vuews, Th even lar the price

2 wheel 2

s weith highly

rshufters, which Distributor: [AS05
vhen pecded maost Tel: (O41) 992-3350 / 082 701 B80S

puedal base is one of

Pros: I-Force Technology
Simple Cartridge Swap for Multiple
Platforms
Sturdy Design

Cons: Mot Cheap

iveness, T

slEerng

ik by arklleer
wh commands and il RRP: R |699.00

thes wheel. The most %)
Internet: hotp:/iwewact-labs com

] t has always bien a constant ieritation to disppointment was that they ane magpy

i - s¢ ball. The rubber Ball tor Bl same function in Chaalka

W ikl e Bial-
o, | came up

wirnpy ride that empty trying o find out whv this was t

Wi picoe of plhicsa fore only alloawi

thial colbects every I

crumb, hair and dust particle on your Eome Fur an

¢ game of ki case i this can be overcome amd thir exira
can be utilised them this erthange
lity oof Ehwe s inoa g

happens dur

At v tin tha

amd myome eften than

i the food chain for the duration of ving envi

e i JJD SRSl J, Do hines iclon fea eing
.'.:::..‘;::_:_:.,;" Uil omse Eymian

ne
sty Tiarwd amdd irom o weill o ovesconse one A Test and a LAN party | can onlly say
r Tiffieult bt revs

r‘f.

mers most ardent eoienes - diely s cha

|53 im omee, Thae o

ITITES |."-.
Mow Ml

FOMTINLAACE" TG

it the paoasesrs ol durable per mskinctively a
i, they are not giving me

€ o0l »with the firsl

1 indeEe sifu
Intedlime
tor thae fir

LSE connector helps with

thar maese],
nan-ball based m < i the
Intellimouse Explorer, 10 utilis
Microsoft's Intellivve optical tracking
schinology that has an inkernal digital
I prowcessor (D511 and ophical sen-
mal scans the surface and Irocks

higher sample
improved paerfi

=erial e
fosr Ao w
the movemment of the mouse. What
makes this techng s wseful is that il
nik

g parts' philos
1t

phenoseon in
ey takes dig- gan = 1 & rmeans less
s, Dinly time
sl s

Lt af

Wy ..._..--.I

led e estremely

Accurit F'ul:lull T v ertients promisin

stk o]

The cosmetic design and foecl of Hee maose
has undergone more than a few trams-

formatioms. The mousa: is

Distributor: Crew / 5DD
Tel: (011 233-1111

Pros: Mo Mouse Ball
! Iimpreved Mouse Wheel
Sharp Performance
Cons: Plastic Finish
Mo In-game Double Thumb Button
. support
e are Bwo Expensive

ibicaed just

from o hghtweight p
heap and flimsy; ha

thar eigovurs o a few heated gamin
shomes. The mowse 15 quibe a bit b
and bros
with bijgeer hands, The middle wheel is

twel

or, whilch Bisnel il #aiier

e pesponsive and manageasbli and
muiede from a rubber componm
the standard top hwo |t
and very cli
vy thumbs

rivmnclly

RRP: R 49%.00

wir the thumb grip position that ane
defaulted to the forward and back

Internet functions in Windows. A by,

Internec: hopyfwwwmicrosoft.com

EXTREME
DIGITAL 3D

Logitech

e Distributed by Crew. For more information please ca

it Johannesburg (011) 233-1111, Cape Town (021} 418-4240, Durban [031) 5791974, or PE {041} 513-515.
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\\ 1" e are pretty sune that hardware develop
ers all onver the world are tryving toanvent

the perfect

ﬁ@ﬁﬂ“ﬁﬁﬂ(

o5 ok bhere

-L

What we didn’l

el 1111

e hwradiiest

ERLLY
thasir 1
AS W S

avinder Dual Strike controlior
L nake stvle games

are mestricted

[y LPERRER

moude and keyboard if we a

selves any chance of survival. The
(4] 'I!.'Ii'l
s it id Soltware’s
I - Bunt, challenging
the godly ways Oof ||'l.'

2 something elss

gamers is nothing new
to Microsodl x..r I8

wating rip
ple citects through
ommunities. Unfortusately this rig
3 liktle oy the sweak » and can be oo

BTNV

gimmick more than anything else. s intentions
are extremnely good and even periorm
cortain standands bul this is sill a yand

tows short in Lhe competitive world ol
AChon gaming

Thae devic I the same constructive
medium as the Sidewindes '.'-.'II|‘|':'| als of

{ and unbreakable maould
et that has the same ©
des the bukton

s of @ mowse bul inclu

configurability of ;
Somehow Microsobt i
thiat by desigming a game} il with d
maechiprmism in the middle. The left hand is the
static hand that controls fumtions
ning, strafing and dodging. The ri

Distributor: Crew [ SDD
Tel: (0013233-1111

Pros: Decent Action Adventure Controller
Good Software Support
Easy to Manocewvre
Cons: Mot Competitive Enough
Tuming Limitations
COheerty Sensitive

RRP: R 499.00

Internet: hitp:/fwww.microsoft.com

{‘j again Genius and TVR Compubers

ostlion a ¢ '|||||I l.\.'lll.'i'll.'l-ll-” tha entry

| market, this tinge @' the Speed Wheel
:'-.l"'"';l|| fontes ||| tt
Supposdly de

v freaks out therne

i hrouzh Cenius” Digital
Cenltra superiorn Iluu 0 ladbor engineer-
iz, it actually Tooks like il

< il of a basic

mavild. This is not

a downside but
merely an obser-
vation of the char
wier of the wheel,

which 1= made
entirely from indus-
trial plastic, s

I vkl want

Bt

o rubber grip
YL are going to
Iy considerably

aning
the |r| T
have to pay tor i
more, The steering column has & assignable but-
tons positioned within reach of either thumb (3

each side of the wheel

anel has a unidue racing
;

shifter that resembles t ld avto shifters of the

is different to the norm is the inclu
button thumb position and 2-button

Blr's. W

S100 0 2

trols the swivel mechanism in a 312 manor,

which intentionally is the crux of the device, The
Dhual Strike features 6 pro-
grammable bultons, 2 trig

f gors, an B-way D-Pad, a shilt
<} button for doubling the con-
figurations and full
"

USE//gamepor] sup-

'yM@@;?Mmﬂ

[Dual Shock is a total
waste of money for all the Quaking fans {and
similar gamea), but to put a spoke in the wheel

of that statement, iFs actually quite a wel
come addition for the action adventurne
genre. Lara handlers will find the 30
okt Lo comee in |‘.1:‘||.1_'.' and the
programmable functions a weloome
treat over the keyboard. The 8-Way L
I"ad s arguably the best functional but-

ton ol the comtroller because it allows a
-E‘.1'l|-'|*- thumb movement for the for

ward, ba

chward and strafing con-
tiols. The big limita
tiom of the controlle
15 1'|I-\.' cicuimierence
limnit, this stems
from thie inability o
continually furn withe
g hit by the tur

Furmnat, Witk
picking it up and quickly giving yoursell more
oo b move. The Dual Strike uses a turn
pverkill feature that is more of 4 hindranee than
o help, The Dual Strike is also exiremely sensi
tive, taking howrs to try and get a happy maedi-
um with the slickness of the movement. 11 sim-

S VML OVORoomg

ply doesn't cut it in the hard and ot
tiom of action gaming. The Sidewindur software

onee again excecds itsell with over 20 pre-con

figured schemes included in the package, but big

doubt stems from the action gamers use of them
Tk wilh o oi |--.|1r rabli: amonnt
hial Serike could become a con-

It mist bae

of prachice il
temeer Tor more than the
bt b shower thal state
baer wif
helped evaluate the controller fell under the

{07 Soame unknow i measan
The Sidewinder Dual Strike exudes Microsofl's

whion adventure genre,

el Ihere wend a mum

nes that experienced action gamers who

mintion sickness s sl

confidence, a good try all round, which could
lead onto something greater with the next
attempt, but for now this would be at the bottom
of my Christmas wish list

index and forefinger position situated on the
shifter itsell, These come in himdy for arcade
style racers and even the edd

iz, you have 4 raci

nd flight

] | i
mde that changes the I 'Trl
shifter ithaer a throt-

tle or gearing mechanism, very handy.

e
The clamp device s nob of the highest
grade but does the job of
securing the wheel 1o the
table, The pedal base is
heavy for its size, which is
quite small Tha pedals
bear a striking resemblance
1o bus pedals, they ane large
ind have a rubber sole for bet

ter grip. Interestingly we found the pedals to be
thi best part of the peripheral because you pever
seem b0 be reaching for them, as with olher rac
Thee =oftware installation was the
'|'1\||1I.-l:._| f thie entire set-up ordeal
Genius onceagain hias failed to add specfic
frivers and have chosen to rather utilise the

L simulator, which reminds [ Ir!'rjlﬂ ” || (s |!|“I|(r|'l'J I"‘[iIr '.'-":-'- ..,:..;
o) (IR o e

] first for the

L7\ MayStation, Logic 3
have produced the Sound
Station, a XNW independ

| UUDII"
ST |||J
MMJ

wtellite speak-
ers, with a base level conteol and a combined
volume/power knob. And, as an added banuis,
they can also beused with the Sega Dreamcast,
Nintendo 64 and any PC. While the idea fo
independent speaker system for the Plavs
i= great, it seems that a litfle went wrong
execution of this design. While they are pretty 1o
look at and of a distinctly modern design - which

ent '-]‘i"-.lkw.'l' syaiem for use
with the Sony console. This
altractively desig ] speak-
er sysie
:-|||'."r

|_'._|||:|:|| a larpe
rwith a pair of smaller ¢

would look great next to any game consale or
personal computer - the performance of the
speakers is slightly questis mable. Certainly, thaey
out do most television sound systems, and pro
vide the gamer with a
fuller, better quality
sound than the dinky
speakers on
the majority
of the televi
slons ol
there, they do
hawe a distine
problem with volume. Any thing above medium

violumes e the sound produced by these

speakers o distort, and it gets worse the Iotider
the volume is set. However, the sound clanity at
miedium volumes is crisp and clear, and the var
able bass levels and sound quality do make quile
a difference to gaming, especially on the cons i
sicle of things. The best featurne of these speakers
iz their versat 1f o player of both PC and con

sole mames 15 looking for some new sourncd

providers, then these are a good way to go, due
1o the fact that they can e used on virtually any
caming platform available today

Distributor: Gameatronix
Tel: (01 1) BB&-1972

Pros: Good Sound
Funky Design
Base Level Control
Multi-Platform

Cons: Dhistortion at Loud Volume

RRP: R 699.00

Internet: hitp: /Wi gamiEinonn.oo.Ia

Windows controller set-up of 3-axis and 4-buttom

._':-|‘r1-._'|' wation, Though this does the job quite
effectively, vou can’t help lesl-

cheated al your pur

scially since there ks

vour purchase, |!' v are in e
market for a steering wheel to further enhance
VOIT EAIMing expernence and have a limited
budget. then definitely consider the Genius
Spevd Wheel Formula, just don’t expoct any-
thing loo Fancy.

Distributor: TVR Computers
Tel: (0117 807-1390

Pros: Inexpensive
Big Responsive Pedals
Racing & Flight Modes
Cons: Mo Software
Clamp Outdared

RRP: R 399.00

Internet: http//www.tvr.co.za
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*‘motocross

Aggressive pack racing action = Supercmsq, Motocross and Enduro
Awesome jumps — doubles, triples, | ‘tabletops’ and ‘whoops'

& gameplay modes including Champions ship & split-screen two-player
Fully customizable dirt bikes = 125¢ec, 250cc and 500¢cc

Ultra-realistic race circuits with variable weather éffects

The first game to use realisfic motocross physics

Race as or nqmnsr ch."}r Carm:chaea’ - f.h::- hottest new star in motocross!

- —

th out of the mud! wwwchampionshipmotocross.co
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sol0 TV AGP

OPTION 1 - AMD OPTION 2 - INTEL
¥
- ' Kb 2 - 400 Mhz CPU 400 Celeron PPGA CPU
’ = 32MB Ram 32MB Ram
IMB SVGA Card AMB SVGA Card
- " #? " Upgradable Motherboard Upgradable Motherboard ‘
L Free installation at our premises i Free installation at our premises
ia .
R1750.00 R1850.00
PN MULTIMEDIA MﬂlIEM‘s
: e T 44X CD-ROM Drive 320.00 56K Internal Modem R 199.00

R 459.00
R 99.00

56K External Modem
MWEB - I'm a Genius Offer (56K External)

MONITORS

17" Acer Monitor
14" Acer Monitor

340.00
120.00

100.00

48X CD-ROM Drive

128 Bit Sound Card
200 Watt Speakers

800 Watt Sub Woofer &
Surround Speakers R 399.00
RICOH Blank CD R 11.00
Mr Data Blank CD R 7.75 MANY MORE PRODUCTS AND COMPONENTS
CD-ROM Cleaning Kit R 5000 AVAILABLE - PLEASE CONTACTUSFOR A
RICOH 4x4x20 CD Wiriter R1 799.00 FULL PRICE LIST AT THE NUMBERS BELOW
RICOH 6x4x24 CD Wiriter R2 200.00

TV Tuner + FM Radio + Remote R 520.00

R1 880.00
R 899.00

e RAMDAC - 350 Mhz
e Fast 16 MB SDRAM
e Refresh Rate - 60Hz - 160Hz

3df)
e DirectX, Glide, OpenGL A

e TV Tuner, S-Video in/out, Composite Video infout, Audio in/out

¢ Full range of Voodood Products: Voodood 2000 PCI,
Voodood 3000 AGP, Voodoo 3500 TV AGP,

- r"HE'L JUE POSTAL ORDER Collection

SIGMATURE. .........coveemassirinis Call to confim delivery charge

Puma Technologies cc Tel: (011) 802-4751 Fax: (011) 802-4789 |
Shop Lower 5, Kelvin Village Shopping Centre, Corner South Way & Raymond Street, Kelvin, Sandton

3 mm»ﬂfnﬁlﬁlﬂ o i

o PO. Box 76255, Wendywood 2144
: e sama ﬂ‘u\ll prices are VAT inclusive and are subject fo change without prior notice
* Prices are valid while stocks last,
VOODOO3 2000 PCI VOODOO3 3000 AGP VOODOO3 3500 TV AGP | | | *- v, ‘3 -

16MB, up to 60 frames per
second, 2046 x 1536 resolution,
PCI slot required

16MB, over 60 frames per
second, 2046 x 1536 resolution,
AGP slot required

16MB, over 60 frames per
second, 2046 x 1536 resolution
AGP slot required, TV Tuner,
Video and Audio infout,
software bundie

A\.




1999 HAS BEEN & FAMTASTIC YEAR FOR MAGIC, WITH SOUTH AFRICA SENMDI COMPETITORS ALL OVER THE WORLD

'O COMPETE IM MAJOR INTERMATIOMA

WITH PL 8 TO SEMD SOUTH FRIC

EVEMTS. THE PLANS FOR 2000 ARE BIGGER AMD BETTER THAM EVER BEFOHL

N COMPETITORS AND TEAMS TO ALL THE MAJOR EVENTS. THESE INCLUDE PRO-

Tour EVENTS. EUROFPEAN CHAMPIONSHIPS AND THE WORLD CHAMPIDNSHIPS.

{gcﬂda for 2000

RO TOIR AR

L vent 2000

Pre-release: Nemesis (to be confirmed)
6 - 13 February 2000

I New York: (Johannesburg and Cape
Town) 27 March 2000

Regional Qualifying Rounds:

16 April 2000 KN and North West Province
23 April 2000 Western Cape and Gauteng

30 .-\pr'r] 2000 Morth Gauteng and

Fasl Cape = F

7 May ..IN'H.'I Fleesiake ¥

Pre-release: Prophecy (to be confirmed)
28 My - 4 June 2000

Nationals:
24 and 25 June 2000

Gencon 2000 Incorporating the S.A. Open:
13 b0 17 July 2000

How to get involved

'Draﬁmg C ips J"m* Mer rcadian (Masques

s lor & lourmamaent |.‘] AR o LS
.l. .'ll‘u.j r|.|..|||L‘ it effecti 1!. i a lourma CTVITUNT
lemima in terms of Mercadian Masques, the recently

VOUE opponen no W e persnn i Vi y B
2. [y not : 3 v uncommons, focus on the commaons

I_'u_}:-:.!i:"ll!".
o thee mimil ul common K
mana curve, alwa

ever they lack versatility, two colour decks

veqrch your library for a

| card with converted mana ¢

less and put thar card into play . J Y " ¢ commes earier 10 some than
shuffle your library. e atfiers.

i e vour hand and 1 el groe you

i victorn”

From Movember 1999 the
Standard {Type 2) tolima-
ment format-has changed.
The Wrath cycle has rotated
out of Standard toumament
play and Mercadian
Masques is now bourmament
hagal. The curnent Standard: -
tumament formal is as fol-
Iows: Utza's Saga, Urea's
Legacy, Urea's Destiny and
Mercadizn Masques,

i e

furnd e‘ 192u st
t!mlif't.c:nﬁ




'SUBSCRIBE TO SOUTH AFRICA'S
PREMIER SPECIALISED GAMING MAGAZINE

=SS5 | OPTION 1
! 12 issues of NAG
+ Monthly Cover CD

+ Postage and Packaging
All inclusive

R199.00

(R 16.66 per copy saves

Dtrec Bk Tranmber ;

4625463, I a deposit sbip mmuhqhmkm

mlhhﬂﬂﬂmmﬂﬂﬂﬂﬁ;mrﬂﬂ#hm!ﬂ mmrmnhnhma:od 2 e "ﬂuntﬂ“.‘ﬁ]
ushng i

mﬁhmmmmuﬂrﬂﬂmwmm mmmmm

¥ Mr./Mrs./Miss '; 0P I ION 2

R 5 it BB S N | MR M A B AR T S AR e e kS ; -
| B h i e R R R R R N e e e i 12 issues of HAG
o 4 -
! P. » c'z:: ......................................................................... } Hn Hun‘hw nnue? En
} o5 sEssEaEmETEEEERd RS SR g -
: Telephone | | [N e R Fax ( T ssmansvansiosm o [you missing outl
E E::EII .......... |r .......... JI ................................................... + FI]SIH!]E an“ Fﬂ[:kﬂﬂlllﬂ
s s e e BANKING DETAILS 5 All inclusive
. | Subscription Type [J Option 1 - PC CD-ROM (R199.00) Sanki  Standard Bank
: | [ option 2 - Mo PC CD-ROM (R169.00) Branch: Alerion n IG 9 n u
# | Payment [ Cheque (enclosed) ni:;‘l:'l ::' g;;;‘;:;!' i "
i [0 Postal Order {enclosed) ) i
l [ Direct Transfer/Deposit [H 15““ IIEI I':IJIIH SAVEs
i i (Maks Chegues and POs payable o ‘Unmeal Desge FX7 E Huu n ‘!3“#5]
i Signature Date — :
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R voent E-mails to the local 5A
dema mailing list said it all:
‘I'm dead’, ‘Tm finished’, and
Tye just spent the day sleeping.”
Most of them were from organis-
ers but some were from attendees
of Optimise 949, SA's premier
demao scene competition. The rea-
son: two davs of hard partving,
kick-butt productions and Iots of
networked games in between.
Micst agree that despite the
almost mandatory odd technical
glivch, this vear's parly was a
huge success. Although sponsors
didn’t come to the party - literally
and figuratively - as much as the organisers
would have liked, the few that did were
extremely gencrous. The owners of the Horror
Café and Microsoft in particular need to be
thanked for donations of time, money and prizes
above and beyond the call of duty, And thanks
to MAG of course for letting me plug the demo
scene om a monthly basis!

On to the party

Imagine if you can a double-story house fes-
toomed with all sorts of classic horror movie
memorabilia. Downstairs is a bar at which sever-
al lolling figures are sitting; upstairs is a maze of
UTP cable, PC's and accessories. Screams and
shouts can be heard as victims and victors of
various networked games duke it out over a
makeshift network, only just audible above the
blaring of the latest musical entry. Three or four
figures wander around in a state of permanent
stress, trying to give the (false) impression that
the programme for the day is completely under
control. If you're struggling, check out some of

By PAUL FURBER

WWWLSLURF . TO/DEMOS

HTTP:

SADEMOMMESROUPS.COM
MaAavERIDC

wut O, except for those poor idiots who hoped
to complete their musical entries on the day. |
stand guilty as charged. But the music that was
finished on Hme was of a very high standard.
Lots of styles, lots of individuality and lots of
surprises. The votes were counted (as for all suib-
sequent competitions) in hyper-modemn fashion:
strips of paper torn off, scribbled on, and placed
in a candboard box. The papers were then count
ed later and audited by Deloitte and Touche,
Don't believe me? Well Viper counted them and
he works for DET as a security auditor. Mext
year it will be better | promise.

In between competitions on the first day, some
artists played their own MP3s over the sound
system. Impressive stuff it was too. Meanwhile
the surprise competitions were already in full
swing. Programmers with quick problem solving
bent had to produce a maze with exactly one
entrance and ome exit. Many theories were pro
posed and many languages were used, but only
one entry eventually did the
job correctly. Surpnse S
and surprise art

MORE COMPUTERS THAM PEOPLE I8 MEVER A BaAD THING

were also entered by
a surprising amount
of attendees, The
music hopefuls wene
BIVCTL d [Arrow
range of terrible
samples with which
to try and produce a
decent tune. Artists
could choose any
picture they wanted
from the walls of the
venue as a subject.

were eventually
completed the next day as Lrecall, but

the pictures on the page. You'll have a pretty
good idea of the atmosphere of the party.

Of course a demo party wouldn't be a demo
party without a few hitches. The sound stub-
bornly refused to work for the first hour of the
programme, prompling some quick reschedul-
ing of some of the competitions. That worked

then 1 don't recall much of the night too
well. The open compelition attracted
some amusing and diverse entrivs. The
eventual winner was a Worms clone
which was played by the author on the
big screen. After that, Travis Bulford

| gave a talk on game development - how
to get started, what tools to use, what
attitude to approach a project and the
pitfalls of moving from demos to games.
It was attended from just about everyone
who was still around mid-evening.
Thanks Travis. He disappeared to go and
finish the final touches on his new game,
which should be out soon, Keep an eye
on future NAG issues for morne details.

Around 4am, most organisers had made them-
selves comfortable on some handy mattresses in
thi basement and procecded to catch a few
hours. This prived too much teniptation for the
night owis with cameras. The results of their
underhanded photography can be seen on the

Both competitions TRAVIG BULFORG SHEDIMNG LIGHT

Web page along with plenty of
pther pictures of personalities
and general goings-on at the
competilion.

Arising next day at a decent
hour, [ discovered that disk
throwing was in full swing. This
is quite an casy competition and
open o all. Throw a floppy disk
ora CD as far as possible. Marks
are awarded for style, distanoe
and height gained in the process.
1f you've never done it before,
you'll be amazed at how far a
stiffy can actually travel

More compuetitions started later
on the afternoon after some great food courtesy
of the Horror Café's kitchen. By the time it was
dark, it was time to judge the intros and demaos -
the main reason in most people’s minds for the
competitions. Few were disappointed. The win-
nir - Genesys - won casily thanks to a great
soundtrack, original effects and good design.
Mk it up off the Web page or check out the
NAG CD for all the entries. Intros had disap-
pointingly few entries but those that made it
were fun to watch.

Highlights

If you've ever had the privilege of going to an
overseas demo competition, well Optimise 99
had it all. Technical hitches, complaints that the
Cuake games were too loud, great entries, a
shifting programme, and odd comers of people
desperately trying to finish their entries. Much
samest discussion on the best techniques for
music, code and art could be heard throughout
the weekend, and the pres
ence of guys from Durban
and Bloem made it more
than just a Gauteng event.
Denthor, aka Grant Smith,
author of the famous
Denthor tutorials which have
got 5o many started on demo
programming was there too,
despite hobbling around on
crutches. Next time we'll
organise a bus, Cape Town
sceners, | promise, The over-
all quality of all the entries
was the biggest surprise of
the event. Music, art and the
winning demos were of very
high quality indeed and just
goes to show what talent we have locally. Bul
don't take my word for it - check out the entries
for yourself.

Lowlights

Very few really. The voting system needs to
mowve out of the Cretaceous Period. The sound
hitches were normal and probably won't be
entirely eliminated. Panning effects ane hard to
hear on the sound system at the venue, but to be
fair that's the only complaint about it

Perhaps the biggest problem was marketing - it
was non-existent! If you read NAG or the 5A
Demo mailing list you knew about the competi-
tion. If you don't you probably didn’t. That will
change next year without doubt. More sponsors
and more entries should enly make Optimise go
from strength o strength. So start working on
your entries for Optimise 00, Or should that be
20007 In just a fow weeks, we'll know for sure.
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Titles available from R99.00 at all leading retail storess
www.tcmwarehouse.com

For more information contact TCM Warehouse on Telephone: 011 312-1067 Fax: 011 3 [2-0143 or email salesilemwarehouse.com




Important Information
| This asection ia for PlayStation exclusively, PC gamers please see the cover
| O where we place any new cheats for PC games. The archive on the CDO
| Is ongoing and contains all PC cheats to date. In the future wa may consid-
| er placing a PlayStation cheat archive on the CDO.

Xena Warrior FPrincess

Castrol Honda Superbike
Grand Theft Auto 2 Racing

NATO intelligence services report that, for reasons
unknown, the Russian military has destroyed
Gorky 17, one of the old Soviet "Secret Cities”.

to
and hard

A year later NATO takes over an abandoned Sirme
Russian mﬂu. Diggers discover a mysterious '. e ; . {
research ratory in the completely demolished complex. - : ]

After examining the wreckage, NATO decides 3 ~_°:a_ s \ \

to eave/the lab as it is, at least for now... Gl L . _ -

= : ..\. i ‘ ! ‘

But after a few days the previously deserted . ;
; stréets suddenly are teeming with hordes of grotesquely ’

deformed creatures. Word soon gets out to the media, - . |

which means NATO can't just destroy the scene, ' ‘

So troops are ordered to hermetically seal off the area. . 1

Nobody is allowed in or out. A team of three NATO |

sphrialists under the leadership of Cole Sullivan is sent

in to examine the horifying events on the ground...

il i o
TROBOLIS GMEIRRE N DX |
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handed Superman a4 1l down
2 and push Left and Up ancd then

push Hight and Up and you will ge

Knockout Kings 2000

Enter "“CEARG
baxar creation
Jargoyle.
Eight ranking

boxer for uss

PMARLOH W, at

the boxer cCi :reen to fight

) comaian.
Press Circle at the pre-fight rank
ing screen to save the boXer

uge 1in Ccargcor ana exhibition

Enter “HARD
boXar Creat

Mare Ecko;

ine of clothes. Press Circle a
cthe pre-fight nking resn to
A Ehe Daer in sECOr
and’ exhibition

&t
il pre-=

fight rank SCT save the
baxer For in i Exhibi -

tion: modes

Enter 0 TIP" i 4 NAame
‘reation screen

O-Tip from the band "A Tribe Called

ar

Guast.” .. Press Circle at Eha
fight ranking scroan Lo save the
ugse in career and
cion modes,

pra-

exhibli-

Enter "0°

4 namo the boxer
creat en to Ei 155 B

that performed most of the
.

Eresgy Circle at' the

kit Wonkipoe screen Lo s

boxas [or uge in career

Dayey Allison.

Finiah all ten
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In last months Command & Conquer: Tiberian Sun Strategy Guide we discussed some general basic concepls that apply to
both GDI and NOD, as well as specific issues pertaining to GDI only. In this instalment we take a look at some more advanced

general concepts and at options available lo NOD.

ADvamces ConcErTE T

In most current real-tHime stralegy gamaes, it is

important o diversily vour troops. In Tiberian
Sun, 11 is al -
rate ba tiple production
ities (for esample Construction Yards, Barracks,
and War It is therefore imperative to

have all possible production facilities as carly as

wplutely critical, a8 no const

s s given for mi

Factuorics)

possible, in
order t be able
Li I.'l'-'\lll-.l. ERRTIES

faster, {ne

shiuld therefor

climly cpuaie
I

quickly 1o Melipads
evien if only one gets buill

initially, There are, however

some substantial Benefit

at least two ol evervih

aving
@ - firstly the

backup” aspect, i the second Barracks of

War Factory acts as a spare, and secondly, if vou
ol o
lity as Bo whaere you G :1r-.ll.|l.l.-.1'

nits. Keep in mind that additional Wa

dov anwthing for vour builc

lefimitely
umpact on your
piwer supply

Cither keep the

BEs Yol TE Nokt

sl Bhee use O

mechanised units
over infantry
This b5, in “real-

l=m” lerms;

Sun this ssue has boeen addressed, and it is vital
o include infantry as part of one's of fensive and
sivie forces. Besbdes the fact that EMP
s can wllerly neutralise armaoured

s [detailed later on infantry al=o offer

it

Lanne

s damage-dealing potential. How
entirely on mfantry is as P"’h"'l' al -\_ilt' [o ) L2
eprhiscting i, as foot units (except for Cyborgs)

are vulnerable to being squashed en masse. In

short, keep a diverse and versatile foroe and yo
nly be abl

o b able oo mount a most effective

to deeal with anv threat

shunild ne i

vou wil

attack

gineers have always been a prominent ele
memnt of Command & Conquer, and have often
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resulted in the untimely demise of the unwary

It is therefore important Both o know bow o

use them and how to defend agaimst them, You
will often be choosing, at the beginning of the

r owte or the
sarly, Here we

sl themn |

game, whether vou will be doir
- yori can seldom do bot

Al

ol heer

will discuss how to
bly th it aspect when dealing

with them ), Your very first few buildings need

el IIII|,III

tiv e placed as close logether as possible, with

r ACCESS Harvesters, mainly

Place vour Power Plant, vouw
Barracks and your first Refinery

her |
mawenent, ke things tidy) and yvour
War Factory as near as possible. This way, you

Closa AV ST Space fon

crsive Slrictires e

will find that fewer d

b built, o= they get s

ared between the var
buildings. Start vour defensive net with a core

{rizht mext to vour Construction Yard and

ry, the lwo prime targets), and only then
ter, Build vour perime
ter first in the

direction from

n designing a purime

which you are
it Tikel
b attacked

place al least
lighit to moder-
ale defences al
the rear (sur
prise atta ks al
th risar can be
M=t I
verient), To
deny Enginee
entry, mutke
sure vou have
AUMETOUS
Light Infantry

in the

early game, and any other anti-personnel
and structures therealter.

The danger of this o pe of anti-E nganeer delence

Chemical Missile strikes. This means that, once it
rically viable,
il War

tories should be "backed up™ - Le. duplicates
should be built, as defensibly as possible, but
mimimise the impact of Missile
ifing runs by Orca Bombers, In

becomes economically and si

kiy siructures such as Barroacks

'_-i"'rl'."'l.:l.'l
strikes and
the later game it also pays to replace any lost
central structures in locations other than their

original omes

& Sriince of EMP Cannon
O of the most important defensive {and offen-

muore aboul that later strechares you can
s the EMIT Canmon, This

:'\l.u'll,'\ll,": Iy ;:1rl_'l_r_l_'-\.|_ Laan iI\.'IIl'!-'III'\-I' EVET SN |:"""'|||:I

wiapon, when

fially large mechanised threats, Even subler

ranean units are
i
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Altacking

and preparation
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Sometimes it is advantageous to send ina small
portion of vour mechansed foross aheacd of the

main assault o enbice vour oppaneil inlo usi
his EMI® Cannan, if he has one, then bringing
the main attack forward to defend the disabled
units and carry out the main attack. {(Should the
muin attack get hit by an EMI® shock wave, it

could be a very expensive loss) This way, the

disabled units may livie until the EMP wears off
nt shold be tarsetinge units that

ttacking him) and thus still be

LS your I'\l|'||| TeeT

arg a & and

able to participate in the offensive

The EMP Cannon is not onls

lsin bir wsesd a5 part of an attack

1 defens=ivie
WA It e
Remember that EMEP aftects not only units bl
many structures as well, Buildings that will be
disabled by an EMI blast include all I

aits (such as Obelisks, Compoment

WAL

emplac

Fowers and SAM=) as well as Radars and Stealth

Generatars, among others, Production b
(1 chs, War Factory
targeting them ks pointhess,

The first step o an effective attack incorporating
EMP is to have one built o
Fully «
A0y sk
EMP Cannons don't charge a
flexibility as far as possible 1a
cerned), The next step is to by

et) are oot alfected, sa

viour own base and

harged, Onee vour €

annamn is charged,

% yiou build are a wed (multiple

bait wield

ol

L areas ans oo

EMP Cannon pear your oppanent’s

are several wavs o go about this: fAr

could deploy an MCV near vour ¢nemy's base
{whether plaving with re-deplovable MUVs on

lech Level 10 only);

ifter having built one -

anaclher :_'\-u-.ail_'lx way is by ¢ TPRU P A0y e

| ing the

W
building with an Engineer, then deploy
pri-buill EMP Cannon near it. Once thise meas-

ures have been taken, vou may proceed with
attack. Obwiously, the EMP blast in itselr does
rvixl conslitulbe any kind of effective attack, so

viour blast should target as many units amnd

defensive structures as possible (make
v the EMI™s area of effect]
leading with a force of mfantry, and folld
with '..I{IIII armoor. Try to time any aerial strikes

your main assaualt
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BroTHERHODOD OF MDD

Many playvers consider NOL o be superior by

apabilitics. This is not nec-
sasarily the case, but pevertheless stealth is

dint of their stealth ¢
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EVO TECHNOLOGIES CC

AMD Ke-1l 400 MHz with 30D NOW!
32 Mb Ram memory

4 Mb Si5 6326 Display Adapber
Crealive 48x CD-ROM driva

4.3 Gb Seagabe Hand drive

tiffy drive

Crealive SBS-10 Spaakers
Wing8 Keyboard

Genlus Geni mouse

14" Viewsonic Monitor
Windows 88 OF

Baymaent plan:
Dep: R529-00 Cash Price: R5299-00
Repayment: R 265-00 x 24 months

Entry Level PC:

AMD KG-1I 400 MHEz wilh 30 NOW
34 |

1 R mesmory

1a6Mb Voodoo 3 A
Creative 48x CD-ROM driva

6.4 Gb Seagabe Hard dr

1. 44Mib Sriffy o

Creatfive Vibra 128 PCI sound card
Crealive SBS-20 Spoa

W8 Keybaards
Scroll mouse
onic monitor
dows 98 O35

Ge

Py lan:

Cep: R 679-00 Cash price: R6798-00
Repayment; R 340-00 x 24 months

Paripheral equipmaent

Sailek R4 Stoering wheol & pedalkd

Sailek X368 Combao control stick, throtte & nedder
Saitek ¥6-32M Game pad

Manuel: (082) 772-9762
E-mail: evotech@iafrica.com




NOD's main advantage, and should be taken full
Ivantage of. Thus, Stealth Tanks and Stealth

Il as

t bo masler, as s

Leenrrators ange ::'“I.'l\."l taar
the variows sublerranean units. The other NOLD

however, are far from useless, Let's take a

closer loek at seme key plavers

The Brotherhood is the only side that bas access
to rcket troops. These are the most effective
type of inf d vehicles, and
als fire most eloquently at flying units, Theis
main disadvantige is the fact that NOE b

medics, and thus Bocket Infantry fend b

nbry apnainsl armour

limited life span, in contrast to GD's M
assisted trovpers. The sime applics 1o NOLY s
Light Infantry, so MOD veteran infantry tnoops
are rather rare, except for Cyborgs

Cyborgs are a very imporkant KO unil that
regenerates when in Tiberivm {unbike maost
other infantry ). They pack a chaingun that is
murderous against infantry, but substant

less uselul against armuour. Thedr own ar

T 1%

vichicle-cliss, which mweans that m
anel the like don’t dio 1
rockets and cannon she
Cyborgs excel at puarding Harvesters - thise
spond at least half their time i LTibenom fi

thear fisll

and Cyvborgs heal i Tiberiem, <o any engage-
':||:‘.||'. the field give Cyvborgs the advi
regeneration even during combat (albeit
The specials avai ¥ NEHD e Cvborg
commando and the Mutant Hijacker. The first
{ these is a killing machine of note with e
crable health and strong armour [of vehicle

LIl

el and A tremendous pu wch = always good o
hawve. The Mutant Hijacker is rather over ]
givien his abili levaskating
ieses s o capture MCY's (granted, the opportu-

but one of his more

nity for this kind of stunt presents iseldl very

rarely, but it's definitely boen done!)

A throw back to Command & Conguer (Tiberian
Dawn} is the Attack Cvele (provieusly known as
the Kecon Bike), and it remaans the fastest land
umit i the game (though G Wolverines mowve
: thae Adtack

almost as Fast). As such, this m
Cycle one of the ideal scouting units, especially
||l; the carly game, They are also effective against
armour (due to their rocket lnchers), but must
hunt in packs (as in C&C: Tiberian Dawn), and
can ne longer shoot al air units. They are not as
plfective against tanks and the like as in the orig-
inal, but in packs of six or eight they can hunt
down Harvesters almist with impuonity, then
withdraw when gsistapee appears. This is typi-
cal of NODYs querrilla stvle of warkare, and is a
principle that sh senerally be adhered to, as
GO will in general out-hirepower a NOD play-
forces - gudle and sublerfuge are vita
MY s spccess

The NOD Buggy is one of e vehicles with
arguably the keast use. While cheap and quick to

produce, they lack the firepower to deal with
anyvthing there than normal infantry (e not
Cyborgs). As spouts, however, they are essenlial
Iy on a par with the bikes, having a longer visual

range but shghtly showers movement

arsan AP
red

Excluding Stealth Tanks, Subt
and Devil’s Tongue tanks, MOIYs armo

arsenal consists of Tick Tanks and
Artillery, not coumting Mobile
Semsor Arrays. Tk
Tanks are pssen-

tially nermal

1 ug. | New Ag_é Gaming - Volume 1 lssue 9

tanks wath th
protect themse
defence, when nevded, as the Tick Tanks can be

shility to hall-bury themselves o
es. This allows for a mobile

deplovied in kev defensive positions, then relo
cated as the perimeter expands, Because they do
nist reguire o be deploved in order 1o shoot,

y are a wonderfully versatile unit with dual

capabilities,
Artillery are NODFs k
Thesir first wse is usually as defence, due to the
fact that they can open fine on incoming ensmy

before they are anywhere close to shooting

ilatirs

myg-distance an

units
yior, As an offensive onit, they nesd to be

used im groups, as buildings can be repaired
an damage it
vavs b backed

faster than one Artillery unit
Furthermore, Artillery nuast i
ther units, o= they bevome valnerable onoe
ot pet close, The fact that they
move slowly and muast be deploved on (lat

grownd befone they can fire means that fine

is often reguinesd

SO trudy shenes i the arena of guerrilla war
fare. Stealth Tanks are the pet hate of many a

G commuander. In Tiberian Sun they are not as
ving

effective as in Tiberian Dawn, for the folloy
reasons: they have become more expensivis,
TesJuiTE Al higher tech-leviel and they can now be
detected by
Ml
S
Arrays. They

Fe M

I_"\.\I_'I [FTRTANT LAY
useiul,
thouzh
They can be
used Lo
hariass

Harvesters
fading away
Jks SO0 4%
organised
resistancy
nunberiakises
They can be used o infilbrate bases that don't
law |_ the luxury of 4 Mobile Sensor Array. Thas
can lig in wail until the enemy's forces have left
tor attack v, then pownce on the lightly defend-
o bBase, once again slipping away it challenged
Learning to use the Subterrancan unils can mean
the difference between victory and defeal

Subterranean units have great psychological
value, as a plaver defending against them usual-
Iy enids up sulfering something akin to a state of
chronic paranoia. Also, one of the most unwel

come notifications s "sublerranean unil detect-

ed” {usually repeated several limes) even though
I

the lack ol this warning usually ends oven g
er. The power of Subterrancan ATCs should be
pretty apparent - a troop and Engineer deliver
systemn that, while underground, s immune o
evervthing except EMP Cannons, Devil's

Tu inst regular infantry
fi.ee vt Cvborgs) and torch some buildings (for

wues are devaslating

tance, Power Plants) in fairly short order.

[on't forget that any subterrancan unit that is in
trouble can usually be pulled out of the fight by
burrow - il the situalion is ot

making
favourable, just dive under and get oot of there,
by et bo fight another day
Thas trick to using sublerrane
e enemy it
Cannon (i he has one) belore
attacking with them. It is
also I.|||||l' wsediel b
lakee ol any

Morbile Senso

an units is to drivw
iripye o his EMDP

Arrays whenever

Therealter il is merely a matter of sur
facing at some relatively unprotected point (usu-
ally towvard the rear of a base} and siriking
quickly, This requires lairly good intelligence, so
sooniting the encmy’s bise s imperative, even if

sonm uniks must be sacrificed in the process.

Where GLIY have the advantage of Medics heal-
img mfantry, NOD bepefit from free repairs to
thedr vehiches (assuming al least one Mobile
Repair Vehicle has been constructed ), As soon as
vour finst engagement becomes likely, you
;-'||-.||||-.| build one or two Mobile Repair Velucles
{having more, when possible, is not at all a bad
thing’y. Keep them in guard mode so they seck
out nearby damaged friendly units (including
your allies’, in team games) and repair them,
.|-|||_- ability i a huge help when facing GDIs
superior firepower, as several MEV's working
together cin keep a number of your units alive
while they are being shot at,

MOLYs air arsenal consists of two units - the
Harpy and the Banshee. The first of these isa
general-purpose unit with a machinegun thal
does unusually high damage 1o all armoor
tvpes, as well as having a
huge pavioad. These are greal
for hunting Harvesters and
chopping up clusters of
mfantey, Banshees ane
boamber unils with a more
specific purpose - erasing
butldings, They are very fast
and, if used correctly, can
often outrun SAMs and the
likee. Their damage, unlike
GOI's Orca Bomber, i5 not an
arva effect, but rather pin-
point-accurate plasma shots.
A fact to be awarne of
Banshewe shats go right
through Firestorm Defences;
though normally the Banshee itsell will crash
into the Firestorm Wall and be destroved

. SO Build

e most controversial, and ome of the most
important NOD defensive steuctures, is the
Stealth Generator, Become familar with the
Stealth CGenerator's arva of effect if vou 4
ning on using them, as efficiency is very impor-
tant, Few peo ind themselves able to afford
more than one Stealth Generator, partly due (o
their high cost, but also because of their huge
power drain. Bear this in mind, as the loss of a
ually results in discov-

AT

couple of Fower Plants

ery

In short, plaving NOD effectively revalves
arouned effsctively waging a war of hit-and-run
attacks, terror and pavchology. Plavers often
panic when their opponcents’ bases disappear
from the map by being cloaked - use this fact
Mayers are often intimidated by approaching
of this

subterranean units - take advantag
Ahowe all, maintain a well-balanced army whose
different elements can protect cach ather, and
don't stand and fight a GDI opponent except on
Visie o'l lerms, e, il v ouinumber or out

pasition him sufficientls

Hext issue we'll take a lock ot
Age of Empires 1l: The Age of Kings...
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 imally we have cone nod only to fhae end of @ yvear bul alse to e end

I of the millenniwm, and ves T know technically speaking the millenni cation month. In layman's terms vou should be able to buy the May edi-

LAl ton by the last week of April for example. This way we will be bringing

otw st protend 2000 is the new myillenn
s concerned. Come to our release dotes in line with intermational
Also noste Lhal our '|_'|:-.l1|| numbers have char

um only starts in 20401 but

Jeast it is for vour computer as far as the Y2K bug
nk of it lanuary 131 will bee an interesiing day 1o see ust b mamy
wist oot 100 are listed on the Editor’s Maote p

oiters will be affected worldwide, Who knows | m

vears worth of interest in a split second, at least that's what [ will be W=

peed to contact us please use the new numbers This 1= especially mmyp

fon and would ke

i

for anvane that is faxing through o new subsceg

b 1999 I
o necedve it on Hre
wve some other interesting events planned for the New Year

\Ir\_'.\,lllllll..': ADCYR Oy E W{emDeT o
hs For New Age Gaming we will be back in the MNew Yoear wilth a jam
packed Tanuary / February edition that will be hitting the shelves i the last We al
3 although at this time they ane hush, Tush and my Editor w ill kick my butt
| b GLSA events andd

+ midd e of nexl viear

woerk of January, This maomster issue will contain reviews ol all the big
idn't quite make their December shippi ile on fimie such as

bt 3, Ullima Ascension and so on. We there is a rumour about a

i 1 reveal them, Sullice to say that some of these wi

litles th
[Hable 2, Quake 3, Gabriel knig

s Faire planned for th

realise that evervone would like us to have a separabe January and floating around the office oo, No confirmations vet bul K viour eyes
February edition, but dus to all the companies clusing over the Christmas aul for the next issue, 1 think we will be making announcements of soims
period and the fact that we need a short break (1o pl Quake 3 of course) of thiese events then

T, W have planned next yvears schiedule well in

b's ||'|'||'-.|--1'.|‘-||- 1

advance, meaning, i all goes well, there should be a separate fanuarn an i do i
Evervone here at New Ape Gaming would like to wish all our readers a
Muery Christmas and a Happy Mew Year and also the best of luck come

the 1st of Tanuary. Until next vear

February edition
Anyone who buys the magazine at their local newsagent and haven't quite
at arsund o subseribing vet should take note that as of iext year all

There is a very good chance that many of the games that didn’t arrive this year December will be out in June 2000...

The guys and girls al the mighty Bullitog haive always managed to impress

everyone with their innovative and fun fitles through the vears. Everything has been
updated in this fun amusement pai k game, you can ride on the altractions, open hotdoz
stands and even clean up vomit off the sidewalk (a favouirite feature that returms for

this big sequel)
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The biggest problem with this game is how does one justify scoring 1t over 1007
X = B

After much anticipation and a stampede at the door, Soul Assassin eventually won the
nam calling and pushing contist and bapged the big one for 1999, Pure multiplaver
aiavlem inits finest form; nothing comes close and unil the next Chuake, we doubt

anvihing will. Expecta railing review next issuc.

| Tt bonks tike a Kid's game but you'll prabably find more adults playing it afler »
| bedtime, when the house is stll and not a mouse bs stirming. Guide this fittle dragon
through a series of quests o Aame grill the bad guys and collect the collectibles. Tt's got | g
otter graphics, better sound, a bigger game workd and more evil coeatures than ever J &
baefore, [ fiest e b el e st toord for this rf:dh-!rm'um, and Jere woes, Ed]: Word, ’___/' ;
0
4,
a NAGging suspiclon... R L Ll U i o g
=
| =
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Soul Assassa

A 500 bottle of Cok,
& and 2 000 canons of

Camel Fillers

Ohah Diear’ Sama
This 5 the
Merw Auge Gaming
e Chrstmas
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Cooll a WHOLE
WEERS' supply!

| Shayks
A Cuake 3 siratngy gude

vl @ RO 1 wall get @ Trag

& 1WILL gt & frag!

X IS your bum LS
R ey bakry, you come : change tha baby

RedTide . hera oftien?
/ A blo sice Lara Croft
bilaw-up thall

D.hlﬁbut‘d by Crew. For more Infarmation please call Joha
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experience true competition

www.playgames.co.za



BUYING ProgueiSHromaicomputersaedics;
andipaying nilated reviprices:

Wanting guahtyieraniuded prouucisy

withiruiisrenanie guarndiitees

e T\

ANYWHETE 1RISAY

Speak to...

YBERDYN

|
- — N — — — ———
i a 4

| el | |
SYSTEM
L < 4 '
We import directly from the manufacturer
and sell directly to the public...

‘ L

Cyb‘arbyné Systems SA are the importers and resellers of the following intematianally recognised brand names:
Diamond Multimedia (graphics cards, sound cards, and all your mulimedia fequirements). Maxtor (a leading

- hard disk drive manufacturer); Intel (Celeron, Pentium Il and Pentium Il processors), Hyundai (manufacturers
of a full range of superb desktop monitors); SuperMicro (main boards - first in leading-edge technology and
innovation); Jazz (speaker products - hear your computer for the first time); Ricoh (recordable and rewrntable
CDs - your assurance of the highest performance and reliability), Toshiba (for the best CD-ROM drives),
plus Cyberdyne represents Actisys, Keytronic, Surecom, AdTech and Micron Memory.

CYBERDYNE SYSTEMS S.A.(PTY)LTD.

To receive

our latest price \
list as new products Tel: (011) 327 0237 Fax: (011} 327 0806 Fax: (011) 268 0088 Email: sales@cyberdyne.co.za

arrive, contact us o
receive a faxed copy, CyberDyne House, 32 Melville Road, lllovo, Sandton

or send email to
Cnbeslyme, Cbtrihime Systems 5.4 ond CiberStoem Cormputers are vegisterd imdemanks of CebeeDyne: Syvtems SA (P IM.

five owness. Comoany Reg. Ha 98001 75/07, VAT Rog: No dES0RT5579 =

sales@cyberdyne.co.za.

peity il




