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Final Fantasy VII 46

JOURNEYMAN 3

Warhammer: Dark Omen 62

This month we’ve got EXCLUSIVE
playable demos of Warhammer: Dark
Omen and Plane Crazy and loads of other
goodies. Turn to page 6 to find out more.

Bulletin 12

All the latest news from the wonderful
world of PC gaming.

Our Price Chart 26

This month’s chart predictions — and
a chance to win all ten of them.

Oi! What's Your Game? 28

This month we talk to Bullfrog about life
after Molyneux and their plans for ‘98.

On-Line 92

This month we look at emulators and
begin the first in our series on how to
kick arse on Ultima Online.

Everything... 96

A full report on the massive PlayStation
hit that looks like being the one console
conversion that PC owners must buy.

Sentinel Returns 52

The second in EA's Warhammer series
slides from tabletop to desktop.

F/A-18 Korea 64

Fondly remembered by ‘veteran’ gamers,
Sentinel finally gets a graphical update
for the "90s.

Daikatana 56

Yet another glorious flight sim from
Empire arrives out of nowhere.

Fallout 68

Part four of our exclusive diary on
Romero’s big hope for ‘98.

Lionhead Diary 58

This controversial and futuristic RPG from
Interplay is the surprise hit of the month.

X-Wing Vs TIE Fighter:
Balance Of Power

Molyneux’s team reveal more secrets on
their next big project in part two of our
special report on Lionhead.

Micro Machines 3 32

The complete low-down on every secret
level in Quake II.

Troubleshooter 100

The second part of our in-depth guide
which shows you how to get through
Blue Byte’s Incubation.

Tech Zone 108

A special report on the new wave of
3D cards that are set to confuse things
even further for beleaguered gamers.

Subscription Offer 110

Subscribe and claim your FREE game!

PC Zone Recommends 112

Our top ten games across every genre.

WordProcessor 116
Your letters and comments this month.
Comment 121

Paul Presley compares the games of
old to what we're all playing today.

Looking Back 122

Who's playing what at PC Zone.
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Small on cars, big on fun, that's the
hallmark of the Micro series. Can they
make it even better with version 3?

PFA Soccer Manager 34

X-Wing Vs TIE add-on with a ‘proper’
campaign and decent multi-player action.

Battlespire 72

The latest, but not necessarily greatest,
in the Elder Scrolls series of RPGs.

Earth 2140 74

A new pretender to Total Annihilation’s
throne. But is it any good?

Journeyman 3 76

Yet another soccer management game
gets ready to take on the almighty
Championship Manager series.

Red Line Racer 36

Presto’s Journeyman 3 is back with a new
engine and a compelling storyline.

Civil War Generals Il 78

Lots of hexes and guns. Oo-er...

WarBreeds 80

We take the first look at the very slick-looking
bike game from Criterion Studios due for
release soon.

A surprisingly original take on the C&C
genre from Bréderbund.

Actua Golf 82

We sent Steve Hill
halfway round the
country on a quest to
find out what Rage
have up their
sleeves
for
1998.

Gremlin take a break from football in the
Actua series and come up with a winner.

CART Precision Racing 84

Microsoft’s first foray into the driving
genre proves too ‘clever’ for Steve Hill.

Lords Of Magic 86
Warheads 86
World League Basketball 87
AHX-1 87
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It was one of the biggest selling PlayStation games of
last year and now it's coming to the PC. Check out our
EXCLUSIVE preview on page 46 and find out why this
console conversion will be unmissable.
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MINIMUM SPECIFICATION

require a 3D accelerator card to run.

Use the browser and menu system
to see which demos are Windows 95,
DOS and 3D accelerator only.

CD trouble? HD playing up? Don't worry —
phone our helpline and sort yourself out pronto!

HD DISK HELP

Phone Matthew on 01274 736990
Any weekday between 9am and 4pm

CD-ROM HELP

Phone ABT on 01708 250250 or
pczone@abt-net.demon.co.uk
Any weekday between 11am and 5pm
(Please DO NOT phone the PC Zone office
as your calls will NOT be answered)

If you are calling either helpline, then please
take note of the following points:

@ If possible have your PC operating and near
to the phone when you call.

@ If this is not possible, note down all relevant
information ie system type, sound card, RAM
etc, plus the nature of the fault.

@ Make sure you have a pen and paper to hand
when you call to jot down the relevant info.

i If you don't have the CD issue, then fear
i not! Simply fill out this slip, enclose your
HDs from the cover plus a cheque for a

i whole £1 and send it to:

CD Exchange (61), PC Zone, Bradley
Pavilions, Bradley Stoke North,
Bristol BS12 OBQ

7 e D R . e SR S PO

Please make cheques payable to: E
DENNIS PUBLISHING LTD !
CDs from previous issues are also available. |

his month we've packed in loads of the latest demos including a couple
of super-smashing EXCLUSIVE titles, such as the latest release to be based
on Games Workshop's Warhammer tabletop game Dark Omen. There's also

an exclusive playable demo of Plane Crazy - which is soon to hit the arcades.

Don't forget to check out Hotshots for the latest pix of the hottest games and all
the latest upgrade patches and 3D card updates. If you're still having problems

with the new-look browser don't forget to e-mail us at the address to the left. Just
remember while you're playing the demos - we're hard at work on next month's disc.

EXCLUSIVE!

HIS EXCLUSIVE DEMO OF EA'S
T real-time strategy game shows

how sequels should be done. It
features one of the early missions from
the full game where you must keep
the undead army from taking over the
centre of town. Under your command
are crossbowmen, cavalry, infantry and
a rather handy wizard. The enemy will
attack from all directions, so make
sure your cavalry don't get pulled out
too far — you'll need them to support
troops under attack.

Deploy your units within the white
flags; remember your cannon can’t move
once the game is under way, so protect
it well. You can set up movement and

firing orders before starting — but
remember to ensure your troops are
facing the enemy or they won't see
them. You can also select units off-
screen and attack the enemy without
having to find them in the battle
window first — a very useful feature.

Controls: Mouse/keyboard

LMB Select

RMB Move screen
A/ Zoom in/out
= Rotate left/right
LG Change formation
TAB] Map

F1 Men

© Deployment zone

© Drag and drop units by their
banner

© Auto-deploy button

© Select a unit during the game
by clicking on its banner

© Change unit facing

O Stop!

© Charge!

© Shoot ranged weapons

© Break off the attack

(@ Hero button

@ Number of troops of the
selected unit still alive

@ Select/cast spell

® Banner of selected unit

(@ Start the battle
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canyons seems a little reckless

and therefore perfect material

. upon which to base a computer
game, then just bear in mind that
some people actually do this stuff
for real, although they usually die
horribly if they hit a wall. Of course
you're perfectly safe in this time-
limited demo — the only problem
you'll have is trying not to play it
time and time again.

I F FLYING DOWN MEANDERING

Controls:
Keyboard/gamepad/joystick

TEE))  Directional control

@

Al Increase/decrease
throttle

] Stop power-up
cycle/fire power-up

X Fire sonic cannon

[ESC)

Quit to desktop

[PV

IVE!

|

¢

ULTIM@TE RACE PRO
(MicroProse)

Get behind the wheel of the latest 3D
arcade racer from developers Kalisto and
try your hand at four laps of the training
circuit. Network play for up to four
players is available, as well as a choice
of two cars from the full version of the
game. A word of warning though: it
gets dark very quickly, so don't forget

to use your headlights.

Controls: Keyboard/steering
wheel/joystick

FROGGER (Hasbro)

It's the return of everyone's favourite

wart infested amphibian (no, not Lemmy).

The problem is, this frog can't swim and
he’s got to get across the river to find a
mate with which to procreate. This new
3D update of the ‘80s road-crossing
classic should have you spawning in your
knickers — or not, as the case may be.

Controls: Keyboard/gamepad

L2 Movement
Super jump

JIC Rotate screen

-

ARMORED FIST 2 (NovaLogic)
Novalogic's tank sim requires you to
protect a local village from the violent
advance of a division of rebel vehicles.

HE  Steer
T[] Accelerate/brake
Q)/W]  Gear up/down
ENTER View
Qo Radar
n Headlights

You can take gunnery and driving (& Pause

positions within your vehicles, pop M

Display meter

up the hatch, and even breathe in

the aroma of the napalm your air
strike just dropped.

Controls: Mouse/keyboard

Chase views

TC buttoned

TC unbuttoned
Gunner

Driver

IVIS map

SABOT

HEAT

STAFF

Jump to other tank
Thermal imaging
Polarity

Map/GPS mode
ID tags

Platoon orders
Mission stats
Primary movement
Secondary movement
Speed select

Fine control

Align to gun
Align to hull

Fire

Fire coax
Auto-stabilisation
Target hot threats
Target all

Target last attack
Engine smoke
Smoke grenade
Air support
Artillery

Keyboard help

FALCON 4.0

(MicroProse)

If this demo is anything to go by, it
looks as though the Falcon series of
games will probably outlast the real
fighter on which they're based. Two
instant action missions are on offer
here: one where you must search out
ground targets and another where you
must scan for bogies. (It goes without
saying that the old ones are always the
best. Doesn't it?) Beware though — this
is a serious game and it needs a pretty
high-spec machine to run it. Maybe it's
time to upgrade to a Pentium Il now!

Controls: Joystick/mouse/keyboard

SIMULATION KEYS:
aa Increase/decrease thrust

SHIFT)(-]  Full afterburner
W] Wheel brakes
CTRL) [E]

Eject

THE MOST BRUTAL ACTION

ADVENTURE EVER...



x]

Toggle speed brakes

[SHIFT)(8]  Open speed brakes
[CRU[E]  Close speed brakes

m Set previous steerpoint

(™) Set next steerpoint

WEAPON KEYS:

[BACKSPACE]  Cycle AG weapons

(Y] Fire control computer
sub-modes

[SHIFT)[T]  Fire control computer

master modes

()

IEEE
keypad [©]

Lock next target in
Easy and Simplified
radar modes

Lock target on nose in
Easy and Simplified
radar modes

Move cursor
Designate target

keypad [} Radar return to search
VIEW KEYS:

(=) No cockpit view

o Front cockpit view

@ Virtual cockpit view
(EX] Padlock view

4 Extended FOV view
(8] Chase view

3] External view

o Toggle narrow FOV
[© Lower-left cockpit

@ Lower cockpit

[©) Lower-right cockpit
[INS) 10 o'clock view
[HOME) 50/50 view

[SHIFT) [HOME] HUD view
keypad [Z)/[1] Zoom in/out

keypad [2][2][&][8] Pan view

keypad 1) Track planes
keypad [3] Glance backwards
keypad [ENTER] Glance forwards
OTHER KEYS:

[SHIFT)[@  AWACS command
[BHIFT)(S]  Tanker command

() Screenshot

@ Pause

[ERI[T]  Toggle labels

[ENTER) Cycle AA weapons

[AmI) Jettison selected
weapon

) Toggle dogfight mode

(7] Toggle MRM mode

=) Fire weapon

@ Cycle left MFD

@ Cycle right MFD

(=] Toggle SMS page or
EO for maverick

RADAR KEYS:

[F) Cycle radar AA modes

(7] Cycle radar AG modes

E3) Decrease radar range

[SHIFTI[F3]  Decrease radar gain

[F3) Increase radar range

[SHIFTI[F4  Increase radar gain

) Tilt radar antenna
down

[Fg) Centre radar antenna

(i) Tilt radar antenna up

[Fg) Cycle radar sub-modes

[SHIFT)[F8]  Change radar scans

QUIVER (esp)

Doom may have been resting in

the catacombs of gaming history

for a long time, but some people
just can't help but resurrect its
classic 3D action. This month's
floppy bits features three levels of
alien blasting which we've all seen
before but don’t mind seeing again —
well, some of us anyway.

Controls: Keyboard/mouse

0J-&) Guns
[MEEE Movement
[EC) Main menu
¥ Look up
(3555 Look down
[HOME] Centre view
(TAB) /9 Auto-map
(6 Help

€2 Save game
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Disk 1

3 Load game

[F4 Volume control

(G Monitor brightness

(GB) Screen capture (PCX)

(CTRL)/[ENTER] Fire

[ALT) Strafe

[SHIFT) Run

(/[ Jump

(- Open doors/trigger
switches

© Increase screen
size

Keypad [=]  Shrink screen

BALLS OF STEEL
(GT Interactive)
This demo version of the Duke Nukem-
inspired pinball game starts to lose
features the more you play it; after
about 60 games it won't run at all
(maybe so that you buy the full game).

Controls: Mouse/keyboard

Key assignments

Fire the ball

[CTR)(left/right) Flippers (left and
right)

=1 Nudge up

@ Nudge left

@ Nudge right

(3] Pause/report

2 Cycle the table view

(&) Toggle ball and
flipper shadows

[F3 Control scroll speed

FEEe FX volume up/down

F/(Fe) Music volume
up/down

[F9) Single-screen detail

[Fo) Dot panel size

(GD) Dot panel type

(2] Voice effects
(on/off)

F/A-18 KOREA

(Empire Interactive)

You really need two keyboards and an
extra pair of hands to play Empire’s
latest flight sim. Check out the readme
file to find more key commands.

Controls: Joystick/mouse/keyboard

AIRCRAFT:
Keypad [4)/[&]
Keypad [51/(8]

Aileron left/right
Elevator up/down
Rudder left

Rudder centre
Rudder right
Increase/decrease
thrust

Afterburner
Speed/wheel brakes
Gear

(refuel/rearm)
Eject
o Damage display
(3] Engine display

NAVIGATION:

@ Autopilot toggle

[SHIFT) (&) Autopilot mode
cycle

(W Waypoint cycle

@ TACAN cycle

© ILS toggle

™) Moving map/scale

) Navigation/HS|
scale

RADAR

®] AA/AG radar toggle

© Radar sub-mode
cycle

Radar standby

@ IFF interrogate

[TAB]/[SHIFT)(TAB) Range
decrease/increase

EHFT(®) ACM cycle

[EHIFT) (@) AACQ toggle

Silent mode

TARGET SELECTION:

BHFDEEE TDC up/down/
left/right

o Designate/cycle

[SHET) (D) Undesignate/TDC
stow

WEAPONS:

B Store display

@ Cycle AA weapons

@ Cycle AG weapons

GHET)(@D CCIP/auto-toggle

@ Jettison station
select

(=] Release flare

Release chaff

ECM toggle

[ENTER) Designate/release

HARM:

@ HARM display

[ERO Target cycle

VIEWS:

() Cockpit

@ Cockpit look down

@ External

@ SA/padlock

(8] Radar/E-O target

B3} Ground/tower

@ Weapon external

Weapon eye

SIMULATION ENVIRONMENT:

BHFT)ESC) Exit flight

[ETRO[F) Fast-time toggle

[E5C) Reset current
mission

® Pause flight
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THE JOURNEYMAN
PROJECT 3: LEGACY OF
TIME (Red Orb Entertainment)
Save the world from destruction. No
problem - it's all in a day's work for
the time-travelling investigator Gage
Blackwood. Your mission in this demo
is to explore Atlantis to make a gold
medallion (and then wear it outside an
unfeasibly loud shirt unbuttoned to the
waist). To leave the demo, move the
cursor to the top of the screen. (And
check out our review on page 76.)

Controls: Mouse

PROJECT ARIOS (ocean)

Project Arios is a real-time strategy
game — it's a bit like C&C, only you
have to manage your finances as well
as your troops. Interactive Magic
published the game in the US under
the name War Inc. Apparently War
Inc sounds a bit like ‘wank’, so they
changed it to Project Arios — which
doesn't sound at all like ‘arse’.

Controls: Mouse/keyboard

RMB Select units

LMB Move/fight

© Gun lock

@ Auto-weapon toggle
™ Toggle voices

@ Snap to last battle
© Options

[TAE) Toggle toolbar

FINAL LIBERATION
(SSI/Mindscape)

The village of Hothgar's Stance is occupied
by orks and it's up to you to flush them
out — yep, it's another Warhammer game,
but this one’s turn-based and set in the far
future. The game icons are pretty self-
explanatory. Incidentally, why don't you go
down the docks and shout “I'm a game
icon” to all the sailors, just for a laugh.

Controls: Mouse
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most attractive or innovative we've ever
seen either. But its French programmers
obviously couldn't care less about
originality or fab graphics — and why
should they? Anyway, Arsenal has more
than a few accidental laughs, especially
in the accompanying readme file: ‘Taste
our artificial intelligence, | think it will
give you hard time." Bless.

Controls: Mouse/keyboard
g Options

F1 Help

€2 Save

E3) Load

F9)-[F1] Change screen

resolution
Mini-map redraw

MADDEN NFL ‘98

(EA Sports)

American football: you either love it or
hate it. If you do you're probably a weak
beer and beef eatin’ American - even if
you don't, you still might like to try your
hand at their favourite sport. This five-
minute demo is between the Green Bay
Packers and the New England Patriots —
and it's a lot more fun than cricket.

Controls:
Mouse/keyboard/gamepad

ACTION CONTROL:
&S Pause game (only
during playcalling)

WXIAD  Move player/take
control of
highlighted player

@ Dive

(] Jump

@ Call timeout before
the snap

OFFENCE: Before the snap

[Twith

WXAE  Call audible

(0] Start player in
motion

i Snap the ball
rushing

&3] Explode forward

(] Spin

it Dive for extra
yardage

appropriate control
symbol

RECEIVING:

@ Control receiver
closest to ball

() Dive for low pass

1] Jump and raise
hands for high pass

DEFENCE: Before the snap

1 with

WXI[AD  Ccall audible

K3 Control a different
player

After the snap
Control defender
closest to the ball
Dive to tackle
Jump to block or
catch pass

=

BE

KICKING: Kick off/punt/field
goal/extra point

@ Toggle
normal/onside kick
audible (kick off only)
Start kick

meter/kick ball

Aim kick left/right

RECEIVE KICK:

@ Toggle
normal/onside kick
audible (kick off
return only)

WXE) Control kick receiver

o

UPRISING! (3p0/ubi Soft)

OK, so we've run this genre-busting
demo before — but not in glorious 3Dfx-
a-rama. Ubi Soft's 3D action strategy
game features three tutorial missions
and one full combat mission from the
full game. Guide your wraith tank
against the enemy bases with the help
of infantry and tanks (plus a stack of
Doritos by your side, natch).

Controls: Mouse/keyboard

T Wraith forward/back
== Wraith strafe left/right
Mouse Controls view

(wraith turret)

LMB Primary weapon
RMB Secondary weapon
[E] Deploys infantry

2 Deploys tank

€3 Deploys AAV gunship
iz Deploys bomber

3] Deploys gun turret
Fé) Deploys SAM site
7 Killer satellite strike
&) Calls in Citadel

(G Toggles wraith HUD

deployed unit
(unit must be targeted)
[ENTER] Secondary weapon
menu
[SHIFT) Deploy unit menu
3] Fix wraith

SANATORIUM (asc Games)

You wake up in a dark dank room,
disturbed from a troubled sleep, a
distant thudding echoing through the
wailing walls. You try once more to
remember who you are or how you
got to be in this place.

Staggering out to the dark balcony
you see a man on the next floor cracking
his head against the wall, his face
already seeping like a cracked raw egg.
You know just one thing: you have to
escape (cue scary music...).

Controls: Mouse

@  Quit

SPACE EMPIRES 1ll
(Malfador Machinations)

Do you like reams of figures and tiny
but functional graphics? Tired of
Microsoft Excel? Why not try Space
Empires Ill, a shareware strategy game
where you get to guide your people to
total galactic domination by designing
ships, researching technology and
politically manipulating your friends
and enemies. Like Stars, Star Empires Il
is massive in scope and sure to keep
many people occupied for longer than
they should be legally entitled.

Controls: Mouse

PATCHES

If the latest game you've bought is
teeming with bugs, or your old games
require a 3D overhaul, you'll find all
the latest upgrades and 3D accelerator
patches in the /patches directory on your
user-friendly CD Zone. Just run the self-
extracting files, making sure you specify
the correct directory where necessary —
gaming nirvana is only a double-click
away. Included this month: Quake I/
3.10 bug fix, Starfleet Academy update
and spades more besides.



Wireplay

The games network from BT

TOTAL ARDUICD

20 XM )\
EOILIR
U JUJLA

AL OF

Challenge gamers across the UK to

multiplay Total Annihilation.

Try 30 other PC titles, including 8-player
Duke Nukem and 6-player Red Alert.

Experience gameplay faster and

smoother than the Internet.
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More missions for ADF

It seems that setting a flight sim in Egypt
mere weeks after the Luxor massacre

-;wasn'l enough, as DID are now planning

SPECIAL REPORT

What a sport!
What a sport!

PAGE 18

Because we're brilliant and that,
PC Zone has managed to glean
some remarkable information
regarding SCi's forthcoming
sequel to last year's immensely
popular Carmageddon.

As widely predicted, Carmageddon Il will be
completely and utterly 3D accelerator-friendly, with
the action spewing across the screen in 16 million
colours at a crisp 640x480 resolution. That much
we could have guessed. And now for the rest...
First things first: them pedestrians. The blocky
digitised sprites are to be replaced by sleek new
3D polygon-based equivalents. Aside from making
them look far cooler, this fundamental change in
their physical makeup lends itself nicely to plenty of
charming new ‘game features’, such as individual
body parts being torn off and sent spinning through
the air, spewing congealed blood all over the
grinning face of the player. It also means that the

YOU READ IT HERE
FIRST

The last bit of the entire
mag - written
at breakneck
speed...

PAGE 22

Carmageddon If's cars are being built piece by
piece. Realism, as well as gore, is high priority.

collisions benefit from greater realism, so if you
reverse into someone at 60mph, for instance, you
can be sure that as their head ricochets off your
boot, and their flailing carcass wraps itself round

a nearby lamppost, it'll look just like the real thing.
Aside from collision-based death, the peds will also
have ‘human torch syndrome’ to deal with; some
cars will be capable of setting people on fire with
their jet engines. They'll also be ‘cleverer’ for greater

HOT SHOTS
Programmers burning
the midnight oil
should see their
games here.

PAGE 24

(Left) Early conceptual render. (Top) Carmageddon
II's new cars currently looking good. (Above) The
infamous sense of humour remains intact.

satisfaction when you manage to mow one down.

But that's not all. The entire environment is set to
be far more authentic. Aside from the introduction
of ‘ordinary’ traffic (that is, cars not taking part in
the race), there'll be working traffic lights, pedestrian
crossings and emergency service vehicles that drive
around trying to mop up the mess you've made.
There'll be more ‘destroyable’ bits too; players
will be able to smash their way through windows,
shatter billboards and generally break loads of stuff.

Police, Camera, Action fans can rejoice at the
news that action replays may be saved to the
hard drive for future enjoyment, while multi-player
enthusiasts will be treated to lots of new small, tight
deathmatch levels (which, spookily, is exactly what
we asked for in issue 60's Splat Pack
review), where up to 16 quiet
angry loners may vent their
anger on one another. And it
will all run over the Internet.

In other words, Carmageddon
Ilis going to be an unholy nightmare
of ghoulish obscenity that will no
doubt appal and dismay reasonable
people everywhere. We for one
can't wait. But we'll have to -
it isn't released until October. @




to stir up another hornet’s nest of public

opinion by releasing the Red Sea Operations

mission pack for F-22 ADF, just in time for
a sequel to The Mother Of All Battles: Gulf

While fans of The Mother Of All Flight Sims

continue to wait patiently for the Total Air
War upgrade/add-on/bug fix, they can at
least take solace from the fact that DID

between the two projects. Red Sea
Operations has been designed exclusively
by professional prop-heads Sim-Tech and
will contain over 30 new self-contained

There are also new training missions and a
tour devoted to the AWACS aircraft. More
info can be gleaned from www.did.com or
www.sim-tech.co.uk. Red Sea Operations

‘ should be out by the time you read this

War |l = This Time It's Personal |

won't be dividing their own workforce

Before Westwood Studios made the gorgeous love-object that is Command & Conquer,
there was Dune 2. People still go all misty-eyed when they remember its tense, addictive gameplay,
its strategic challenge, full pouting lips and firm bosom. Their index fingers still twitch in their sleep
as they frantically fight off the advances of the other two tribes and collect the most Spice.

Now Westwood have decided to give it an overhaul and get those people hot and moist all over
again: they're busy making Dune 2000. What they're doing is updating the game to incorporate
all the technological advances that have come about since it was first released in 1992. There'll be
C&C-style drag-and-click selection of multiple units; improved Al; updated 16-bit graphics and new
FMV footage; and — most importantly — Internet two-player facilities and multi-player levels for up
to eight players over a LAN. There'll be 27 missions to get your single-player teeth into as well. All
Spice boys should look for a late summer release. €

The third instalment of everyone's favourite
airborne twisty-turny tunnel ‘em up has been
scheduled for a late 1998 release. Strange things
are afoot at developers Parallax, who have split into
two groups, one to work on Descent FreeSpace
The Great War while the other concentrates their
efforts on Descent 3 proper. The latter party have
since been renamed Outrage, and they are using an
entirely new engine. The game itself promises to
be much of the same, albeit with a shedload of new
features. Many of the weapons from the original
will make a reappearance, but all the objects will

now be polygonal. Which is nice. &

Jules Rimet
still gleaming?..

The official England game for France '98 is nearing completion and
looks set to meet its scheduled release in late April. Entitled Three Lions,
in deference to the trio of big cats that adorn the England shirt, the game
is being developed by Z-Axis and will be published by BMG Interactive.
It will feature over 50 international teams from the past and present,
including such classic sides as England '66 and Brazil '70. In an
original twist, commentary has been forsaken in favour of players
actually talking to each other, as well as berating the referee,
which could be interesting.
Gordon Bellamy is the
director of Three Lions,
and he is talking it up
large style: “We went back
to source — real football.
| have played it all my life,
and | wanted to make a
game that feels like you
are actually playing a game
with your favourite players,
rather than just watching
it on TV." And fair play to
him, we say. Z

A
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‘Westwood has ‘Thrilling. Stylish. Awesome. ‘A computer
excelled itself.’ A truly remarkable game.’ game legend.’

PG FORMAT PC GAMER THE EDGE

Blade Runner, the film ©1982 The Blade Runner Partnership. Blade Runner, the computer game © 1997 Blade Runner/ Westwood Partnership. Blade Runner is a trademark of the Blade
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PG CD GAME OF THE YEAR 2019.

IN STORE NOW.
Runner F Developed by Studios, Inc.Westwood Studios, Inc is a trademark of Westwood Studios, inc.F by Virgin (Europe) Ltd. Virgin is a regi of Virgin Ltd. Al rights.




‘ time for February Starting with the original | over again thanks to the wonders of ‘porting’

Ultima (released for the Commodore 64 way and ‘emulation’. Running under Windows 95,
Electronic Arts have taken the not unwise back in 1980) all the way up to the ambitious 1 the games will run as originally intended, and
decision to release the entire Ultima series of ‘ but flawed eighth episode, players can relive | as the pack comes with full documentation,
!

l adventures in one compilation pack, due in [ Richard Garriot's hugely captivating series all | expect one very weighty manual indeed

Every Ultima on one CD-ROM

/

o
Those crazy funsters over at . TR T
Interactive Magic have announced
details of four more simtastic
games, details of which we now
lovingly bring you...

“Anybody fancy a quick game
of F/A-18E — Carrier Striker
Fighter?" doesn't quite have
the same ring to it as “ Quake,
anyone?”. But that's nevertheless
the name of their new flight sim
which is expected in June, replete
with planes and everything.

More airborne insanity is on the cards with Semper Fi, inspired by the heroics
of the US Marine Corps. It will contain 15 battles based on hypothetical situations
in the Middle East, Cuba, Korea, Bosnia and the Mediterranean.

This spring should see the release of Great Battles Of Caesar, the third and
final instalment in the series which previously featured the sizeable rucks of
Alexander and Hannibal. Caesar's skirmishes will embrace every major battle
during the Roman Civil War, and historians will no doubt be pleased to learn
that it'll be kicking off at unpronounceable locations like Vercellae, Chaeronea,

Activision have gone mission pack crazy this month, what with
the announcement that Quake Il is to get its first (and probably not
its last) expansion pack entitled The Reckoning. Dark Reign will also
be benefiting from the same treatment (see p17).

Under the watchful gaze of iD Software, Xatrix Entertainment (the
people responsible for bringing us the hilarious Redneck Rampage)
have been doing the business on Quake /Il and have come up with
three all-new campaigns which send the player out as part of an elite
combat unit to destroy a secret alien base. As well as new aliens,

three weapons have been added including a particle shotgun™
and an energy trap™ (the latter device transforming victims into
‘food cubes’ — whatever they are). Oh, and there’ll be some decent
multi-player levels in there too (Thank heavens for that — Ed). &

(Top) Hex-based shenanigans in Semper Fi.
(Above) That ‘Carrier' game thing.

Pulls me down so quietly

Dyrrhachium, Pharsalus, Ruspina, Thapsus and Munda.

Finally, come April you'll be presented with a stunning opportunity to run your
own business courtesy of the optimistically titled /ndustry Giant. Open factories!
Develop transport networks! Set your own prices! Exploit new technologies!
Hours of fun for all the family... @

(Above) Become an Industry Giant and pollute the planet, courtesy of I-Magic.
(Above right) Life during Caesar’s reign must've been a barrel of laughs.

You are about to step into a
hitherto uncharted territory of
the PC gaming world... This,

we believe, is the long-overdue
introduction of a new movement
in gaming history entitled
‘meditation gaming' The game

is to be called Gravity, and those
who have seen it describe it as
a “simple, peaceful first-person
perspective, non-violent freefall
game”. It contains no weapons,

no enemies, no nuffink. In fact, it

all looks quite, er, bare in there.
Developers Seven Shades (Nice name - Ed) are confident that this new kind of sedate gaming
will catch on, and are hoping that Gravity will revolutionise the way in which we play our games

in the future. So what'll be, Gravity or Carmageddon II? Tough choice. €
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! Reign

is announced

Activision's C&C beater, Dark Reign, is
to get the mission pack treatment with

the release of Rise Of The Shadowhand.
Over a dozen new units are promised
along with more than 18 single-player
missions. With new multi-player maps
and two new armies, players will also

be able to play co-operatively with
Al-controlled armies. New features
include road building (which facilitates
movement) and marsh-creating (which
doesn't). Some of the best player-

Motorcycle Emptiness

Ten grand doesn't go far these days, but with that amount of money in your
arse pocket you could treat yourself to a top of the range Castrol Honda Superbike,
its 750ccs delivering an illegal top speed of 200mph. Alternatively, poor boy, 35
nicker will buy you a copy of Castrol Superbike World Champions, simultaneously
dispensing with the need for leather trousers and effectively reducing the risk of
leaving chunks of skin and flesh on the highway.
Published by newcomers Interactive Entertainment, the game has been officially

licensed and developed with

technical assistance from the

Castrol Honda team. Putting
the player astride a Honda
RC4S5, the action takes place
all over the world, including
Britain, Greece, America,
Japan and Thailand, realm
of the lady-boys. The Isle

Of Man is represented too,
home of the annual carnage
that is the Manx TT. So, on
9 April: think once, think
twice, think BIKE! Z)

[f o youlre

going

toldravwiagline in tbe

created levels will also be squeezed
onto this add-on disc, the release
of which is scheduled for March. For
gorier details, why not point your
browser at www.activision.com.

Mother Krusher

Krush, Kill ‘N’ Destroy, that fine real-time strategy game from Beam
Software released some time last year, is due to make a comeback some
time soon. In April actually, to be precise. Again, Electronic Arts are doing
the publishing honours, and again the RRP will be £39.99. What has
changed though, is much of the game itself. Forty years after its first
outing, KKND 2: Kollateral Damage sees the return of The Survivors and
The Mutants, but in a more evolved form. What this translates into is
loads more weapons, loads more enemies, loads more destruction. Which
is what this game is about, after all. KKND fans will be pleased to know
that 45 single-player missions are planned, as well as true-sight fog of
war, eight-player link-up, a unit editor and 20 multi-player maps. (7]

sande e e



title Reah will become the adventure

game of 1998, At least things seem to
| be on the up in the ‘pre-rendered 3D
and Riven (both of which we slated), bore ‘em up’ genre though, as Polish
Project Two are hoping that their new | developers LK Avalon are claiming a

Riven should have been ~ half-decent
The CD is released in April, followed by
an enhanced DVD-ROM version soon
after. Check out Project Two's website
at www.project2.com for more info

specialised 3D graphics engine that |
flicks screens instantaneously. Reah has
a 'stuck in an alternative reality’ plot,
multiple endings and non-linear story
development. In short, it could be what

Reah to take on Riven

Calling itself a cross between Atlantis

o ° ° °
Unfinished business for KIXX
Jic v
Eidos Interactive’s budget range that'll help put those pesky independent
is to undergo a makeover. The retailers out of business, right Satan?
[ existing cheapo brand — the long- On a brighter note, since KIXX is now
: standing KIXX label - is to have a cut-price range, Eidos have craftily
7)) ;; = its prices slashed to the very created a new mid-price range to
) k. N . ks e marrow, down to a mere £4.99. replace it — the Premier Collection.
> s === - More money for beer and crisps, Jesus. Some people. Anyway, its
ki r then. Or whatever. This price drop line-up includes some bona fide
will be accompanied by a widening bargains such as Tomb Raider |
My Story z of available outlets, so you'll (with a previously unreleased
soon find KIXX games lurking in add-on called Unfinished Business)
AP S S G supermarkets and petrol stations. for £14.99, and Duke Nukem 3D,
G S e T s o e e Not that there's any reason for Championship Manager 97/97,
T T e SO e S them to be there in the first place, Blood and Under A Killing Moon
[~ ] o Tareen but hey - it's another small step all clocking in at £12.99. Yum. @
B e st et
S— et
i 2
e RS What’s that perfume called:?
The current trend for games developed without a publisher
continues with 8th Wonder's Drachen Zor. It follows the story of
the Emperor of Drakkor's open invitation for warriors to fight for
the title of ‘Warlord of the Dragon Gate' in a full-on 3D fighting
s = environment powered by the new real-time rendered ‘V-Engine’
- examples of which can be found at www.8wonder.com.
0 With V-Engine, 8th Wonder are hoping to create a ‘real organic’
= look, and
judging by  /
3 % first impressions gleaned
from their site, it all looks
very professional indeed.
How it plays though is
< another matter, and with
no sign of a publisher as
yet, we may yet see legions
5 of lonely Goths drinking
i snakebite in crematoriums
around the country. Z
Once upon a time - or three years ago to be more precise - there was a 2D platform
game featuring a character called Jazz Jackrabbit (although given the rabbit's legendary
reputation, the name Jiz might have been more appropriate). It was voted, it says here, PC Arcade
Game Of The Year in the
US - probably by readers of Big-Eared
Herbivorous Mammal Lovers Monthly.
Whatever, it looks like he's about to
make a comeback in another thrilling
adventure. And, as the Project Two press
release boldly states: “While nearly every
other platform hero has been given the
R @ ' 3D treatment in the past year, Epic has
B o ) 3 decided not to take Jazz into the third
D 2 dimension.” Cutting edge, then. Anyway,
2 7 who knows, it might still be fun - we'll
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find out in a full review next issue. @




we qaﬂlel' It;s qood, then? there's every chance lI‘ could be Raider ‘N beater. And odd

Developers Future Endeavours seem ooks like they might
Running around chasing imaginary confident that The Gatherer, their | Five multi-levelled worlds should gi
demons may not be everyone’s favourite ‘ first/third-person perspective time- the player enough room to w
pastime just now, but come the summer travelling adventure, will be a Tomb mayhem, not to mention the fairly

Those meddling S[ifY Frosty sew BN

T Hexen Il Mission Pack:
4 , = Portal Of Praevus is Raven
Fire up the campervan and get the gang together for J | Software’s first fully-endorsed

this gruesome arcade adventure! | Hexen Il add-on for their smash
—— ol . S hit Quake-engined hack ‘em

Looking like something of a cross between Scooby Doo and Tomb Raider, 5—‘ z ::4‘-'6;.'; 3 _‘ - up and is to be released by

Gee Whiz Entertainment's forthcoming Gruesome Castle wholeheartedly embraces .‘;’j‘ 5; Activision during February.

the 3Dfx revolution in its own unique cartoon manner. Using vibrantly coloured I L. . RN Initially returning players to

polygonal environments and fully controllable 3D characters, the development - T == the land of Blackmarsh, Portal

house is promising gameplay that “combines the 3D freedom of Nintendo's Of Praevus extends the Hexen Il story over and through the icy

Mario, with the classic adventure gameplay of LucasArts’ Monkey Island series.” climes of Tibet as the player attempts to stop an evil wizard

Gruesome Castle follows the exploits of Jake and Anna King, and their pals resurrecting the ominously-titled Serpent Riders.

Skip, Wendy, Brad and dino-monkey Jeepers. Together they form There'll be 15 new levels to explore, plus three new enemies

the Gee Whiz! Mystery Club — an adventurous gang of teens ) and an all-new player character class called ‘Demoness’. Expect

who travel the world solving mysteries and generally meddling lots of running, jumping, ducking and diving through intricate

in other people’s business. Sounds like it could be a lot of levels, tunnels, ice caverns, catacombs and oh, an ancient Buddhist

fun — read more about it at www.geewhiz.com.au. @ Temple as well. A tweaked -

physics model also allows for
realistic snow and wind effects
Players may also want to leave
a window open and turn the
heating off for further realism
Check out www.hexen2.com
or www.activision.com for
further details. @

) W -
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make sure you have 1eadj1n
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tngineered like ne
Ormer driving game

1] » a~r—§ b .
-z:in) - www.gremlin.co.uk :
Pt (S 8 Gremlin

LL(

€ 1998 Gremlin Interactive Ltd. All rights reserved. All other trademarks are properties of their respective owners.
Gremlin Interactive Ltd, The Green House, 33 Bowden Street, Sheffield ST 4HA. Tel: +44 (114) 279 9020. Fax: +44 (114) 273 8601.



ut and keep Quak
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This 3D adventure in the cutesy mould of Nintendo's Legend Of Zelda Il
is an epic story based loosely on the Chinese folk tale The Legend Of Monkey
King. The game follows the amusing adventures of a young hero named
Monkey. His quest? Simple: restore harmony to the Three Worlds by finding
eight missing

chapters of the # A )
Magic Story Book ‘ Sl
There are 16 \ Ly & .
gadget-packed ey
dungeons, 45 . LI e x
different enemies and 14 special bosses to overcome =
Blam! have promised lots of Zelda-esque antics, and .
you'll need to use grappling hooks, power gloves and
other special items to help win through in the game
The programmers clearly like the aforementioned
Nintendo classic quite a bit, and if Monkey Hero is ;
anywhere near as good as Zelda we should all be in XA
for a massive treat
Monkey Hero is due out in the summer through -

BMG Interactive — make sure you're ready to give it
a blummen good spanking. &

Strategic Park:

LA The Lost World

The military flight sim sack looks set
o to burst with the pending arrival
~ Ry of F- 1§ Aggressor from Virgiq
{ « % Interactive. Developed by GSI, it
\a will accurately replicate the F-16
Falcon flight model, and certain military-only
features apparently had to be removed before the
game was approved (You mean the bugs? — Ed).
The beautiful African scenery of Madagascar, The
Rift Valley, Morocco and Ethiopia will be featured
over the course of 40 varied missions, enabling
players to destroy buildings, roads, planes, boats,
helicopters, tanks, trains, animals and people,
in approximately that order of importance. F-16
Aggressor will take to the skies this spring. 2,

-

‘L

game set entirely in Neanderthal times, although thanks to
artistic licence it will include dinosaurs. You take control of a

instead of developing sophisticated weaponry, you'll develop
the throwable rock. Probably. You can also capture and train

and uniquely, you'll also be responsible for improving your
tribe’s gene pool: it'll be up to you who gets to shag who. Try

Dawn Of War, on its way from VIE this summer, is a strategy

tribe, battle other tribes, and generally try to be a bastard. But

dinosaurs (to clean the cave while you're at work, or whatever)

to get a bit of inter-familial variety going, or you'll end up with
a tribe of drooling banjo-player-from-Deliverance lookalikes. @  p

Tracking the
hottest games
and their current
release dates

1 8 Wedalk

N

E

Populous 11l (EA)
The X-Files (Fox Interactive)

Grim Fandango (LucasArts)
Incoming! (Rage)

ST: First Contact (MicroProse)
Tanktics (BMG)

Unreal (GT Interactive)

Descent FreeSpace (Interplay)
Daikatana (Eidos)

Earthsiege 3 (Sierra)

EBT Tank (DID)

Half-Life (Sierra)

SiN (Activision)

The Dark Project (Eidos)

Duke Nukem 4 Ever (GT Interactive)
Falcon 4.0 (MicroProse)

FIFA: World Cup 98 (EA Sports)
Gabriel Knight 11l (Sierra)

Blood Il (Monolith)
Grand Prix Legends (Sierra)

Evolva (Psygnosis)
Prey (GT Interactive)

Championship Manager 3 (Eidos)
Civilization 11l (MicroProse)
Diablo Il (Blizzard)

Blade (Gremlin)

Settlers Il (Blue Byte)

Carmageddon 2 (SCi) ——
FIGP3 (MicroProse)
Messiah (Interplay) ———

PG (DB ==ttt emm———
DS (ER)  ~eeeme———

Anachronox (lon Storm)
Dungeon Keeper 2 (EA)
Total Annihilation Il (GT Interactive)
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Get with the program

Boffins at the University of Manchester are
appealing to programmers from around

to run on what was 50 years ago the

world's very first computer. The ‘Baby’, or

Small-Scale-Experimental-Machine, first
saw the light of day on 21 June 1948,

anniversary. All the competition rules,
as well as a downloadable simulator,
can be found at the University website
www.cs.man.ac.uk/prog98. All entries

| and the winning Egghead will be invited

to run his or her handiwork exactly 50
years after the first ever program was run,
providing a highlight of the anniversary

the world to write a new piece of software

and is being vebm‘v to celebrate its 50th

- ew Year, New Lara. It's true; ories all over the
country have been put on standby following the appointment

of the new Lara Croft. With the demise of the ‘whining’ Rhona

- Mitra and her ever expanding breasts, the adventurous English rose is

now to be portrayed by, of all things, ;.Ffenéh woman. Model Vanessa
Demouy has been given the nod and has already appeared in a French
__magazine sporting various costumes, including wetsuit, evenlnq gown, .

 bikini, outdoor wear and classic Lara apparel. Predict: nough, a
series of ‘mucky’ pictures have also been doing t nds on the
Internet and | can confirm that she is an ctive lady

~ With whom I'would undoubtedly enjoy exploratory sexual intercourse
on a regular basis. Havlnq said that, she may look sensational but bear
in mind that due to her country of origin she often squats above a hole
inthe ground to perform hermmonséﬁguain, it's probably better
if you don't. Moving swiftly on, Ms Demouy has already recorded the
obligatory dire pop single, and it is indeed an aural atrocity, single-

. handedly destroying any credibility French music may have recently

® ollnod. Still, great buns... whatever that means.

Lauded by many as the publicity force behind the success of Lara
g = although her outsized chest may have been a greater influence
~ Eidos Interactive's top marketing bod Larry Sparks has now left the
company to become vice-president of European marketing at Interplay.
Other Tomb Raider personnel already involved with Interplay include

~original game creators Toby'Gard and Paul Douglas, who have set up =
a development partnership called Confounding Factor. F

More Interplay news concerns their apocalyptic real-time adventure

~~~game Of Light And Darkness, devefoped by Tribal Dreams. Apparently
they have recently finished filming some action scenes, and the various
luvvies involved have been heaping praise on each other. The game stars
James Woods as Gar Hob, the Dark Lord of the Seventh.Millennium, and
Lolita Davidovich as Angel Gemini, a former Las Vegas showgirl who sets
out to prevent Gar Hob from entering the world as the Anti-Christ. The

__g%;or Of Light And Darkness is David Riordan, and he gushed: “We
were ’glxclted that James and Lolita liked ti the script. I'm a big fan of

\,.wtholr work and thought they would be the ideal couple to bring Gar Hob
and Angel to life.” Great. Really great.

" Less charitable news involves the legal wrangle over the Civilization
trademark. MicroProse have filed a lawsuit against Activision, whose
claim to the name is based on the grounds that they bought it from

= Avalon Hill: MicroProse feel that Avalon Hill had no-right to'sell the -
trademark, and in response to their actions have acquired Hartland
Terfoil Ltd, who created the original Civilization paper game in 1980.
Aulon Hill only began distributing the game outside Europe as of 1982,

m'lord. The vice-president and qm counsel of MicroProse, M Kip
Welch, gnashed: “MicroProse is the publlsi; fthe classic Sid Meier's
Civilization family of computer game products and the pre-eminent
holder of worldwide computer game and board game rights under the
Civiliz trademark. By bringing this lawsuit, MicroProse are serving
n hat they are determined to protect their Civilization brand and

- ectual property.” The stakes are extremely high, as the franchise
has sold more than two million units worldwide. And that kind of money
buys a hell of a lot of pies.

'@ ~~ There's more mither at Sega, whose European office has ‘released’
m rs of staff. This may seem small potatoes, but percentage-

's as drastic as the US cutbacks that occurred a few weeks ago.
. -Further unemployment news comes from 3D0, who have been forced
to sack seven people due to the shelving of Might And Magic Online.

Ho hum, at least I've still got a job. Bye.

.
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| must be received no later than 31 March,

celebrations.

When ammals retreat

Sim Safari should be something

of a laugh when Maxis/Electronic Arts
release it this coming spring. If you're
childish - like us — the first thing you'd
set up would be the chimp hut. If you're
a skunk, it'd be a marketing department.
But anyway, Sim Safari will appeal to
those of us who like to keep large
dangerous animals cooped up in small
cages, as well as those of us that don't.
Actually, you can make the cages any
size you want, so if you really want to
cut down the guilt factor (you politically

correct geek), you'll be happy to hear that there’s absolutely nothmg to stop you putting three
hippos in a leafy 20 square mile area of their own. Right-minded individuals would of course
drop a few lions in there to keep them on their toes... @

Back to the future

Recoil is a 3D blast-the-shi

out-of-everything-em-up, set in yet another

all-powerful-computers-have-taken-over-the-world future scenario (Mmm. Looks

like you get this month’s Use of Consecutive Hyphens Award - Ed). The premise

is that you're a present-day kinda guy, asked by hackers of the future to remotely

e B control one of their tanks in a
fight against the machines. It'll
have the traditional vast number
of blast ‘em up pick-ups -
remote-controlled mines, lasers
that bounce around corners, and
so on - and since most of the
environment can be tactically
(or even just mind-numbingly
violently) destroyed, promises
action a-plenty. You can expect
to see it from Virgin Interactive
around June.

A few last-minute musings as
we go to press... Infogrames
have still to make public a
release date for the recently-
acquired Heart Of Darkness,
despite all our constant
badgering. Hopefully we'll be
able to give you some idea
next month. Oh, and Perfect
Entertainment have announced
that the full title of the third

Discworld game will be
Discworld Noir.
Rayland, the people
behind the smart-looking
Mad Trax, have another
game in development
called Big Bang, details
of which they are
currently withholding.
We've seen some shots
though, and must say it looks
interesting. Well, we'll just
have to badger them too.
Final Fantasy VIl is
currently in R&D at Square
Japan. US sources claim that
we'll see the final game
“hopefully before the end of
the 20th Century”, although
an announcement will be
made “before the end of ‘98",
In the meantime Square are

putting the finishing touches
to their latest adventure
Parasite Eve, which is looking
rather special.

Warren Spector's new
game at lon Storm is going
to be a ‘spy’ adventure which
will use the Unreal engine
to turn backflips and impress
us all. Assassination, covert
operations and a blatant
disregard for human life is
on the cards, but as the game
is only just leaving the design
doc stage, we have precious
little else for you. The bods
at lon Storm are hoping for a
short development schedule
(it'll use the Unreal engine,
remember), so we should have
more details on it for you, like,
real soon ya'll. €3
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ro DON'T KNOW IF You uum:;o ‘BUT/D0 THESE wmsumv THEIR. LACK nr EVEN m
- SHINY,UNIFORMS AND BRAND NEW GUNS. SPEND MOST OF THEIR TIME FIGHTING EACH OTHER i

1S THEY REALLY BlEED Gllllll 'WHEN cur IIP

nmn mwemm SE(LS T0 REALISE THEY'RE lHMIIE nsm GAN'T UM DERS
mmmns 'EVEN FROM THEIR LEADERS, SO THEY SPEND ALE YHEIR TIME FALLING OVER THEM
 TODEFEND THEIR THICK HAIRY REARS, GCAN'T UNDERSTAND WHY THEY. : ;
m SENSE m:! mnm nm ﬂluecmv n STAY: suu \mllg m

nunmmm HYGIENE SKILLS 1S MATCHED ONLY BY THEIR' ARROGANCE.... MINCING AROUND lu lwv -

RNY HUMAN WILL'SELL DUT HIS ENTIRE RACE FOR MINIBFII[ 0LliB!lll'lﬂllﬂlI IIIIE IIEIIE

; MIIST BAGES ARE PRETTY LOW DOWN, BUT THEY ARE ALL EllllﬂllY DISGUSTED AT THE FACT

THAT' SGOHPS CAN'T EVEN FACE THEIR ENEMY SQUARE ON - THEY HAVE TO SNEAK ABOUT UNDERGROUND

ORE THEY ATTACK: THE BEST OPUION 1S TO GAS THIS GENETIC TRASH IN THEIR-TUNNELS AND HOPE THEY

AT Wﬂ TILISE SIIMETIIIIIG ......... HOWEVER, THEY'RE BOUND Tl FIND EVEN BEING MANURE A
l.l'l'll! COMPLICA ﬂlll THEM. * *

'EEHTMGEEER 0I0 | SAY HUMANS WERE ARROGANT? NOTHING COMPARES TO A BENDIAN MERC,

GIIIIS GIFT TO THE UNWEBSE IN THEIR OPINION. OVER MILLIONS OF YEARS OF NATURAL SELECTION AND
EUGENICS HAVE PRODUCED THE UGLIEST SONS OF BITCHES IN THE KNOWN UNIVERSE. WILL STOP AT
NOTHING TO CAPTURE, KILL AND OVERRUN ANY SETTLEMENT OTHER THAN BENDIAN MERC, (ALTHOUGH
THEY'RE NOT ADVERSE TO ‘HAVING A GO’ AT THEIR OWN KIND). “MERCY IS FOR THE WEAK™ THEY SAY. WELL,
DO THE UNIVERSE A FAUOUR WHEN YOU SEE A BENDIAN MERC, GIVE'EM SOME OF THEIR OWN MEDICINE, AND
POUND THEM MONGRELS INTO THE DUST.

f--—-.\—fn

Storm over Gift 3 is a trademark of lon Storm L.P. All other trademarks and trade names are properties of their respective owner



It's update central at PC Zone this month - it's
that time of year again when the reviews dry up
and the previews hit thick and fast. Seen scattered
about this page are the latest in-game shots from a
number of forthcoming titles, all of which we reckon
could be rather, rather big.

Mysteries Of The Sith (LucasArts)
Mysteries Of The Sith, as Charlie pointed out last issue,
will have an additional female character in the leading
role. You know, a female - with tits and that. Anyway, in
true Jedi Knight fashion, this force-wielding babe will

get to leap and hack through vast, beautifully
designed levels (from the same team as wot did
Dark Forces ), while topping a number of new
enemies along the way. Jabba the Hut has been
spotted on one level, as has a huge tentacled
creature with many arms. You're a little
short to be a Stormtrooper - these are
not the droids you are looking for.

Golgotha (Crack.com/Telstar)

Here, have a look at these - the very latest shots from the
game they're all calling Golgotha. Publishers Telstar Electronic
Studios have since stepped in to secure the distribution rights
for Europe, Australasia and parts of the Pacific Rim, wherever
the hell that is. Golgotha is being
developed by Crack dot Com who

are based in Austin, Texas, which also
happens to be the setting for Richard
Linklater’s slacker film, Slacker. Crack
dot Com previously gave us Abuse,
and Golgotha promises to be a careful
marriage of 2D and 3D gameplay in an
action strategy format with a strong
storyline, We'll see.
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Plane Crazy (Inner
Workings/Europress)

Inner Workings’ new flight racing extravaganza
Plane Crazy is almost finished. We've already seen
a playable version showing new, previously
unrevealed courses and vehicles. You

can now see some of it for yourself

as there's a playable version of

the ‘Border Dash’ level on this

month'’s cover CD - you'll find

the rest (Monument Rush,

Rain Forest, City Run and,

ahem, Docklands) in the full

version which is due out in

March. Judging by what we've

seen so far, Inner Workings are

set to deliver a stunning-looking,

speed-freak racing game of a

seriously challenging nature - there’ll

be no time to admire the gorgeous scenery

as you duck and dive to stay alive in some of the
most deviously designed and danger-fraught races
ever. Keep ‘'em peeled for a full review of Plane
Crazy next issue.

Motorhead (Digital

lllusions/Gremlin)

One thing's for sure, Digital lllusions’
forthcoming Motorhead (no relation
to the band, by the way) certainly
loves Zone’s new P233s. With 64Mb
RAM and a zillion-speed CD-ROM drive
it glides along at a silky 30-plus frames
a second - and that’s just the software
version. This futuristic racing game is
already proving popular in the office
over a network, and that's with only
three of the eight available courses in
any sort of playable form. In spite of
a general reaction of “That's never
software...”, 3Dfx versions are still
planned, so prepare yourself for silly
speeds some time around April when
Motorhead is wrapped up and finally

let loose to the lions.
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TRAIGHT IN AT THE NUMBER ONE SLOT THIS MONTH IS GRAND THEFT AUTO. THIS 18
certificate game has been the subject of a fair amount of controversy since its release
due to its joyriding connotations. The fast-paced game gives players the chance to
drive dozens of varied vehicles around America’s toughest cities outwitting rival

gang members, mercenaries, hired killers and an entire police force. Certainly an

exciting option if nothing else, and worth checking out

if you're of adult status.

To take part in this month’s Our Price Top 10 prize giveaway, just
put pen to paper, answer the question below and send it in to:
PC Zone, Our Price Competition (61), Dennis Publishing Ltd,

19 Bolsover St, London W1P 7HJ.

Our Price Question:

WHO DEVELOPED GRAND THEFT
AUTO?

Rules and restrictions: All entries must be received by Friday 13 March
1998. No correspondence will be entered into. Multiple entries will not be
accepted. The Editor’s decision is final and the winners will be notified

by post. All other usual restrictions apply.

GRAND THEFT
AUTO
(BMG)
£34.99

CHAMPIONSHIP
MANAGER 2 97/98

(Eidos Interactive)

TOMB RAIDER Il
(Eidos Interactive)

QUAKE I

(Activision)

MYTH: THE FALLEN
LORDS

(Eidos Interactive)

DEPTHS OF DOOM
(One Stop)

s

FIFA 98: RTWC
(EA Sports)
£34.99

L

WORMS 2
(MicroProse)
£29.99

1

BLADE RUNNER
(Virgin Interactive)
£34.99

MONKEY ISLAND 3
(LucasArts/Virgin)
£34.99

Ak

W
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LIGHTNING REFLEXES AND

Mucrosoft:
Windows 95

Balls of Stee™ ©1997 Pinball Wizards. All Rights Reserved. Created by Wildfire StudiosPty. Ltd. in conjunction with Pinball Wizards. Microsoft® and Windows® are registered trademarksof the Microsoft Corporation. Published and distributed by GT Interactive Software Corp.
GT™ is a trademark and the GT logo® is a registered trademark of GT Interactive Software Corp. All other trademarks are the property of their respective companies.
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Peter Molyneux may have
left, but Bullfrog aren’t fazed.
There’s still plenty of talent
squatting on the lily pad, as
Charlie Brooker discovered
on a recent visit to their

Guildford HQ.

ULLFROG'S GUILDFORD HEADQUARTERS

look decidedly sinister: it's an imposing

mass of anonymous steel, curved glass
and corporate logos. If this were Hollywood,

it'd be the kind of place where a faceless team

of scientists could covertly manufacture an android with
the face of Yul Brynner, put the finishing touches to an
ED-209, or finalise the packaging for sausage 'n' tomato
flavour Pot Mash. Either way, the building's size and
contemporary styling leaves you in no doubt whatsoever
that the inhabitants are a) young, b) successful - and
possibly c) sinister and deranged.

Inside the building there's a network of partitions, cubicles
and apparently empty offices, plus a conference room, where
PC Zone finds itself chinwagging with several of Bullfrog's
foremost 'talents'; namely Glenn Corpes (Magic Carpet
maestro and project leader on Indestructibles), Alan Wright
(team leader Populous: The Third Coming), Dan Blackstone and
Simon Carter (who both worked on Dungeon Keeper and are
now tackling a ‘mystery project’), Alan Wright (Populous /1),
and Sean Cooper (overseeing Dungeon Keeper ll)...

PC Zone: Okay, first of all, what's this new Theme game?
Dan Blackstone: | know... but | can't tell you.
PCZ: Can we try to guess what it is?

DB: If you like.

PCZ: Theme Reading Festival? Theme
Government? Theme Numbskulls? Theme
Nunnery? Theme Bedlam? Theme Arse?

O

Illustration shown
opposite (clockwise
from top left): Glenn
Corpes, Sean Cooper,
Dan Blackstone, Alan
Wright and Simon Carter.

...Bullfrog

DB: No. But those aren't bad suggestions. Let's call it Theme X.
Simon Carter: Not even Theme X. Just X.

DB: Aside from that, we're also doing Theme Park 2, which will
have a completely new engine.

PCZ: How new?

Glenn Corpes: You'll be able to generate i
won't be generic objects designed befor
You'll be able to say “Right, | want this t
made out of this kind of material”, and so
will generate a 3D mesh for it. Also, the ori
was set on this big flat piece of land: there's
we can't use a more realistic landscape in the
are some changes that make a big difference, ut even
going into the whole gameplay side of it, which
brilliant. It's still early days, but just changing th
behind it suggests all kinds of new gameplay idea
PCZ: In what way?

GC: Well, for example, the castles in Magic Carpet
the game at all until a couple of months before the e
got the landscape effects working and then somebody
“You could build castles out of those" - and that becam
focus of the game. When we started we had no idea therl
even be any castles in it. Piling a lot of new technology in
Theme Park 2 will suggest new directions for the gameplay
as we write it - we're not going to pretend we know exactly
what's going to be in the finished version, because we don't.
PCZ: It sounds like the creation of a Bullfrog game is a
rather organic process...

SC: Yeah. The reason Keeper took so long was because we
didn't actually know what we were doing from week to week.

3D Studio.
his type of car,
and the engine
Theme Park

“Some companies make you work
to a concrete game design. Where
is the fun in that?” Simon Carter

Here's

' a taste of

~ what to expect
from Populous I,

set for a May release.

We'd think “What shall we do now?", and then put in some
chickens for the player to slap about. We just kept fiddling
with it. | think that's why Bullfrog games are so creative and
have that unique feel; we just keep playing with them, toying
around with things. Some companies will present you with a
wad of notes and a concrete game design to adhere to - but
where's the fun in that? The fun is playing around with it and
trying to make it your own thing. That's how Dungeon Keeper
turned out the way it did; if Theme Park 2 and Indestructibles
go the same way, they can't really go wrong.

GC: You can't sit there and design a game from scratch.
There's been many a time I've seen games saved by an

idea from a level designer two months from the end.

PCZ: It must be hard now that Peter Molyneux's left -
not necessarily from a game design point of view, but
from a publicity standpoint...

GC: Yeah. Peter was a good programmer and a brilliant game
designer. The culture he set up at Bullfrog was probably quite
unique, and that survives intact. But yes, we've lost a very
good PR man and a very good game designer. He only ever
worked on one game at a time while he was here, though.
Apart from the odd design meeting here and there, the only
ones he was directly involved in were Populous 1 & 2,
Powermonger, Theme Park and Dungeon Keeper. Also, for P

O
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<« the last two years, he wasn't actually here a lot of the time -
he was away working on Dungeon Keeper - so it's not as if he
suddenly 'left' when Lionhead were set up.
PCZ: Why do you think he left?
GC: For the reasons that he's given. The thing to bear in mind
is that he was very much involved in the running of EA as a
major worldwide corporation, so he had to fly around the
world having meetings and stuff. So when he says “the
corporate side got me down", he doesn't mean a bunch of
suits walked in the door and told him how to run Bullfrog, he
means that he got pissed off with having to fly to the States
every few weeks, when he could have been programming.

“We definitely feel the need to
prove that Bullfrog still have ‘it’

now that Peter’s left.” Glenn Corpes

"

PCZ: Do you feel pressure to prove to the gaming public
that despite Peter's departure, Bullfrog still have 'it'?

GC: Definitely, yeah.

Alan Wright: But we don't want to rush things. | think that
everyone in this building will agree that the most important
thing to do is concentrate on producing high-quality games.
SC: Bullfrog's always been about producing good games and
not caring about the deadlines - and that shouldn't have to
change just because Peter's left. And certainly, Bullfrog's a lot
bigger than just one person. One person leaving, no matter
how good they are, isn't going to cause the overall quality to
come crashing down.

RL: But he was an enigmatic figure... and a brilliant PR guy.
PCZ: With such a recognisable figurehead, it was easy for
the media to concentrate on Peter rather than the rest of
the company. His departure could mean that you receive
more recognition for your achievements than in the past...

Du_n.g.can uccp_ch_ 2

Bullfrog have
already set
themselves
high standards
with games
such as Theme
Hospital.

While seated around the table chez Bulifrog, we took

the opportunity to ask about some of the company’s
forthcoming ventures. Glenn Corpes spoke at length

SC: Maybe. But that's not what we do it for.
PCZ: No plans to slap your faces on the front
of the packaging then?

SC: (Laughs) No. Or our names. |
wouldn't want titles along the lines
of Sid Meier’s Gettysburg, where
the name of the programmer's
bigger than the game title.

PCZ: That could work against
you, couldn't it? David

Braben can't be too happy
following the First Encounter
debacle...

DB: Or Kevin Toms, the soccer
management guy. His face was
on the front of every one of

his games, and then apparently
somebody recognised him in

a 'His n Hers' page in Fiesta or
something, posing nude with his
wife. (Erm, allegedly - Legal Ed)
SC: (Giggles) Sorry. | was just
thinking... can you imagine Peter
appearing in Readers’ Wives? @




MicroWorks CSW350 SoundWorks CSW200
“If you want the best “Don’t be fooled by their
computer speakers that size, these play like there’s

- money can buy... these are  no tomorrow...
e _— ' ec e the only ones.” Go on, treat yourself.”
- PC Review - PC Review

Rev up your PC's Sound Blaster® sound card with Creative's range of
3-piece speakers and you'll be transported by the most realistic
audio experience you've ever heard. Live every moment. The roar of
the wind, the engine and the crowd. Every bump and every bend.
This is as real as it gets. Designed by Cambridge SoundWorks®, the
home audio experts, our amplified subwoofer/satellite speakers
deliver scorching power and performance plus highly realistic, wide-
range sound and thunderous bass. Experience the phenomenon at
Twin turbo satellite speakers your nearest retailer or call 01245 265265 for more information. Now.
1
Features and specifications
® Separate floor-standing subwoofer for 4 times the bass output of traditional speakers
® Electronic contouring tailors output for smooth, natural sound
@ Bi-amplification of bass and mid-high frequencies for high volumes without distortion
® MicroWorks CSW350" (featured above) Power output 68W (RMS) total: Frequency

response satellites 150Hz -20KhZ: Subwoofer 10 Hz-150Khz: Total harmonic distortion
less than 1%

Supercharged sub

MicroWorks CSW350 SoundWorks CSW200

Speakers from the Sound Blaster People

WWW.SOUNDBLASTER.COM

© Copyright 1998. Creative Technology Ltd. Sound Blaster, the Creative logo and SoundWorks are registered trademarks and MicroWorks and CSW350 are trademarks of Creative Technology Ltd

All other brand names and product names are trademarks or registered trademarks of their respective holders. All specifications are subject to change without prior notice.
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e AVING ALREADY DONE THE
& business on PlayStation,
Micro Machines V3 is
coming to a PC near you.

oy As is 1111, whatever
that means.

OR THOSE UNFAMILIAR WITH THE FIRST

two instalments, Micro Machines is a
top-down racing game involving tiny toy cars
steaming around some curious household
locations. Eschewing ultra-realistic simulations
of real tracks, the races instead take place over
scenarios such as the top of the bath, a pool
table and even the breakfast table, with tea
and toast providing unorthodox obstacles.

Essentially a multi-player experience, it's
carved itself a niche in gaming history by being
one of the best games to play on returning
home from the pub - drunk and pissed up on
booze — with aptitude at the game acting as an
impromptu surrogate breathalyser. Those who
find themselves regularly careering off the
screen are well advised to take a taxi home

For the first time, the all-new version will
feature 3D-modelled environments — with 3Dfx
support — comprising 48 tracks littered around
the familiar Micro Machines world, including a
school desk, science lab, beach, restaurant and
garden. The 32 vehicles - sports cars, buggies,
power boats, monster trucks, transmutable cars
and camper vans among others - can also be
fitted with hidden weapons such as forcefields,
fireballs, mines and even a bonnet-mounted
hammer, which we are assured delivers
earthquake-like blows. A further unique tool
in the armoury is a grabber claw which snatches
an opponent’s vehicle from the track and hurls
it to the back of the race - something that
could doubtless become intensely annoying to
the party being hurled (hee hee).

In keeping with past efforts, this version of
Micro Machines will again feature an array of
suitably wacky drivers. Spider is a Home Counties
buffoon who permanently wears shades to
disguise his lazy eye. Jethro is a Jamaican
who enjoys reading detective novels. Jade is
a Scottish soapdodger, and she likes sleeping
and ambient music. Cherry from Chelsea enjoys
riding her pony and making potions with her
chemistry set. Chen from Japan spends entire
weekends watching his collection of Manga
videos with the curtains drawn. Bonnie from
Sarf London raps in an all-girl group. Dwayne
from California gets off on snowboarding,
surfing and skateboarding. And finally, Walter
from Rotterdam enjoys surfing the Internet
and eating Pot Noodles

Although network capabilities have yet to
be announced, there should be support for up

to eight players, with race modes including

head-to-head, challenge, time trial, keepsies, Developer: Codemasters

teams and party play. Players will also be able Publisher: Codemasters

to collect, test and gamble special prize cars. Release date: Spring
Codemasters will be releasing Micro Machines

V3 in spring this year. Vrooom! @

Website: www.codemasters.co.uk
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(3Dfx Enhanced Editions)

Turok: Dinosaur Hunter®

Mechwarrior® 2: Mercenaries™

Interstate ‘76™

WWwWw.jazzmm.com
Tel: 0181 561 8484

MULTIMEDIA.

997 Jazz Multimedia, Inc. Jazz Multimedia is a registered trademark and Adrenaline
Rush 3D is a trademark of Jazz Multimedia, Inc. All other product names are trademarks of
their respective holders. Specifications are subject to change without notice
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HEN IT COMES TO FOOTIE
management games, can
anyone topple the mighty
occer manager
is our man in
the commentary box.

VER THE NEXT FEW MONTHS SIERRA,

Gremlin, Virgin, Ocean, MicroProse and R e T
Electronic Arts all plan to release a football =1 1
management game in an effort to cash in on
World Cup fever and the success of CM2.

. . ' g ; D A G
With the Collyer brothers’ ‘all new 7 ; . Ve i
. > . Sat 09/08/97
Championship Manager 3 not due until the 4 , Wed 1050 H
' : : 30 Sat 16/08/97 A
autumn, there’s a real opportunity to get in : Wed 20/08/57 A
. < . Sat 23/08/97 H
quick and satiate fans desperate to click on 2 » B% 3500000 Sat /0857 A
£1,000,000 Sat 06/08/97 H
the latest stats, transfers and teams before the £800,000 Sat 13/09/37 A
. £1.600.000 Sat 20/09/97 A
new season kicks off. However, CM2 fans can e So 27/08/87 H
3 £1.200,000 Sa NVR7 A
now download weekly updates from the Net or Scolt Marshel % £670,000

0l

edit their own data before setting up a season, | Lomou I Team Comacts

so if another footie management sim is to
succeed, it'll have to offer considerably more.

Tim James, avid football management fan
and project leader at developers Krisalis, is only
too aware of this. “Championship Manager is a
great game, but it is looking a little dated,” he
argues. "With PFA Soccer Manager we're trying
to offer something a little different and a little
deeper. Instead of just shouting about the PFA
licence, we've tried to use it to make the data
as accurate as possible. For example, player
contracts, signing-on deals and bonuses in other
games are often wildly inaccurate and very
limited. We've actually talked to the managers
and players and asked them for their input.”

A look at some early code confirms what
the team is trying to achieve. Managers will
be able to negotiate quite complex deals with
players, including loyalty and cup bonuses
that will affect their morale and in turn their
performance within the team. “The loyalty thing
is particularly important when signing a player,”
maintains Tim. “He might stand to lose a
massive wedge if he decides to flit off abroad a
year before
his contract is up, so you'll be able to hold on
to star players longer. It also means you have
to choose and negotiate your signings wisely,
or you could lose a lot of money. Of course,
you can leave the negotiations at the default
settings, but ultimately it does add to the game.”

Krisalis are also focusing on training and
tactics. In an effort to keep it simple but
effective, players will operate within a zonal
system: defence, midfield and attack. Tim
explains: "Although you won't be able to instruct
players to make specific runs, where you place
them on the pitch within your preferred
formation will affect how they play, the runs
they make, the passes they attempt and
whether they play on the attack or defensive.
You'll also be able to instruct the team to dig
in, play a passing game or go all out for goals.”
Training will be more basic, but spend enough
time on the training ground and players will
improve on certain skills; push them too hard
though and they may suffer fatigue.

With the player stats yet to be collated, it's
hard to tell how PFA Soccer Manager will Developer: Krisalis
compare next to the mighty Championship Publisher: TBC
Manager. However, if Krisalis make the most Release date: Autumn
of the PFA licence, get. the figgres right and W hite: ok krieal
make the interface a little easier on the eye,
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Screamer Rally is the racing game with edge. Wit
tracks that demand total concentration and 5 c:
that require total respect, the best will once again
put to the test.

Feel every bone-shaking bump, every nerve-wracki
jump, every mud and gut churning skid, twist z
turn. But don’t feel ashamed to release tho tens:
with a scream every once in a while!

“A slick, challenging and different game. : 3o
It really is top stuff.” - PC ZONE gt
“An exhilarating arcade racing game that _ 'arryl i

looks gorgeous and is great fun to play.”

- ULTIMATE PC
L_._ "
“Qil in all, it's a fast-paced, hugely satis- . E’
fying rally game.” - PC GAMER :

©1997 Milestone fri. P by Virgin (Europe) Ltd. All rights reserved. Virgin is a registered trademark of Virgin Emtorpri




The Future of 3D Gaming Began Here ]
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HERE ARE A LOT OF RACING
games out there, but not
that many with just two
wheels. put
his foot down to glorious
Guildford to see if Criterion’s
latest high-speed bike racer is more David
Essex than Barry Sheene.

RIVING GAMES ARE TWO A PENNY ON

the PC nowadays, but bike racing games
have been rather less prolific. Electronic Arts’
Moto Racer was a bit of a disappointment,
while Sega’s conversion of their arcade classic
Manx TT was just plain awful. Virgin have got
the officially licensed Super Bikes coming their
way from Screamer developers Milestone, and
although it looks very tasty indeed, it isn't due
for release until the autumn. Which is where
Guildford-based developers Criterion come in.

For the past few months, a large part of
the team have been beavering away on Red
Line Racer, an arcade-style super-bike racer
with a blistering frame rate and gloriously
detailed graphics. Jonathan Small, head of
game development at Criterion, explains why
they felt two wheels were better than four:
“We wanted to do a racing game, but not just
another driving game. There are just so many
car-based racing titles out there — some are
good driving games, but we thought we'd do
something a little different.”

In an effort to keep the frame rate high and
the graphics totally spoogesome, Criterion have
decided to make Red Line Racer 3D accelerator
only. It's a bold step, but Jonathan is confident
it's the way ahead: "It's the only way we can
sustain a decent frame rate and keep the
detail.” He continues: “We wanted to make a
racing game that was arcade-quality in terms
of both speed and graphics, and you just can't
do that without some kind of 3D acceleration.
We'd have to make too many sacrifices if we
were restricted to software only.”

A lingering gander at some beta code should
be enough to convince almost everyone (well,
those who have a 3Dfx or PowerVR card tucked
away inside their PC) that Jonathan has a valid
point. Red Line Racer does indeed look rather
gorgeous, thanks in part to the numerous
graphical effects that the new 3D technology
brings. As well as real-time lighting and particle
effects (such as sparks), the game features
procedural textures (which mean you'll see
skidmarks, wet road surfaces, motion blur, etc),
backdrop animations and animated texture
maps. In other words, it looks the mutt’s nuts.

Four different racing environments
(Beach, Alpine, English Countryside
and Desert Canyon), eight
race circuits, an eight-player
network option and ( \’
even force-feedback
joystick support,

should keep interest ’ \ —-—

from waning

too quickly and la . "
secret ‘comedy’ ‘c y
bikes may even l
raise a chuckle.

We'll let you !

know for sure
next month. @

\ >
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Red Line

Developer: Criterion Studios
Publisher: Ubi Soft

Release date: March

Website: www.csl.com/studios




In 1980,

Battlezone Put You in Command of a Tank.
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In 1998,

Battlezone Puts You in Command of a \War-. ]

VAZA N L)

Take Strategy to the Front Lines.

Full-Scale 3-D Action

Pilot one of 20 anti-gravity war machines,
and wield 25 devastating weapons —
including mortars, mines, and the Thumper
Device which triggers earthquakes on the
morphable terrain.

Complete Strategic Control
Command full-scale attacks with over 30
unique units, such as tanks, infantry and
mobile assault turrets. Call in artillery,
deploy wingmen and manage resources —
all from within your tank.

Dynamic First-Person
Immersion

Lose your vehicle in battle, bail out,
parachute to safety; then use your sniper
rifle to take over another unit. Switch
vehicles on the battlefield of one of seven
distinct moons or planets!

Battiezone takes real-time strategy to the front lines with truly
revolutionary action-strategy.

You are the high-level Commander making decisions from your own war-ravaged tank. Lead
U.S. or Soviet troops across 7 planets in the solar system, to gain control of superior alien
technology in the true “space race”. Only one superior power will survive the Battlezone...

And it's all under your command.

Take Command on the Battlefield,
Not Above It.

PC CD-ROM OUT MARCH 1988
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Grizzly Tank:
Configure a Grizzly,
the key American
tank, right on the
battlefield.

“PC Ga

www.activision.com o



Command System: Solar Array: Radar Tower: Gun Tower:

An innovative menu The Solar Array The Radar Command The Gun Tower, Actual

system integrates provides power to Tower must be a devastating long-range L

troop and resource your factories, gun powered continuously defensive unit, must Non-Hardware
management for towers and other to increase radar be powered by the Accelerated

full control from the energy-intensive range and accuracy. wulnerable Solar Array. Screenshot.

battlefield. units.

W Multiplayer:
Enter multiplayer
battles in full Strategy
mode over LAN, modem
or Internet, or up to
eight-player battles in
Deathmatch mode.

B Graphics:
Features full D3D
support and a fast
software-rendering
engine which incorpo-
rates actual footage
from NASA space
expeditions.

W Campaigns:
You decide which army
to command: play either
the Stars-and-Stripes or
Red Brigade campaigns.

Pilots are a resource.
Run over or shoot enemy
pilots who've lost their
vehicles in battle, and
protect your own.

o ——
&¥ g%

)
3 a3
E |
: .
E S :
-
o o
l 3-D Radar: IScrap Meter: l Scavenger: L Weaponry:

A topographical 3-D radar The Scrap Meter Send your Scavenger to Spend resources

displays your base loca- measures the Scrap collect valuable Scrap. to reconfigure your

tion, unit placement, field available for the Factories Gather from scrapfields vehicle's weaponry

of vision and enemy to build new units. or destroyed units on the on the move in the

position. battlefield. midst of battle.

[ weeps tears of joy at the birth of a genre” - PC Gamer
e giant leap for computer games” - Uttimate PC

&1 of Actision, Inc. ©1097 Activision, Inc. Battiezone is a trademark of Atari/JTS Corporation. © 1980, 1997 Atarl/JTS Comoration. All rights reserved. Licensed by Activision. All other trademarks and trade names are the properties of their respective owners,




Having churned out a number
of games for other publishers,
Rage Software are now aiming for a
greater share of the glory by publishing
some of their own titles. They have
development teams based all over the f
country, and Steve Hill embarked on
a whistle-stop tour of their Liverpool,
Birmingham and London studios. It’s
not all dancing girls and

piina coladas, this lark,

you know.

RigZ

INCE THEIR INCEPTION IN
January 1992, Rage Software
have developed titles for some
of the industry's biggest names,
including the corporate monsters that are

Electronic Arts and GT Interactive. Over the past
six years, their profile has steadily grown, thanks to
games such as Power Drive, Striker, Darklight Conflict,
Jonah Lomu Rugby and Trash It. In 1997 they took the
decision to move into self-publishing, although they will
continue to develop titles for the major companies. The four Rage
studios are based in London, Liverpool, Birmingham and Newcastle,
although we didn't visit the latter on the grounds that there are only so
many bleak Northern outposts a man can take, and besides, we wouldn't have
understood a word they said. Rage's strategy of having premises the length and
breadth of the country enables local talent to be nurtured, with the majority
of employees culled from the immediate vicinity. Indeed, the various studios
are fiercely proud of their regional identity and are quite competitive, regularly
meeting up for gangland-style rumbles, with some particularly savage beatings
being handed out. Read on and see who you fancy...

40 EDVIEEE

TINE N SUALIFVING TINE R . g s
R B SR i: { g £ P O ) 3 dg 7 AL HC G I R
: B Rt Ly o L S ANt - e dzly
a '._’." \ [ N - S L
F-ly : L/ P N
‘- \ s . b s
v e e T —er e e
iy " y * l?)_,’ L]
i TN
135 ¢ ’1 " - ity -
; == . le
: England 1 Denmark 0 8-
[ )




Playing,0

Top Boek = o

Lineouts Non g\ .
1 R .

ZONE 81 March 1998



HE 'POOL: LAND OF STRAIGHT-HAIRED

women, gap-toothed comedians, the world's

premier soap opera and a couple of football
teams that used to win things. The shellsuits
have since thankfully subsided, with only small pockets
of turquoise resistance belying what was arguably the
fashion mistake of the century, not to mention a genuine
fire hazard. Before we crash on, there's an important
point that needs clarifying. All Scousers are thieves.
That's not crass regional stereotyping, it's a fact. If
it's not nailed down, they'll have it over.

The Scouse wing of the Rage operation is situated in
sunny Bootle, a dockside area where you could probably
procure the services of an inexpensive prostitute. Of course,
the programmers at Rage can't confirm this - they're only
allowed out at Christmas, after which they spend the rest of
the year locked in a darkened room. The main project at the
time of visiting is the highly-fancied /ncoming, the progress
of which we've been tracking with some gusto.

Graphically redefining the standard for shoot 'em ups,
the mission-based affair has enough wanton destruction to
satisfy the most avid explosion fan. With a choice of first-
person or third-person viewpoints, the player takes command
of a variety of hardware, including AT-AT guns, Comanche
helicopters, Cobra Attack
helicopters, Harrier
Jump Jets, stealth
boats, Hawker

Harriers and
F-22s.

P

Incoming is by no means a
propeller-head flight sim though, and the intention
is to create more of an emulator than a simulator. The
simplistic flight models mean it should be accessible to the
average gamer, rather than restricted to the type who enjoys
reading 300-page manuals and wearing corduroy trousers.
On-line help will be available within the game and typically
there'll be one clear objective, with the action always taking
place around the player, dispensing with the need to sit for
half an hour chasing a blip on the radar.

Alien invasion, na-na-na-na-na

For those who insist on a story, the tale behind /ncoming is
pretty much the time-honoured alien intervention gubbins.
Aliens attack Earth, humans ward them off, and for good
measure, then pay a visit to the alien planet and teach the

‘Rage Liverpool: Incoming

bastards a lesson they won't forget. As the game progresses,
the story pans out sequentially, cut-scenes eschewing FMV
in favour of the actual real-time game engine.

The rudimentary plot facilitates the action taking place
over six different game worlds, namely Africa, Antarctic,
Oceanic, Florida's Cape Canaveral, the moon, and the alien
planet. The first three worlds largely involve defending
various installations from the attacking hordes; Cape
Canaveral culminates in four space shuttles being kept intact,
which will then take you to the moon and, in turn, to the
aliens' home planet. Then the first four worlds are revisited
in reverse order as they are now infested with aliens.

Roles are reversed too. The player now has the task of
destroying the buildings previously defended, and can witness
the elaborate explosions that only a shit player would have
been privy to first time around. In a further twist, the player
can actually find an alien fighter, fit it with a navigation
system and‘Cause some alien-flavoured mayhem, much like
the Fresh Prince Of Bel-Air did in the risible /Independence
Day. The various worlds, or the Earth-based ones at least,
will feature recognisable landmarks rather than meticulously
mapped terrain, distancing /ncoming further from an anally
retentive flight sim. As well as what effectively amounts to
ten worlds, with six scenarios in each; there's a customisable
arcade mode and some hidden missions, including an odd one
set in.an abattoir involving.the destruction of mad cows.

Action, man
The final game will have some aspect of strategy, but the
developers have yet to decide how great a role it will play.
However, they will confirm that the emphasis will be on
the action side of things, and they hope to produce a game
that the novice can simply pick up and play. Of course,
anyone bringing out a game now without an array of multi-
player options is likely to be laughed at in the:street by
small children - and Rage are taking no chances. A
split-screen mode will cater for two players on
one machine, or four players on two machines.
Incoming will also support LANs and modem-
to-modem, and Rage are now experimenting
with latency problems over the Internet. Fifteen specific
scripts have been written for the two-player game, but as
well as the usual deathmatch-style game, there are various
rule sets, including an aliens versus humans option.

Lhis Is Music
No gameis.complete without some ‘Bangin’ Choons' to
complement the gameplay. All of /ncoming's music is being
recorded in-house, and influences cited include The Prodigy,
Underworld, Future Sound Of London, Toto and Chris De
Burgh, the latter pair being a hilarious easy-listening untruth.
Yes, it's more of that funky dance beat that these youngsters
seem so enamoured with, although anyone attempting to
dance to the soundtrack would need a degree of stamina:
the relentless pseudo drum 'n’ bass mirrors the frenetic
on-screen action. The game will feature four or five basic
tracks with faster versions of each for crucial moments;
context-sensitive, if you will. The music will play randomly
throughout, thus preventing any particular tune being
associated with a tricky bit and therefore getting on your tits.
Incoming will be compatible with virtually every gadget on
the market, including ThrustMasters, SideWinders and Force
Feedback joysticks, and the obligatory accelerator cards. The
graphics are impressive, but not cheap. The minimum spec
is a P166, with a P200 recommended, along with the odd
32Mb of RAM. Serious gamers should wait until the end of
March, by which time PC Zone should have been granted an
exclusive review. You lucky people.




Rage Birmingham: Striker QS,W

Deadball Zone, Hostile Waters

0, TO THE CONCRETE JUNGLE OF ENGLAND'S

second city. Brum Rage is based on the

eighth floor of a tower block, overlooking
the beauty of this city of rare culture, the
place that gave us Jasper Carrot, cod-reggae veterans
UB40, and Benny from Crossroads. The Rage office is
populated by some affable, undoubtedly intelligent and
talented people, who happen to sound like Barry from
Auf Wiedersehen Pet. Their three games in development
are all due for release towards the end of this year.

Striker 98

Following a year out in the wake of the decidedly average
Striker 96 (the long-running series which has sold more than
a million units worldwide on all platforms), Rage look set to
bounce back with this year's model. The virtually compulsory
big-name endorsement comes from Chelsea's manager, Ruud
Gullit, who is hoping to ensure some 'sexy football' as well
as providing a face that's recognised all over Europe. The
commentary should also be familiar: Rage are opting for the
manic screaming of Jonathan Pearce, aided and abetted by
Big Fat Ronald Atkinson and the ubiquitous Trevor Brooking.
Uniquely, rather than merely adding assorted glib comments,
Atkinson will chip in with what's tantamount to advice,
offering suggestions such as putting a bit of swerve on the
ball or getting to the by-line, not to mention ‘giving it the
eyebrows. Also, if a team is performing really badly, the
commentary will deteriorate into blatant insult and derision.

Striker 98 will feature the top two divisions in each
country so alas, there'll be no place for The Mighty Chester,
although there is some consolation to be had in the form
of World Cup teams. Entire domestic seasons can be played
out, with the top four teams in each nation then competing
in a pseudo Champions League.

In football games realism is everything, and Rage are
currently negotiating to use actual player names - well,
nobody wants to field the likes of Brian Riggs or Randy Sole,
do they? Further legal mither has come about regarding the
terrace chants: the Anfield mainstay of You'll Never Walk
Alone can't be used lest Gerry Marsden, he of Merseybeat
combo Gerry And The Pacemakers, agrees a royalty. This'sets
a precedent though, because the artistic rights to the moving
anthem "You're gonna get your fuckin' heads kicked in!"
could, in theory, be claimed by any ageing lout.

Unlike certain high-profile football games, Striker 98 is
being developed by genuine football fans. Having said that,
they do include supporters of Tranmere Rovers, Preston North
End and West Bromwich Albion. Boing!

Deadball Zone

Futuristic sports games have yet to make any real impact on
the PC, with Psygnosis' Riot proving the latest forgettable
effort. If we've learned anything from the genre, it's that in
the future (whenever that is), sport will involve propelling
a metal ball in some kind of fashion, preferably one that's
on fire or under the influence of some as yet undiscovered
futuristic force. Immense levels of violence are mandatory.
Deadball Zone doesn't:deviate greatly from this template,
with teams of eight players competing in a heavily-armed
hybrid of football and basketball. Not,exactly ‘jumpers for
goalposts’, but some thought does seem to have gone into
devising the sport before simulating it. Said metallic sphere
has to be hurled into a goal, with various points awarded
according to the distances covered. The man in possession
can be punched hard in the face, sliced up with a chainsaw,
shot with a gun, and even blown up. There are some special
moves, including that great mainstay of visual comedy, a
hearty kick in the balls. Queensberry Rules do not apply.
The lazy man's description of Deadball Zone would be
Speedball 3D, as Rage are only too aware. But if they can
come anywhere near to matching the playability of the
Amiga classic then there'll be ice cream all round.

Hostile Waters

A third-person perspective war 'em up with a heavy strategic
bent, Hostile Waters will be appreciated by anyone who gets
off on large explosions and, to the untrained eye, there's also
a superficial resemblance to the Incoming engine.

In charge of a big old aircraft carrier and the harbingers of
death contained therein, the player can dot vehicles all over
each level depending on the terrain and the mission. Each
vehicle will behave according to preset personalities, so some
may be particularly intelligent, others a bit gung-ho, while
some may be downright cowardly (or extremely sensible,
depending on your viewpoint). The artificial intelligence will
take charge of rudimentary tasks, but for more intricate
manoeuvres the player will have to take the helm, be it of a
tank, aircraft, helicopter or other unspecified war machine.

The scenery is fully interactive, and large holes can be
blown in the landscape, even to the extent of flooding valleys
by destroying dams. Rage are also proud of their dynamic
barometric weather system, which has a direct effect on
strategy.and combat. For example, if it's about to piss with
rain, it might be an idea to get your tanks up a hill and, if it's
really windy, flying helicopters may not be the best option.
It's also advisable to wrap up warm and take a waterproof
coat. We await the John Kettley endorsement. =
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‘Rage London: War Of The Worlds

HE STREETS ARE PAVED WITH GOLD, OR

silver at least, ‘cos we all live in the sunny

south east. Let me take you by the hand and

lead you round the Streets of London, where

the majority of people only remove their heads from their
arses to answer their constantly chirruping mobile phones,
and where a pint of beer leaves you little change from
three English pounds. Rage London are based betwixt
Euston station and painfully trendy Camden, where it's
apparently fashionable to resemble a University Challenge
contestant circa 1974.

Due to be published by GT Interactive, Rage are currently
working on War Of The Worlds, which is based on arguably
the most famous science-fiction story of all time, Thus
far, HG Wells' seminal novel has inspired an Orson Welles-
narrated radio play that inspired mass panic, a questionable
movie, a pioneering 1970s soundtrack and an execrable
late-night television show. Now, an interactive PC CD-ROM
experience is on the cards, something that Wells could
scarcely have even begun to comprehend as he put quill to
parchment a century ago.

Essentially an action strategy affair in the vein of Command
& Conquer, there are also elements of the classic board
game Risk. Britain is split into 30 sectors, with
the Martians based in central Scotland
and the humans in London. Rather
than consisting of separate missions,
the game revolves around
an ongoing campaign,
with victory going to
whichever side takes
the other's base.

Set at the turn of
the century, the
combat is between
Victorian vehicles
and long-legged Martian machines,
and each sector can be claimed, with
territorial progress being made up or down the country.

The idea to make such a game actually came from
Jeff Wayne, whose War Of The Worlds soundtrack is now
celebrating its twentieth.anniversary, having sold fairly
constantly since its release and knocking up an amazing
100,000 units last year. In fact, the game will feature a full
re-recording of the album, with a number of fairly well-
known dance acts being muted to undertake the task.

Inevitably, some artistic licence has been taken with the
game, but Jeff Wayne has the power to veto every part of it,
as does HG Wells' estate (feel free to add your own car joke
here). With this year also coinciding with the hundredth
anniversary of the book, expect to hear a lot of shouting
when War Of The Worlds hits the shelves in May. @
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For just £13.50 (inc. VAT) per month you get fast
Sti I I Wa iti n g access, quality support and easy to use software for PC
» or Macintosh. Together with un/imited email addresses

for a rel la bl e Way and 5Mb of free web space.

And when you join before 31 March 1998, we'll

tO acceSS even waive the one-time setup fee of £8.80 (inc. VAT).
the Internet!?

. Make a Direct
| Blow away the cobwebs with Direct Connection. CO nn eCtIO Nn.

i

Our high speed network is proven, resilient and
ieady to connect you first time. So if the idea of an unreliable Internet connection

Which is no surprise, since Direct Connection has  leaves you cold, call Direct Connection’s hotline now on

10 years experience of providing reliable 0800 072 0000.
Or join at: http://www.dircon.net

D ; t
M 100% local call access with no hidden extras

B No additional charges for software or time online

B Complete connection package including free Internet guide book
B Software and support for Win 95, Win 3.1 and Mac users
B 5Mb free web space for personal or business use

B 7 days a week technical support and advice
B Domain registration, commercial Web space and office email e
Microsoft”

: : -
solutions available a © 5
S OKse  w  wy  LINX

Internet connections.

UNLIMITED INTERNET ACCESS
WITH NO HIDDEN EXTRAS -
£13.50 INCLUSIVE

B Up to 56K access speeds (K56 Flex) or ISDN at no additional cost
B Unlimited email addresses

| *Save £8.80 (inc. VAT) when you join before 31 March 98.
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“Code deciphered”

You’ve seen the hype, and
turned green with envy -
Final Fantasy VII, available on
PlayStation only... until now.
Paul Mallinson takes the first
in-depth look at Squaresoft’s
epic role-playing adventure,
due out soon on PC.

OTCHING UP SOME 15 MILLIONS SALES
worldwide, the Final Fantasy series could be
considered a 'bit of a success' in anyone's
book. At the end of last year, PlayStation
owners climbed over themselves in a dash to Cloud (below right) joins up with a colourful array
get hold of a copy of the seventh title in the long-running of people along the way. How you react to them
Japanese saga. Reports in the console press described determines how the game pans out in the long run.
Final Fantasy VIl as “the biggest game ever”, “a heck of Pt ot P T i O e M e LS W
an achievement” and “a game that everyone should own". Y

- - (4 o

Judging by the public response, Final Fantasy VIl struck Relationships -
a resounding chord with everyone that played it and was who needs them?
responsible for a period of mass gaming hibernation over Final Fantasy VIl is a futuristic tale of
the long cold winter months. life, love and relationships which
The dust has only just settled and Squaresoft are now starts out in a grimy
preparing to fan the flames of Final Fantasy fervour all over neo-conurbation
again with a brand new PC conversion of this incredibly known as
popular console adventure. Midgar.

»»j’ lr% ~
A Daialie
- -

This walled city, powered by
a mysterious form of ‘earth energy’
called Mako, is under attack from a group
of rebel Eco terrorists called Avalanche and
led by Cloud, the game's central character,
who's also the subject of the player's whim.
Avalanche are concerned that the ruling power
in Midgar is draining the entire planet of this
life-giving energy and are out to put a stop
to it. The city's ultra-powerful conglomerate
forces of Shinra Inc are equally determined
to stamp out this renegade uprising, and
are prepared to go to any length to cover
up their sinister intentions in the process.

A real interest

From the outset, Final Fantasy VIl sets
out to draw the player into a mixed-

up world of technology and magic by
way of an exceptionally strong line in
character development. Cloud and his

(Top) My goodness - it's, it's, it's so... enormous! ;
(Above) The main man Cloud is given a funny ‘potion’ rebel compatriots converse fluently
by a strange man. Not a good move. and realistically, invoking emotion

. and a real interest in their plight P
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(Above, clockwise) This dragon is quite small compared to some of the later Final Fantasy enemies. Some are so big, the camera has to zoom right out to get them in
view. A style of its own: Final Fantasy VIl draws influence from Eastern and Western pop culture, as well as ancient Japanese mythology and mysticism.

PC Zone recently spent some time playing
the forthcoming PC version of Final Fantasy
VI at Squaresoft's Costa Mesa offices in
California. Here we had a lengthy chat

with Randall Fujimoto (vice president of
development) and Son Ton (senior software
engineer) about the various pros and cons
of inter-platform porting.

PC Zone: When did development
of the PC version actually begin?

:::;;b&;;ﬁ':a ::: Son Ton: | came on board last October. |
his merry band of was brought in to deputy the lead programmer,
programmers. so there were three of us in total. The original

PlayStation code, which at the time was still
in development and being tweaked, made its first official move to PC
around then.

PCZ: Were you part of the original team?

ST: The original PlayStation team? No, the original PlayStation
coding was all done in Japan.

PCZ: If ‘our sources are
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Square used a lot of outside companies and contractors to help make the
game what it is today.

PCZ: So was the conversion difficult?

ST: It hasn't been that easy - it definitely wasn’t as easy as many people
imagine most ports to be. This is really Square’s first ‘porting’ effort, and
the original code wasn't really designed to be translated to other platforms
— it was highly optimised for the PlayStation. Also, another factor was

the communication gap between America and Japan — only one or two

of the original team could speak decent enough English to help us with
the programming complications. We've now got in-house translators to
help us with the problem.

PCZ: How many of the original team are working on the
PC version?

ST: We have one guy who came over about two months ago. He finished
his work on the PlayStation version in Japan before moving over to the
States — he was mainly involved in putting together the menu system for
the battles.

PCZ: Will the PC version be at all different to the
PlayStation version?

ST: No, this is a porting project, and we're not really allowed to change




e TF R

« - something Squaresoft have worked very hard to achieve.
Strangely, almost all the dialogue in the game is text-based,
and some PC owners may find it a little disconcerting at
first. Most of us who have grown up on a staple diet of
digitised speech and ‘proper’ voice characterisation may [
have reservations, but PlayStation owners maintain that
this text-only system works and is rather like the gaming
equivalent of reading a good book.

The main reasoning behind this technological sideways
step is that it's the only practical way to incorporate the mass
of dialogue- not to mention the fact that it would otherwise
take more than ten CDs of data to work effectively. Which just
wouldn't do now, would it? And believe me, there really is a
huge amount of speech in the game, all of which pops up in
easy-to-read dialogue boxes as the players act it out.

Handbags

Interspersed within the moderately linear adventuring aspects
of Final Fantasy VIl is a completely random ‘real-time, turn-
based' combat system that forms an exciting backbone to the
story itself. Cloud and co can be wandering along, minding
their own business, when - all of a sudden - the display will
cut away to a menu-driven ‘Battle Screen' as the ‘handbags’
come out. The system itself is easy enough to use, but the
options presented to the player during combat are staggering
to say the least (especially later in the game when magical
‘Materia' stones become more important). With every turn,
each character in the party is offered the option of an

A game this big almost certainly demands
‘carte blanche’ from prospective publishers.
Squaresoft, having ‘shopped around’ with
the PC version, finally plumped for
Eidos Interactive as their
worldwide bed partners. sl §
Rejecting big-mone!

deals from the

oot

Squancioft Alcep with Eidoa

Formed in October 1995 following the
acquisition of the Domark Group (including
Core Design, Simis, US Gold and Big
Red Software), Eidos Interactive
have already shown that they
are more than capable of

producing top-selling titles,
currently hold major

\t‘L'F,5' e

“The amount and variation of magical
attacks is enough to make any
RPG boffin spooge with delight.”

‘attack’ move (which is powered up depending on equipped b @

PCZ: What would you say to the people who say that
the in-game dialogue is a little bit ‘cheesy’?

RF: Good - if it's what people want. We've had some criticism about
Barrett's dialogue (Barrett is the big black guy with a jive-talkin’ style of
his own - Ed), saying it's racist an’ all — but the way he speaks is supposed
to bear some similarity to the tough-talking BA character in The A-Team!
Our localisation people thought it'd be fine to portray that kind of guy
because he’s already a big movie figure.

PCZ: What sort of influences have the original designers
taken into Final Fantasy VI? Animé (The art of Japanese
animation - Ed) is the most obvious one, especially in
the game's portrayal of magic.

RF: Yeah - the battle sequences are pretty spectacular. They really spent
time fine-tuning the system this time. In previous Final Fantasy games, the
battles sometimes got a bit tedious. After 20 or 30 battles you'd get

bored, but in this one — because there’s just so much to see and do

— it's interesting the whole way through.

many followers, and that's a situation we're currently more than happy with.

PCZ: So as a trendsetter, what kind of minimum specs

are you recommending for Final Fantasy VII?

ST: Probably P133. We'll recommend 32Mb RAM, but it will work in 16.

PC2Z: Still three CDs?

ST: We could end up with four. We're looking at the possibility of a DVD \

version as well. |

PCZ: What does Final Fantasy offer that other role-

playing games - especially on the PC - don't?

RF: PC role-playing games and console role-playing games are vastly

different. RPGs on the PC tend to be very numbers-oriented, whereas

we think our game will appeal more to the mainstream. We've got the

numbers, stats and the depth if you want them, but they can be pretty

transparent and you can play through the game without even referring to

them if you prefer. You can make Final Fantasy VIl as complex as you want,
so someone who's not that technically minded can play it

and still enjoy the game and the story.
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A bricf histony of Final Fantasy
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Princess is away.Don’t worry!

<4 weapons and health status),
a 'magic’ move (which varies
depending on equipped Materia),
or the chance to use an item in
their inventory. The amount
and variety of magical
attacks is in itself enough
to make any self-respecting
RPG boffin spooge with
delight, and visually the moves are acted
out in stunning special effect-laden 3D. Victory in battle
equals experience points equals more power equals
bigger bangs in combat. But defeat, on the other hand,
equals the loss of a character equals the end of the game.
Which, considering the gigantic proportions of Final Fantasy,
wouldn't be very good going at all.

52196500 406 [ (—
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(Left to right) Tifa looses off a ‘mega flare’ spell, as everyone stands back... Cloud’s amazing ‘fart lighting’ move backfires
with staggering effect. That's one up to Shinra we think... The main difference between the PC and PlayStation versions

will be the graphics - especially when they're 3D accelerated.

The Final Fantasy series first hit the streets of Japan in December 1987 - a year after the formation of developers Squaresoft. In 1988 and 1990
parts Il and Ill came out, before a platform change in 1991 saw Square’s first-ever Super Nintendo outing with Final Fantasy IV. In December ‘92
the Japanese SNES-owning public queued around the block for Final Fantasy V, before queuing around the block again in April ‘94 for the final

8-bit sixth instalment in the series. Three years later and Final Fantasy Vil marks its debut on the Sony PlayStation to major worldwide acclaim.

048800 615 [ m—
04 7300

Vastly enhanced

This new PC version, we're told, will be pretty much identical
to the PlayStation release, bar one very important feature:
vastly enhanced graphics. The pre-rendered flick-screen
environs are exactly the same as before, but everything else
- including the battle sequences and the brilliant Mario64-
style ‘World Map' stages - have been souped up beyond
belief... if you have a 3D accelerator card, that is. 3Dfx-ed
up Final Fantasy VIl is an impressive light show of colours
and effects, and you shouldn't need too high-spec a machine
to get the best out of either. So now it'll be the turn of
PlayStation owners to look at the game in envy.

But there's far, far, far more to Final Fantasy VIl than can
possibly be described in a single preview. Players can look
forward to uncovering hundreds of secrets, surprises, arcade-
style sub-games, with the promise of many, many hours of
tough, enlightening adventuring on the
way. We'll be keeping a sharp eye on
Final Fantasy VIl and reporting on it
over the coming months before its
release in May. So stay tuned... €

Developer: Squaresoft
Publisher: Eidos Interactive

Website: www.squaresoft.com
Release date: May
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Upgrade

your PC to 3D
for only £ 75

s o] Experience the outer limits of 3D gaming with

the new Matrox m3D upgrade for games.

MAaOR| Matrox m3D delivers over 30 frames per second

of non-stop, arcade-action game play. Its extensive set of
3D special effects offers breathtaking, realistic graphics
for 8 more immersive gaming experience. You'll be able to
play Tomb Raider, Hexen II, LlJitienﬁt )[(L iierracicﬁe. Eﬂdg
other hot 3D game titles at resolutions up to 1024 x 768 for

superior image quality.

What's more, Matrox m3D comes Ultimate Race™, MDK:
Mission Laguna Beach™, and over 20 game demos. For only
£ 75", Matrox m3D is the most cost-effective, full featured 30

upgrade for your PC. Visit our Web site for more information!

Matrox m3D

Bundled 3D games include: -

» Ideal upgrade far Pi33 (or higher) PCl and AGP systems
with compatible PCI slots

» Works with all 2 MB (or more) PCI graphics cards,
and Matrox Mystique®, Mystique 220%, Millennium
and Millennium |l graphics boards

Over 20 3D game demos included:

T fﬁ’ﬁ W'\i :;‘.57, ] » PowerVR PCX2 30 controller with 4 MB of
[RA'DER } M 1 @ ] ot J : !‘ | J SDRAM memaory
' ’ Mﬂﬁj

» 3D features include perspective correct texture

“\ \‘ | ‘ mapping, bilinear filtering, MIP mapping, fogaing,
%" ‘3=”“""33 | ailiane alpha blending, and transparency
) |

m Qt ‘ o x / 01793 44 12 12 http://www.matrox.com/mga

Matrox (UK) Ltd. 6 Cherry Orchard West, Kembrey Park, Swi , England SN2 6UP, Tel. : 01793 44 11 00 Fax: 01793 44 11 99 BBS: 01793 48 99 06 *Recommended retall price. Some
dealers may sell for less.




The only way is up for this plastic population. Those who are familiar with the original Sentinel will find that the gameplay
has remained exactly the same.

Geoff Crammond’s
Sentinel was one of the
most innovative games ever
produced, and Hookstone
Developments are now
giving it the PC treatment.
Keith Pullin investigates
a game that has even
attracted the interest of

a Hollywood legend.

HE PLOT COULD BE PURE '50S HOLLYWOOD
sci-fi; by injecting an unknown substance
into another equally unknown specimen,
a bizarre micro-world is created. As far as
the player is concerned, this mountainous,
first-person perspective, chequered domain is dominated
by the Sentinel, a kind of organic lighthouse that The Sentinel and his watchful the rights to the Sentinel name, explains: “The basis for
permanently scans his kingdom for intruders. general loom large. Luckily your Sentinel Returns is the most perfect game concept I've ever
Your challenge is to ascend from the lowest valley to the three-boulder-high tower will come across. It's so elegant on almost every level, but the
highest hill, absorb the Sentinel's energy and replace it as allow you to suck the Sentinel dry. player isn't overwhelmed by its complexity and completeness."
overseer. John Cook, whose company No Name Games owns e TS ) Elegant, as in leggy French bird? | don't know. But the
gameplay is actually quite simple: every object on the
landscape has an energy value - a tree is one energy point,
a boulder two and so on. If you can see the square your
target's standing on, point and click with the mouse and
you'll gain its power. Simple, yet undeniably strange.

Getting up the mountain is a cinch - suck up enough
power to create a robot host (three points) and then transfer
into it. By teleporting up the eerie landscape, new trees and
objects come into view. Trouble is, the ever-vigilant Sentinel

O is up in the director's box keeping a full 360 degree watch
on what's going on below. Foreign bodies that stray into his
line of vision will feel their energy depleting faster than an
ME sufferer. Sentries are also deployed by the Sentinel as

Kaboom! The Sentinel watches the
fate of some poor sap who overdid
it on the Vindaloo the night before.
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(Above) You can view a level before

you play it. The red eye at the top is

the Sentinel. (Right) The higher levels
will be teeming with Sentries - just look
at all those yellow eyes.

7

= e )

extra security and, like their master, they will scan and drain
the lifeforce of potential foes.

Boulders are predominantly used for building towering
structures upon which a cloned robot host can be placed.
However, they are also pretty much key to the game because
if you don't have enough energy to create one, you'll find
that you won't advance very far. There are 650 specimens
(worlds) to examine in total, along with a random level
generator upon completion.

What's it all about then?

So, how would you describe it? Strategy? Puzzle? Arcade?
God game? In the words of Cook: “Sentinel Returns demands
more brain power than C&C, produces more adrenaline than
Quake I, is as easy to play as Tetris, and is more chilling than
throwing a handful of ice cubes down your trousers."

It's also extremely fast moving. You feel like you're a
commando, jumping closer to your prey from one safe
covered position to another further up the mountain. The
first few levels seem easy enough and | managed to breeze
through them in a couple of minutes, although producer
Emma Killillea remembers one particular playtester spending
an entire morning on the first level. | guess the fact that
you can have energy drained by an invisible foe will bemuse
a lot of people. Normally, a fatal bug in the program would
be the culprit for such behaviour, but in this unique context
it's actually deliberate. If you look hard enough you can easily
find the culprit anyway; spangly trails of energy arc across
the sky towards your foe, which is a bit of a giveaway really.
It is possible to get a half-scan; this happens when the top
half of your body can be seen, but the square you're standing
on isn't in view. For example, a nearby tree might be changed
into what's known as a Meany (aaah! Surely not the blue
meanies?) which will then annoyingly ‘hyperspace’ you to
another part of the world - probably lower down.

I A four-player option is also promised.

One of the biggest tricks is knowing how fast and in which
direction the Sentinels’ and Sentries' heads are turning. Suss
this out and you can generally keep one step ahead of them.

Another gripper will be the multi-play options: serial links,
modem and network play with deathmatch levels and player
vs player action is promised. However, four players is the limit
- any more than that and it could get a bit crowded.

Above all, Sentinel Returns is incredibly tense, and
the John Carpenter soundtrack only enhances the
claustrophobic and frightening atmosphere.

Carpenter, the brilliant and talented director of

Assault On Precinct 13, Halloween, Christine

and The Thing among others, had never been
anywhere near a computer game soundtrack
in his life, simply because no one had ever
asked him. So when The Cook approached The
Carpenter, the Hollywood legend was delighted
to oblige. With the deal signed, he was then left
alone to create. As John Cook says, "You don't tell
John Carpenter how you want it done."

Developer: Hookstone Developments

Publisher: Psygnosis
Website: www.psygnosis.com
Release date: June

All the textures are mapped onto
chicken-wire creations like these.

Original sin R
The game was original when it was released in 1985, and it

still is today, but as John Cook reveals: "All publishers say

they like originality, when in reality they are structured to

reject almost anything that cannot be put into a comfortable

genre box. The fact that Sentinel Returns is an action/strategy/

arcade game with a hint of puzzle element sends marketing
departments into something of a paddy.”

“Sentinel Returns is more chilling

than throwing ice cubes down your
trousers.” John Cook, No Name Games

8

Thankfully, some people at Psygnosis remembered the
original and were more than keen to sign up this version. A
June release is planned, which is curious because the alpha
version | played was virtually bug-free, but Psygnosis want
it to be absolutely spot on. John Cook and Hookstone agree
with them too - after all, there are already more games
planned. But would they talk about those? Not yet.

So what about a film with John Carpenter directing?
Hmmm, that might be just a little too abstract.. €

Some of the things you can expect to
stumble across in Sentinel Returns...

properly. They will lock on to you and
hyperspace you into a seriously dodgy
location. Infinitely infuriating, but at least
they're not blue.

SENTINEL

This sucker sits atop the highest point
of the landscape. His beady eye roams
through 360 degrees and |f he spies you,

TREE
Trees are worth one energy point and they

O®
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DAVID McCANDLESS FINDS
- HIMSELF ONCE AGAIN AT THE
DOORSTEP OF DAIKATANA,
~ JOHN ROMERO'S IMPENDING
30 SHOOTER. THIS MONTH
+ HOWEVER, HE (CONTENTS HIMSELF
WITH A LITTLE BIT OF LEVEL
DESIGNING...

S ANY QUAKE BUFF WILL TELL

you, the key ingredient to any 3D

shoot "em up is the levels. You can

chuck in as many wazzy graphics
as you like, jam in a wealth of juicy

Satanic imagery, big steaming weapons,

and then top the whole lot off with a 3D engine
that would make God Himself say, “"Hmmm,
that's pretty realistic. | might use that
engine on my next project.” But if
you don't have credible, exciting,
good-looking and playable levels,
you might as well hang up your
game-designing trousers and sell
yourself down the docks.

To that end, at the start of the Daikatana
project, Mister Romero set about gathering
himself a set of highly talented level artistes
to form his core team. And where, you may ask,
did he recruit this talent? Not from an agency \
or by advertising, but via the Internet. As you 3
are probably all aware, the on-line amateur level-
designing community, spawned originally from Doom
and then Quake, is huge. Romero already knew who he
wanted, so he simply went out and got them.

“He just told us to pack our bags," recalls John ‘Dr Sleep’
Anderson, who's working on Daikatana's Greek era levels. "I
said, 'When? Next week?', and he replied: ‘No, now!' Two
days later | was in Dallas, staying at Romero’s house.”

Only a year ago, Dr Sleep and his fellow level designers,
Norwegian Sverre Andre Kvernmo, Matt ‘DaBug’ Hooper and

ZONE 81 M

Steve Ruscoe, were all doing
their nine-to-five jobs during
the day only to then live
alternate lives in the evenings -
namely slamming together Quake levels.
Hooper is famous for one achievement in particular
- producing DaSkull, the first custom-designed Quake level.
So what? you might say. Well, the thing is Hooper didn't use
an editor or a graphics package - he used a text editor.

“Everyone went crazy - they thought | was joking. There
were no editors available, but | had some graph paper and
sketched it out. | didn't think it was a big deal, but then
once it came out, suddenly | was a celebrity. Some people
still won't believe that it took me just a week and a half."

The other members of the team have similar stories to
tell. Dr Sleep was picked up by Epic to work on early versions
of Unreal and then made his pilgrimage to Dallas. Sverre
Kvernmo used to live in the UK (regular readers of PC Zone
may remember articles about his talents) before being
snapped up by iD to do the Master Levels for Doom.

And now, three years on since they were all wandering
Knee Deep In The Dead, here they all are in the lon Storm
madhouse working steadily but surely on Daikatana's time-
travelling episodes.

Sverre is currently working on a virtual scale-model of
Alcatraz for the final San Francisco time zone. You can take
a little tour of the cells or the showers, and then go outside
to the watchtower which, we've been assured, will collapse
noisily and pleasurably at the end of the level. Every little
detail is now in place: the mottled staircases, the gruesome
sewer system, rows of blinking fluorescent lights, the fear of

o
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The time-travelling storyline will allow for levels that
vary dramatically in terms of design and feel.

sodomy. It's taken Sverre a month's work to get to this stage.

“I really didn't see this career coming at all," he says.

“I've been playing games for years and years, and it's really
amazing that I'm here at all. | wanted to be an architect or
do art, and this is dead in the middle between the two."

Most of the levels are on the verge of completion. Matt
Hooper's medieval environments, with their caverns and fields
and wooden houses, are now finished. Steve's futuristic first
episode opener has only a few nips and tucks to go. And
Sleep's glorious Greek project - half Ray Harryhausen, half
Up Pompeii - is looking both shiny and excellent. There's still
a little way to go, however.

“We've got the Quake I/ code dump now," explains Sleep,
“which means we now have to go back and implement the
new features it gives us. Most important of all is the coloured
lighting, but also the face count.”

Face count?

“Yeah, when you're designing levels, you're fighting this
limitation all the time," says Hooper. "Put simply, with basic
Quake you can only have about 350 polygons or faces in the
view. With Daikatana we're pushing for 500 to 600 faces.
One monster has around 500 polys, so in any one view, you
can only have as many polygons as there are on one monster.”

Consequently, the boys don't have free licence to create
vastly intricate ballrooms and rock structures. Every new
feature in their levels is a fight between aesthetic quality
and whether it will run well on Joe Schmoe's Pentium 133
- a fight that often results in some heartbreaking sacrifices.

“You've got to fight that and yet still remain creative,"
says Kvernmo. "I have these cool rocks on one of my levels
that look so realistic. But the face count was too high; it
was slowing the frame rate down, even on my Pentium II.

So in the end they had to go."

If you harbour desires about designing levels (and let's
face it, we all do), you may think these boys are not only
both lucky and privileged, but that Romero also fuels them
with cookies and high-end machines to keep them going. The
reality however, is that most of the designers, for example,
have scorned iD's own level designer and use a shareware
level editor called BSP instead. "It's the best," says Hooper.
"There's nothing you can't do with it."

So readers, what's to stop you? If you're thinking of

delving into level design, remember it's doesn't only involve
stringing a couple of rooms together. It takes an average of
four weeks to build a good-sized Quake map. Starting from
scratch with maybe a half-formed idea in their heads or a
graph-paper sketch, these boys painstakingly piece together
their rusted dungeons, toxic waste depots and bombed-out
warehouses. They carefully choose the frayed wallpaper.
They place and position flickering lights to create swathes
of shadow or alluring traps. They move objects, enemies
and weapons to optimum positions. They pace your progress
s0 you don't get bored, too scared or too lost. They design
secret areas to further titillate your brain on return visits.
They may start you off in a pretty room and then gradually
unveil the rest of the level and break it around you. Or they
may just start you off smack in the middle of an earthquake
and pepper your escape route with oubliettes, broken
elevators and crumbling floors.

Then they play it over and over again, a zillion times, until
it pleases them and scares the merry hell out of you.

Only then is it close to being finished. Got that? @

Like LucasArts' Jedi Knight, Daikatana will also feature
expansive outdoor levels that represent a stark contrast
to the claustrophobic mazes and tunnels of Quake II.

Fe !‘f\‘\
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The Lionhead Diaries: Part 2
All in a day’s work...

couldn’t accept the first prize - a job at Bullfrog. He'd only
entered the competition to meet Peter Molyneux. As a result,
the two designed and wrote Theme Park, a game that has
now sold more than three million copies.

Imagine if you can a cross between Mowgli and Gollum...
that's Demis. He has boundless enthusiasm for anything
and everything - especially games and Liverpool FC. When
bugs appear in his coding, he leaps from his seat, ranting
and steaming: “What the...? Why isn't it working? Load of
shite! This is C++ bollocks. It's crap.” Although blessed with
a razor-sharp intellect, Demis is often petulant and easily
teased. Peter, an incorrigible wind-up merchant, can't resist
laying into him just to watch the sparks fly.

Among the Terra Ferma CDs and chilli crisp packets, Demis'
desk is littered with books including Maths For Engineers And
Scientists, Engineering Mechanics: Dynamics and Artificial
Life 2. He is building a 'real physics' engine for the game

An ‘average’ day for
Steve Jackson involves
programming - and

pampering pets.

Y FIRST OFFICIAL DAY AT LIONHEAD WAS
9 June 1997. The previous day I'd had

a phone call from Peter Molyneux. He (Above) Demis Hassabis, the world. The idea is this: say a car blows up in the game, a
sounded worn out: “Steve, hi. You know Young Einstein of Lionhead. fragment of metal crashes through a nearby window; the
you're planning to come in tomorrow morning (Below) Peter (on the left) and window shatters; a shard of glass flies off towards a tree
at 9:307 Well, do you think you can make it a little bit yours truly in Tamagotchi frenzy. and hits a leaf which then flutters gently down to the ground.
later? Around 1pm? Perfect.” 0 Demis' engine will give this kind of real physical property to

objects in the game. How? | can't even begin to imagine...
To the great embarrassment of most of the company, this
month saw Tamagotchi fever hit Lionhead. During a trip
down Tottenham Court Road, I'd bought a digital fish. A gift
for a friend's son... honestly! But | made the mistake of
opening the blisterpack and setting the damn thing going.
The egg hatched and the resultant tadpole started crapping
all over the screen. When my two-day-old pet (now a fish)
arrived at the office and started bleeping every half-hour,
everyone sighed pathetically at the sad Tamagotchi nerd in

“What’s this? | thought. I'd never
ever been asked to make sure
I arrived at work LATE before.”

What's this? | thought. I'd never ever been asked to make
sure that | arrived at work LATE before. Working at Lionhead
was certainly going to be different...

As | was to discover, Molyneux culture breaks the mould
of traditional working practices. Bleary-eyed programming
staff drift in between 10am and noon, which | initially found
a little worrying. If everyone worked six-
hour days, how long was our first project
going to take to finish? What | hadn't
appreciated though was just how much
everyone loves their work. The coders
may well leave the office around 7pm,
but they habitually take their machines
home with them. Often, after an evening
out, they return to the office for a few
more hours' work. Sessions lasting until ONHEAD
4am are considered fairly normal practice. L\

As a result, Peter, Mark, Tim and Demis
have developed Lionhead's basic programming libraries and
tools - the underlying foundations upon which the game
engine draws - in just seven weeks. And all this had to be
written from scratch because Lionhead games will run at
800x600 resolution in true colour (as opposed to SVGA).

The latest addition to the team is 21-year-old Demis
Hassabis, Lionhead's resident Young Einstein. Though claiming
to have done no work for his Finals, Demis graduated earlier
in the year from Cambridge with a Double First in Computer
Science. As an Under-13, he was the world's highest-rated

young chess player. In August, at the
Mind Games Olympiad at London's
Royal Festival Hall, he also won
five silver medals and a bronze
for England, finishing second
overall in the tournament. In
typical Demis fashion though,
he was mightily disappointed
with his result: “Next year

I'm going to win."

Peter met Demis when he
entered a design-a-game

the corner. Peter, however, was fascinated by this behaviour:
“A Tamagotchi! Where did you get it? I'll buy it off you - I'll
give you 50 quid for it!"

Next day, he'd managed to blag one for himself and the
race was on. Convinced that Peter could never shoulder the
responsibility of raising a Tamagotchi, | proposed a £10 bet
between us. For the next few days the office became a virtual
playroom as the Tamagotchis beeped for attention.

At one point, Peter even resorted to espionage. My 12-
year-old son and his mates were working their way through
Dungeon Keeper. Although they'd managed to reach level ten,
a lost game-save meant they had to return to level five. Ben
e-mailed Peter to ask if there was a cheat to zip them up to
level ten. Peter agreed to offer the cheat on one condition
- my son must steal my Tamagotchi and leave it in a remote
corner of the house to die.

Luckily, the heinous plot was rumbled just in time. After
three days | was £10 richer. Two days later | went out in
the evening and forgot to take my fish. It starved to death.

But at least sanity had returned to the Lionhead office...

(Top) Oh oh, looks like Demis

S 5 has hit a problem... (Above) The
competition in Amiga Power Lionhead posse settle down for Co-founder of Games Workshop, author of Fighting Fantasy

magazine in 1990. A 14-year- yet another late night session. Gamebooks, game designer and columnist for the Daily Telegraph,

old at the time, Demis knew he Steve Jackson is now a director of start-up Lionhead. €3
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HE WAGED WAR,
CHANGED THE FACE OF EUROPE
AND GOT A PAT ON THE BACK
WHEN HE GOT HOME.

THE GREAT BATTLES OF JULIUS CAESAR.
I CAME, | SAW, | CONQUERED.

AVAILABLE MARCH FOR WINDOWS 95 CD-ROM. www.imagicgames.
The Great Battles of Caesar is based on the award winning board game from GMT Games. The Great Battles of Caesar and the Great Battles Series are reg
trademark of Interactive Magic, Inc. Windows 95 is a registered trademark of Microsoft Corporation. All rights r
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It's cold and wet. Aqua are back in the charts. All

the big January releases have slipped ‘til the spring.

But it's not all bad news - there are one or two

gaming gems out there if you bother to look hard
enough, maintains Jeremy Wells.

Earth 2140
F/A-18 Korea
Fallout

ANUARY IS TYPICALLY A QUIET TIME OF THE YEAR FOR EXCITING AND WORTHY NEW The Journeyman Project 3

releases in any medium — even the normally verbose Barry Norman looked quite lost for
words when | caught Film 98 last Saturday (presumably he was
forced to sit and watch telly all week). Meanwhile, a glut of
new material from more accomplished artistes has meant that those
purveyors of spurious euro-pop, Aqua, have once more managed
to sneak into the charts. Similarly, we were making ready to
endure the usual post-Christmas avalanche of mediocrity

as far as new games are concerned. If it's January, it

must be RPGs, strategy games and flight sims.

When we were planning this issue in early January, things looked
bleak. The late arrival of the Quake /l engine has meant that SiN, Daikatana
and Duke Nukem 4 Ever have slipped until May, or even as far off as autumn, as
the respective developers struggle to implement the new code. Quite what Blizzard's
excuse as far as StarCraft is concerned is anyone's guess. It was originally due for
release towards the end of last year and yet we're still waiting for some
reviewable code. Let's just hope it's worth the wait.

It seemed that no one was releasing any new software until the spring.

But then pretty much out of the blue came Warhammer: Dark Omen. We'd
been following its progress for some time, but the first game in the series

had persuaded us to be both wary and cautiously optimistic. However,

after a week's intense single-player and network play, we were more

than a little pleasantly surprised. It may not have the immediacy of C&C

or Total Annihilation, but once you've toiled through the first few levels you'll
discover that not only is Dark Omen very playable, but the 3D rotational engine is quite superb. On a
technical level it's superior to Bungee's Myth, although the office is currently split as to which is the
better game. Play the EXCLUSIVE demo on this month’s

CD and decide for yourself. Another surprise this month
was Fallout, Interplay’s post-apocalyptic RPG. Again, it was
initially greeted with the same enthusiasm we normally
reserve for flight sim add-on packs, but it actually turned
out to be extremely deep, intense and a lot of fun. Let’s just
hope the popular press don't diss it for its ‘adult’ content.

The previews in this month’s issue indicate that as well
as the numerous first-person shoot ‘em ups due for release
in the spring (don't forget that's when Unreal, Half-Life, Star

»

Lords Of Magic
WarBreeds
Warhammer: Dark Omen

Warheads
World League Baskethall

Trek: First Contact and the Jedi Knight add-on pack are also X-Wing Vs TIE Fighter:
Dark Omen (above right) and Fallout due), we've got the lush /ncoming! from Rage, a revamped Balance Of Power
(above) have helped us while away Dune from Westwood and the mega-selling PlayStation hit
the long winter evenings. Final Fantasy VIl to look forward to. But until then, wrap up
O abamon oyt i warm and bury your head in an RPG until the spring. @
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The highest accolade a game can attain.
Not only is it innovative and highly
original, but it's extremely playable and
has masses of long-term appeal. Games
that receive the ‘Classic” award should
be seen as a benchmark with which to

compare other games of the same genre.

80-89 RECOMMENDED

70-79

An excellent game that simply lacks that
certain something to make it a gaming
classic. It may not be necessarily highly
original, but it contains some new ideas
and variations that add to the genre
and are well implemented. Well worth
checking out.

If a game scores within this bracket it's good, but not good
enough to be recommended. It's not exactly original and
somebody's probably done it better already, but it's still
playable all the same. Basically, it's worth shelling out for,
especially if you're a big fan of the genre, but don't expect
anything innovative. Whatever you do, don’t discount games
just because they don't quite hit the Recommended mark!

50-69

Games that fall into this bracket are distinctly average

and don't really offer anything new. There’s nothing much
wrong with these titles, but then there’s nothing much to
recommend them either. They're just average. Okay. Not
bad. Alright. We've seen it all before. A lot better on budget.

You get the picture.

3D

BLASTER

DIAMOND|
Stealth

40-49

Okay, so you're not really going to buy this, are you? We'd
advise you not to. It's below average, it's not very playable,
you'll probably be disappointed. It had a few nice ideas, but
they were badly executed. Give it a miss.

21-39

Oh dear. This should never have got past the ideas stage. It
offers absolutely nothing new to the genre, is very limited in
terms of gameplay, frustrating to play and ultimately a complete
waste of money. Avoid disappointment. Avoid this game.

20 AND BELOW PANTS

Absolutely bloody awful. Unplayable,
due to bad design or bugged code. Crap
with a capital ‘C". Naff with a capital ‘N'.
Do not buy this game, it will ruin your
life and all those who come into contact
with it. It doesn't get much worse than
this. Have we made ourselves clear?

This is designed as a purely visual guide to how games of
a similar style compare. The bars do not relate to previous
review scores, they are simply an indication of how the
reviewer feels about the products on a sliding scale.

Game 1

Game 2

WYsTinus

POWERVR

THE BENCHMARK PC
At PC Zone all games are
played and tested on a DAN
Technology Pentium 133 with
16Mb RAM, a 2Mb graphics card
and a quad-speed CD-ROM drive
We also use Maxi Gamer 3Dfx
cards for releases that support

= D3D and 3Dfx
< i specific games.
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PC Zone use Dan PCs exclusively
'cos they're

absolutely fab

If you want any
more info on  Personal Computers

Dan machines, “The Peaﬁa"“
you can call Choice
them on:

0181 830 1100

LISTEN UP!

You know that you're gonna need a
3D accelerator card. We recommend
the Maxi Gamer 3DfX, not only
because it's a good card, but also
because at under £100 it represents
excellent value for money. It allows
you to run the best titles in glorious
hi-res, mixes in the most fabulous
effects and turns your PC into a
red-hot games machine.

For further details contact Maxi on:

0181 944 9000

THANKS THIS ISSUE TO:

Lidia @ Eidos
Sam @ SCI

PC Zone Benelux
Steve @ Gremlin

John ‘Lucky Bastard’ Davison @ EGM
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Narhammer:

Dark Omen

N He ambles along without

_ (TN X direction, moans about
] 4&’5 i 5 nothing in particular and
i g 0 smells like a vat of rotting
g o - cabbages. It can only be
¢ R Sa s ot %o rising
J from his crypt.

HOSE OF YOU WHO REMEMBER
g Shadow Of The Horned Rat (which
for the uninitiated was the first
T —" N p——r game lto be bas‘ed on Games ‘Workshop's
is the key to your campaign lead miniature paint ‘em up) will no doubt
being successful. recall having mixed feelings over its quality. On one hand
we had a real-time strategy game with innovative 3D
graphics and an involving storyline; on the other, a
control method as fiddly as drinking beer from a thimble.
It was also incessantly frustrating because missions had to
be replayed over and over again - not for enjoyment you
understand, but because the game was too friggin' hard.

So perhaps it's understandable that the thought of
reviewing Dark Omen filled me with nervous anticipation.
Thankfully my fears were largely unfounded, because the
developers have taken all the best features of SOTHR and
enhanced them, while also cutting out the crap that got
in the way - which leaves us with a lean, mean, fantasy
fighting machine... well, sort of.

Set a while after the first game, Dark Omen sees you
reprising the role of Morgan Bernhardt, the mercenary
leader of the Grudgebringers. This time you're up against
undead soldiers and goblins: two very different enemies
that require different strategies to win. The storyline is
carried along admirably by the main characters chewing

o’
the fat in comic-style windows; these scenes do drag on,
' but there's the odd animated cut-scene to spice things
” - PP . N .
o’ up. The first few missions are fairly simple: you start with
- one unit each of infantry, cavalry, archers and a cannon.
- L P

1] Grudgebringe

'5 " Here's where you hire reinforcements, tool up on magical
' items and take a well-earned break.




Thankfully it isn't long before you enlist the help of a
wizard, who looks like a cross between Roy Wood and Ginger
Spice. You have to take good care of your magicians because
their magic really does come in handy (obviously). The other
commanders and units you come across are usually happy to
join in the battles, especially if you help them out; they may
even stick around for the duration, although this will usually
take you out of your way and could affect the final battle.

The fighting is handled in a similar fashion to the previous
game: you select a unit by simply clicking on its banner and
then either click on the map to move it, or on an
enemy unit to attack. Naturally, archers,
cannons and wizards warrant slightly
different attention, but the control
method is incredibly simple to use -
you don't even have to have units on
screen to direct them. Although it does
get easier, wheeling the units around
is a bit fiddly at first because
the cursor keeps disappearing,
although | consoled myself
with the fact that getting a
troop of cavalry to turn on
their feet is probably just as
tricky in real life.

The screenshots should
make it clear that owners of
3D cards are in for a glorious
treat. The landscapes look quite
stunning, and moving around
them is as mysteriously easy
as finding your way home after
ten pints of lager. Without
hardware acceleration, the
graphics are a bit messy,
although | have to confess
that | played the game for more
than four hours before realising
I'd turned 3D acceleration off -
which just shows how engrossed | was. To be honest, the
graphical representations for the various units seem a little
disappointing, especially after Myth. But most of the time
you'll be directing the action far above any perspective Myth
can handle, and Myth doesn't have cool units like cavalry,
chariots or cannons. However, it's annoying that you can't
make use of the buildings on the various maps. You can hide
behind them and even flatten some of them, but it would've

been s00000 cool to plant a cannon on some
battlements and watch your foe blindly walk
into a couple of fat fiery balls of metal.
Unfortunately, Dark Omen disappoints in exactly
the same department as SOTHR. To progress to
the later missions you can't afford to lose a single
unit. Even if you do manage to pick up all the available
cash, you still don't seem to have enough to keep reinforcing
your units for the battles that lie ahead. Most of the missions

“Most of the time you’ll
be directing the action
far above any perspective

Myth can handle.”

have their difficulty set just right, but a couple are virtually
impossible unless you have a full complement of men, and
even then casualties will invariably be high. This is a real
shame, because most of the missions are varied and very well
designed. If you can forgive this as a minor flaw, or if you
actually enjoy a serious challenge, there should be nothing to
stop you snapping up a copy. In light of all the other strategy
games out there, Dark Omen still remains highly original, and
if you want something that's going to keep you occupied for
a good long time, this is the one to go for. @

Sick of all the C&C clongs and
want something a bit different
from Myth? Then rush out and
buy this now. Be warned though
you may end up tearing your
hair out over some of the levels,
as anyone who's played its
predecessor will already know

Warhammer: Dark Omen
Warhammer: SOTHR
Myth: The Fallen Lords

WarCraft 2

Memory: 16Mb

Processor: P120 minimur
Graphics: 2Mb SVGA

(3D card recommended)
Sound: All major sound card

ol N
Controls: Mouse, keyboard

¥ -
»r . M¥srinus

Difficult, yes, but persevere
and you’ll find Dark Omen
highly rewarding.

Price: £39.99
Release date: March
Publisher: Electronic Arts

Telephone: 01753 549442

\ Website: www.ea.com

(Above) Here your cavalry prepare to charge an enemy skullthrower - look out for the skeleton archers behind you who are
trying to stop you. (Right) Two of the early missions and your first taste of the devastating effects of battle magic. Nice.
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F/A-18 Korea

It’s staggeringly complex,
has a lethal capacity for
subtle attacks on its enemies
and is overshadowed by more
complex and user-friendly
models. It’s Paul Presley’s
social life. No wonder he
plays so many games.

OPULAR FUTUROLOGY HAS IT THAT THE

air wars of the future will no longer be
fought by men but by remotely-piloted
machines (although there will still be men

operating those controls, so popular futurology

had better learn to clarify itself before it pokes its head
round my way again). If that is indeed the case and
the next time America invades... er, ‘polices’ some third-
world country with large oil reserves, it's with the help
of an elite team of speccy geekoids sitting in their
bedrooms, connected to the world's defence network
by a 28.8 modem, | can think of no better training
tool than F/A-18 Korea. It's that realistic.

| remember when...

This high level of realism is probably due
to the fact that the actual F/A-18 Hornet
aircraft is now getting on a bit and
subsequently has a lot of features

that just don't exist in modern jet
fighters. For instance, the radar is i e
a huge and cumbersome beast with all
sorts of scanning modes and adjustable

? (A

“The detailed
editor allows you to
create simple one-

plane joyrides or huge
multi-aircraft tactical headaches.”

options - none of your computerised,
auto-targeting, information-displaying F-22-style gizmos .
here. You have to work at detecting other aircraft, and it's
probably this level of effort that makes the game feel so
‘ very real. I'm sure that every cockpit button in F-22 ADF is
| accurate to the last millimetre, it's just that F/A-18 Korea
i makes you aware of how hard a pilot's job really is.

L D Py

Luckily, the game's designers have thoughtfully included a
very good manual. Written by an ex-US Marine Corps F/A-18
| pilot, it takes you through the detailed ins and outs of Hornet
| operation with remarkable clarity and user-friendliness. It's — C
one of the best manuals I've seen since Falcon 3.0 and details ‘ ] - é*!——

(Left) The Yanks get missile-laden
jet fighters, the Russians ancient
prop planes. (Above) Bad flight
with Delta? Revenge is now yours.

O

everything from take-off and landing procedures to advanced
air-to-air combat manoeuvres. It works in conjunction with
a series of training missions that, while not as numerous and
comprehensive as F-22 ADFs, combine to give you a feeling
of confidence when you finally set off on a proper mission.

Pull up. Pull up! Pull up, dammit!
There's yet another area of flight sim life that F/A-18 Korea
opens up to you - that of the rapidly converging flight
model. Most of today's modern fighter jets are now designed
with ease of use as a main criteria and as a result, there
seems to be very little difference in the way certain planes
handle. The F/A-18, however, is a heavy, sluggish bird and the
developers have done a fine job of making you aware of this.
It also comes as something of a welcome relief after having
been deluged with an army of flight sims where flying the
actual plane can seem almost too easy to be real. As such,
the game feels more challenging and more rewarding to play.

Here’s a war | made earlier

Before | start putting a downer on this unashamed love-in,

I'll just mention the mission editor. It's been a long time since
I've played a flight sim that allows you to create your own
missions and scenarios from scratch (providing you base them
in Korea, of course) and I'm now beginning to realise what I've




been missing. The editor is both

easy to use and staggeringly detailed,
allowing you to create simple one-plane
joyrides or huge multi-aircraft tactical
headaches without getting frustrated

by the interface. There's one exception

to this in that there are no cut and paste
commands for the quick creation of identical
flights, and this can be a pain as you add more
and more patrols. But on the whole, this is first-
rate stuff - it even put me in mind of the late,
great Stunt Island, albeit without the ‘comedy’ factor.

But it scores less than F-22 ADF...
And here's why. Despite having a lot to recommend it, a few
questionable areas remain. For one, the mission structure.
While the aforementioned editor retains some level of long-
term interest, the actual missions feel very self-contained.
Again, just as with F-22 ADF, there's no ongoing campaign
framework to deal with, so every time you take off it's as if
you're starting off in a completely new world.

And because you can feel the mission editor at work in
each mission, that ‘real-world' impression is lost. Games
like F-22 ADF and Joint Strike Fighter manage to create
an illusion where you feel like you're just a small part of a
‘living world In F/A-18 Korea, however, you are the centre
of attention, which lessens the overall atmosphere and
reminds you that you're playing a game, nothing more. And
when you consider how staggeringly detailed the rest of the
simulation is, it only adds to the disappointment.

| also have a slight quibble about the graphics. For the
most part they're great, and low-powered machine owners

(Above) | sometimes think designers have only one reason for putting bridges in flight sims. (Top right) What worries me
most here is that the US Navy still appear to use DOSShell (/t’s more reliable than Windows - Ed). (Above right) How much
do you reckon Sony paid for that product placement then?

In many ways, F/A-18 Korea is

a more realistic sim than F-22
ADF. However, DID's behemoth
manages to give the impression
that it’s a more complete world.
Neither game has a decent
campaign system though (or ‘yet’
in F-22's case), which is where
JSF manages to score a few hits.

F/IA-18 Korea

F-22 ADF
(Far left) Sure, it looks big there -
just wait till you try landing on it.
(Left) The most common sight for
the majority of flight sim buffs.

Joint Strike Fighter

Watching that ‘bomb through
O the window’ video on CNN

will be pleased to hear that if you don't
turn the 3Dfx options on, this game will
actually work on your PC. And while the graphics

aren't up to the quality of F-22 ADF (or JSF either, for
that matter), they're still a big improvement on the likes of
A-10 Cuba! or SU-27 Flanker. However, designers Graphic
Simulations have fallen into the age-old trap of lavishing
all the detail on the craft and somewhat ignoring the other
objects. For instance, some of the buildings are almost
laughable in their plainness, although the terrain textures
are particularly nice and the lack of too much detail does
tend to keep things moving along smoothly. You can sort of
tell this used to be a Macintosh game though, and the next
title would be well advised to really go to town with the
accelerator cards - an engine of this quality combined with
the graphics of DID would indeed be a joy to behold.

Memory: 16Mb
Processor: P90
Graphics: SVGA
‘ Sound: All major sound cards

’ Controls: Joystick, flightstick,

‘ keyboard, mouse

: s S
st Fagmar

Cleared to land

Basically then, the reason why F/A-18 Korea doesn't score as
highly as F-22 ADF is that while the simulation of the plane
is in most ways better than DID's, at the end of the day, the
overall game itself is rather disappointing. If | happened to
be one of the speccy geekoids mentioned at the beginning,
training for a real war, the scores would probably have been
reversed. But I'm not. I'm a speccy geekoid playing a game.
And in my book, that's what really counts. @

| think I’'m now qualified
to fight in a real war.

Price: £29.99

Release date: February
Publisher: Empire Interactive
Telephone: 0181 343

Website: .empire.

O




HIGH-REALISM STRIKE FIGHTEI

=FA18=

l(()l{lgj‘ follows on from the highly

successful and ultra realistic FA/18 Hornet and takes the
term simulation to the extreme. With the excellent
gameplay and exceptional realism of Hornet, Korea also
brings with it outstanding graphics.

T e
KEY FEATURES:
@® Three theatres of operation, all featuring rolling 3D terrain and

atmospheric effects.

® Accurate flight dynamics closely simulate the Navy and marine
strike fighter aircraft.

® Exceptionally detailed avionics are closely modelled to provide accurate
reproductions of the FA/I8 Korea flight systems.

@® Unique graphic engine delivers fast and smooth in-game graphics, even on an
unaccelerated PC.

® Superior 3D graphics capabilities including Native 3Dfx Glide support for the

finest accelerated 3D graphic effects available.
3Dfx Screen shot

For product information and availability, check out our web page at: www.empire.co.uk




SIMULATION

® European version includes an extra |8 missions
which are not included in the US version.

® Advanced mission editor provides design
control over all available units within the
Korean theatre.

® Connect up to 4 computers via
network for multiple player action.
Includes 6 network missions designed
to enhance multi-player play.

® Huge arsenal includes B-57
Tactical Nuke.

® Standard product includes full
Pilot's Manual written by a former
Marine ‘Strike-U’ instructor and FA/18
Hornet pilot.

® New aircraft types and anti-aircraft units, including
F-14D Tomcat, B2 Spirit, Patriot, Hawk and various SA-2 variants.

® Exclusive multimedia training classroom provides over 90 minutes of
flight combat instruction. Includes 6 training missions in scenic Hawaii.

@® New network theatre set in Fallon, Nevada.
® Tested by Combat Pilots.

WINDOWS '95/NT 4.0, 3Dfx® GRAPHICS REQUIRE 3Dfx-BASED GRAPHICS ACCELERATOR.

T NCTR R

rARRWAY RN
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SIMULATIONS

ACTIVE



»t “I~"’4

Fallout &

When two tribes go to war,
one is all that you can score.
Interplay’s Fallout, on the
other hand, has managed to
score considerably better
than that. Peering nervously
at the Geiger counter is
Charlie Brooker.

HERE ARE TWO WAYS OF LOOKING AT THE

continued proliferation of nuclear arms.

Number one: as long as such weapons
exist, the prospect of a nuclear war simply

cannot be ruled out; inevitably, it'll happen

sooner or later. One day the skies will fill with fire, and
our flabby carcasses are going to fry like pigs
on a spit-roast. The oceans will boil, our cities
will burn, and Planet Earth will be reduced to an
incinerated pellet of lifeless radioactive carbon.
It'll be almost as harrowing as an EastEnders
Christmas special. Almost.

That's viewpoint number one. Viewpoint number
two is a little more cheery. It runs like this: sod it, we
all have to die some time. Let's try not to think about
it. Fancy a pint?

that is. But before we go into that, let's
describe the darned thing first, shall we?

We’ll all go together
when we go
It's a role-playing game. A full-on trad-rock
RPG complete with character stats, experience
points, armour classes, inventories, and turn-
based combat. But before you start vomiting,
listen up: it's really good fun - honest. For
one thing, healthy Tolkien-o-phobics have
nothing to fear from Fallout; there isn't
an orc or a goblin in sight: this is, after
all, an exercise in gritty post-apocalyptic
sci-fi. Second, it's very much an adult
game. Aside from the sobering subject
matter, there's a smattering of profane
language, lashings of grisly unpleasantness,
and even a touching sequence in which
the lead character gets to sleep with a
prostitute. Again, anyone from
Rotherham will feel right at home.

“It looks a bit
like Rotherham -
excepl it’s prettier.”

If you favour viewpoint number one, Fallout will probably
seem like a documentary from the future. The game is set
in a brutal and anarchic post-nuclear wasteland, populated
by mutants, bandits, radioactive zombies, gigantic deformed
animals, and gun-toting fascist cops. It looks a bit like
Rotherham - except Fallout is prettier. Indeed, Fallout is very
pretty - assuming you find the sight of bloodied chunks of
human flesh arcing through the air aesthetically pleasing,
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l No, they’re not the highlights from the latest ‘Come to sunny Rotherham’ brochure, they're just pics of Fallout's cityscape, local amenities and welcoming committee.
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The bomb... with its deadly aplomb, and in an unpleasant manner. A laugh-a-minute carnival of PRGNt ome 2t Hhves Dt toie

playing games we've seen for

the cloud... like a mushrooming shroud, zany cartoon slapstick it is not. ; :
and the folk... as they go up in smoke - dg(‘?, and (dfl even hol(li its own
that's entertainment. Yes, ladies and CAFE FLESH SEMASE e Mikes of Uitbm: .
gentlemen, wholly terrifying they may Obscure American ‘arthouse’ flick, set in - hey, R Ao e g "‘"“_“‘d N
be, but nuclear weapons have an up side you guessed it — a post-apocalyptic wilderness. A ko0 B‘,’"'_"""" sy
- they've kept the movie industry busy pre-credit sequence explains that following the war, ¥ c““f_'""" o /”?”""' o
for years. Heartening, isn't it? There 99 per cent of the population are allergic to sexual WS DESIGORY. Coml; e v Mo
| now follows a brief rundown of some intercourse. The remaining 1 per cent are legally m","’fm‘d "",""" ' ‘s‘hi(,l"""”"'
' of our favourite apoc-o-licious motion obliged to ‘do it’ in front of everybody else. Moody r sl' "_"Idmk:g’;g(\ 5":’.‘ " "m"_' .
| pictures. Duck and cover... performances, inventive costume design and bizarre ;‘ = "pu"_ ' ‘; :" ; to[ ""s
\ choreography all conspire to give the impression that el 0'3( TN s b
MIRACLE MILE we are witnessing a piece of intelligent highbrow M T twe Inoiie WS
Sadly neglected film in which a dweeby musician cinema ~ until strings of genuine semen begin soaring Fall
accidentally gets wind of an imminent nuclear attack through the air like mayonnaise at a food fight, S
on Los Angeles. Highlights include the mindless, prompting the realisation that Café Flesh is nothing Ultima VI
panic-stricken public rioting that occurs moments more than an incredibly filthy pornographic film. :

before the blast, and an uncompromisingly downbeat
ending. Viewing hint: keep some Pfozac close tohand. WARGAMES
. Teenage hacker Matthew Broderick dlgitlllv burgles

Burntime

Albion

Shadowrun (SNES)

A real nuclear war

Memory: 16Mb
Processor: P90
Graphics: SVGA

Sound: All major sound cards

But the very best thing about the game is its inherent go on for ever. It's a dangerous prospect for those of you with Controls: Mouse
non-linearity. Although it does have a primary, ‘proper’ quest relationships on the go: book that Relate appointment now.
- actually, there's more than one, but we don't want to spoil Criticisms? Well, some of the non-player characters who
it - Fallout actively encourages the player to have full control join your party are lacking in the ‘smarts' department - they
of his/her own destiny. Rather than being led by the nose have a habit of standing in your line of fire and, whatever
through a rigidly-defined storyline, you explore the irradiated else you do, don't give any of them a rapid-fire automatic
wastes at your leisure. Not that your actions don't have weapon, because they'll use it with the carefree abandon of It’s the end of the world as
direct consequences of course: if you visit a township and a child blasting at cats with a water pistol. Also, we ran into we know it = and it feels fine.
attack someone's mother with a sledgehammer a few ‘glitches’ in the dialogue - dead characters were

sometimes referred to in the present tense. But these
are quibbles. Give it a chance, and you'll discover
that Fallout is a rewarding RPG that will keep
you entertained for hours. Think of it as the
silver lining in the mushroom cloud. €

(just one of the myriad possibilities in the
charming world of Fallout), they won't
exactly welcome you with open arms the
next time you show up. It's one of those
rare things: an absorbing, believable,
‘virtual' environment in which, it

seems, anything is possible.

All suffused with an
incandescent glow

Anyone who thinks turn-based combat is a
crashing bore should give Fallout a spin. It may
have a slower pace than the endless visceral
skirmishes that make up Quake //, but that doesn't make it
any less cathartic when a bad guy gets his lungs blown out.
Those who've succumbed to the insanely addictive X-COM
series in the past will be comfortable with Fallout - the
player's gnawed fingernails stand in silent testimony to the
taut compelling nature of the combat. It also has the added
appeal of bodypart-specific targeted shots (you can go
around shooting people in the testicles, for example). There

Price: £TBC

Release date: Out now
Publisher: Interplay
Telephone: 01628 423666

Website: www.interplay.com

isn't an efficient way of describing how moreish it can be: If you have an allergy to Tolkien-esque orcs and goblins,
just think about those Government information films warning you'll be perfectly safe here - unless you're prone to
of the dangers of drug abuse, and you're on the right track. picking up those annoying and deadly nuclear infections.

And, since the game is so open-ended, it could conceivably




X-Wing Vs TIE Fighter:
Balance Of Power

Although X-Wing Vs TIE
Fighter was a remarkable
Star Wars product, it was
slightly marred by a lack of
any real single-player ‘fun’.
John Davison explains why
you have to lay out a bit
more cash to get the

most out of it.

HERE'S NO ARGUMENT ABOUT IT:

X-Wing Vs TIE Fighter: Balance Of Power

is what X Vs TIE should have been in
the first place. The original game was a

gorgeous space opera (as publishers are wont

to call them), albeit lacking somewhat in the ‘opera’
department. By this, | don't mean big fat singing Italians
(although that's something for George to consider for
the new trilogy), but rather the absence of the story
elements that were so well executed in its predecessors.
Let's face it, X Vs TIE was a bit boring. The graphics
were fabulous, the music unsurpassed, the controls

better than you'd find in any other space combat game...

but the gameplay was yawny, dull, single-mission based
combat. The multi-player stuff was fun, but at no point
did the game ever give you a sense of achievement.

Together we can rule the galaxy...
So, as with its predecessors, we have an add-on disc. A
predictable move by LucasArts, but when you look more
closely, Balance Of Power is almost an admission of guilt.
What have we here? Two story-driven campaigns? 3D
support? Cut-scenes? The B-Wing Fighter and Super Star
Destroyers? Surely... surely not all the things we should
have been given in the original release?
What does all this mean then? Well, for
a perfect game of X Vs TIE you really need
to dig deep and fork out the extra 15
quid that this is going to sting you
for... but it's well worth it, especially

(Left) Network campaign missions are the most fun, as they let you take out the major targets as part of a team effort.
(Right) One of the high points of the game is that you can take on a Super Star Destroyer. These things are big... really big.

As far as the history of add-ons
for Star Wars combat sims go,
Balance Of Power is one of the
most enjoyable yet. We've put
all the packages together; the
Collector’s editions of X-Wing
and TIE Fighter both threw in
their appropriate add-ons, and
despite the minor expense,
when you bundle X-Wing Vs TIE
Fighter with Balance Of Power,
it actually fares very well
X-Wing Vs TIE Fighter:

Balance Of Power

X-Wing Collector’s CD

Memory: 16Mb
Processor: Pentium
Graphics: SVGA

Sound: All major sound cards

Controls: Joystick,
if you were fanatical about the original X-Wing or TIE
Fighter. And that should really be all of you. | don't care
what the people here (and Chris in particular) say: the Wing
Commander games suck and the X-Wing engine rocks.

So what do you get exactly? Well, the best bit is
obviously the new ‘proper’ campaign - something that was
sorely missing from X Vs TIE. The campaign can be played
from either side and breaks you in fairly gently before
hitting you with some full-on, dead-hard, mean muthalover
levels that'll have you swearing your head off. Fancy taking
out a Star Destroyer in a Z95 Headhunter with no support?
Thought you might. The campaign can also be played as a
multi-player game for added fun - although if you don't
fancy that there are some new battles and melees for you
to try out as ‘one off' punch-ups.

Balance Of Power is an excellent add-on, but we shouldn't
have needed it in the first place - and don't
be surprised if a 'Collector's Edition'
style package featuring this and
the original is released in a
few month's time. €

What X-Wing Vs TIE Fighter
iljould I@)S l}{"f!‘;{'} along.

;’:Jb“\l;(‘l?ﬁﬂ'u\ Arts/Virgin

Telephone: 0171 3

Website: www.lucasarts.com




Grand Theft Auto 1S So good, It won
a certificate before It was even released.

Imagine how proud we felt when the British Board of Film Classification awarded us the prestigious ‘18 Certificate’.
It was indeed a great honour for Grand Theft Auto to have followed in the footsteps of such cinematic greats as
‘Reservoir Dogs, ‘Death Race 2000’ and ‘Crash’.

Yet sfill, the plaudits kept a-comin’. PC Gamer gave it 92% and C&VG gave it 5 out of 5, as did Sky Magazine.
Escape magazine wrote, “Grand Theft Auto is depraved, disgusting, putrid and repellent. 6 out of 6!” confirming the
truism that adults really do have all the fun. Sorry kids. Grow up and see what you're missing.

T3 ERINITEL TET 14

® 1997 BMG Interactive © 1997 DMA Design Ltd. Distributed by BMG Interactive. Designed and developed by DMA Design
p)cnd "PlayStation” are trademarks of Sony Computer Entertainment, Inc. Distributed by the local BMG Company. A unit of BMG Enterfainment
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Battlesp

Chris Anderson will take

gameplay over graphics any

time. Battlespire argues its
case for the former.

HIS IS THE LATEST GAME TO EMERGE

from Bethesda, creators of Daggerfall.

Bethesda are renowned for two things:
first, their ability to create massive game

environments and enchanting storylines, and

second, their apparent inability to keep up with the times
in a technological sense. This isn't to say that the game
engine for Battlespire is particularly lacking in any way,
but the graphics and general presentation fall way below
acceptable standards for a game of this type.

This was precisely the problem | had with Daggerfall.
When it came out two years ago it looked dated and
primitive, and in my opinion it couldn't hold a candle
to Ultima Underworld (or any of the Ultima games for
that matter). If bad presentation was unacceptable then,
it's utterly unforgivable now, considering that almost
every game that comes into the office looks pretty
smart thanks to the wonders of 3D acceleration.

) The two-di al sprites
can't compare with Hexen If's
detailed in-game characters.

“There’s a curious
satisfaction to be

gleaned from completing all
the tasks in the right order.”
0

You can probably tell from the screenshots that Bethesda,
in their infinite wisdom, have decided to give 3Dfx and co a
wide berth. The explanation for this madness? Well, it seems
that Bethesda's own proprietary game engine (Xngine), which
they used for both Future Shock (a futuristic Doom clone) and
later Daggerfall, has compatibility problems with various 3D
cards. To address these problems, Bethesda would have had
to modify Xngine to the extent that the game would have
slipped quite considerably and missed its projected release
date by some margin. Why then, did they use Zngine at all?
It's not a bad game engine by anyone's standards, but it's
hardly revolutionary and indeed looks positively antiquated
alongside the likes of Quake Il or even Jedi Knight. What this
all amounts to is a game with tacky environments and almost
laughable sprites that will remind you of a number of old

Chanacten checation

(Above left) One false step and
you're lava soup. (Above top)
Choose the Mage character
class and you get to cast flash
ice spells like this one.




titles you'd probably rather forget. Bethesda would no doubt
argue at this point that you don't need lush terrain and 3D
polygon characters to make a great game - after all, it's
gameplay that counts at the end of the day. Oh, really? It
had better be bloody good then!

Game on

In truth, Battlespire is a fairly competent action RPG. It's not
a sequel to Daggerfall, a point that Bethesda have emphasised
by creating a very different game experience. To start with,
whereas you could pretty much do whatever you liked in
Daggerfall (it was a completely open game environment),
Battlespire is level-based. This makes it play like a sort of
fantasy version of Doom - | can't compare it to Quake for
obvious reasons. At the beginning of each level you'll find
scrolls left behind by one of your ill-fated fantasy colleagues
which give you hints on what you need to do to complete
the level. This invariably involves killing every bast you come
across before completing a few puzzles at the end.

However, this is a lot more fun than it sounds. The puzzles
are all quite simple but nevertheless fairly logical, and there's
a curious satisfaction to be gleaned from completing all the
tasks in the right order. There are many scrolls to be found
which give you information on various events and NPCs in
the game world. These are particularly well written and set

(Above left) Level one: activate switches to turn on
these blue rays and then proceed to level two.
(Above) Combat is standard hack 'n’ slash stuff.
(Left) This is a fireman. No, really.

the scene perfectly for the events which follow, said events
involving much hacking at enemy flesh and casting of spells.
And that's pretty much it.

Now I've got a problem. How do | explain why | spent ages
playing this game? (I'm on level four and the levels are pretty
big.) Strange though it may sound, the more you find out
about the history of the game universe, the more you want
to learn about it. This makes it worth going through the
motions during each level because you know that when you
get to the next one it'll be completely different, with its own
characters and idiosyncrasies. Of course, this may not be
enough for people who liked the open-ended gameplay of
Daggerfall and Arena, or the utterly engrossing and unique
gameplay of Ultima Underworld, but it'll do me nicely thank
you very much. While it's not a classic by any stretch of the
imagination, it offers a reasonable diversion for those of you
who may have completed Lands Of Lore 2 and are desperate
for something to keep you happy until Ultima IX and Lands
Of Lore 3 appear later this year. @

Considering Battlespire looks like a game that
should have been released two or three years
ago, you'd think it would run fairly smoothly on

(Left) Don’t kill these guys. Talk nicely to them and they’ll fight on your side. (Middle) The Ice Man cometh. Well okay, Frost
Man then. (Right) The landscapes might look okay when viewed at this size, but wait until you see them full-screen!
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Battlespire isn’t a traditional
RPG. You can’t buy and sell stuff.
You don’t talk to characters much
and you can’t freely explore your
environment. Think of it as a sort
of Doom clone with RPG stats.
For this reason I've compared it
to action RPGs, but it hasn’t
fared too well. It doesn’t have the
graphical polish of Hexen ll, and
even looks a bit grim alongside
ShadowCaster, which is about
four years old. It’s better than
Daggerfall, which doesn’t have
much to offer as either an RPG
or an action game.

Battlespire
Hexen Il
ShadowCaster

Daggerfall

G .
" b

Memory: 16Mb (32Mb recommended)

Processor: P133
Graphics: SVGA
Sound: All major sound cards

Controls: Mouse, keyboard

. /

Price: £TBA

Release date: Out now
Publisher: Virgin Interactive
Telephone: 0171 368 2255

Website: www.bethsoft.com
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“I can’t believe it’s not
Buddha,” says Andy Martin,
which is strange considering
we gave him a real-time
strategy game to review.

RE WE ABOUT TO RECEIVE A SIGN? A
return to the days when a 20-quid price
tag didn't automatically mean that the
game in question was a shoddy example
of provincial sloppiness? In a word: maybe.
Earth 2140, while borrowing much of its storyline and
gameplay from a head-on collision involving the likes of
The Terminator, Robocop, SimCity and C&C, still manages
to provide occasional entertainment in fairly large doses.
Witness the story: future Earth, mass nuclear destruction,
two surviving continents doing battle to become the ‘don’
clan of the world and ‘run tings', and that. Of course, in
the eyes of Joe Gamepublic, this is all worthless - as is the
soiled yet readable advert for a soft drink that puts in an
appearance during the game's intro sequence.
Essentially, it's the sheer scale of Earth 2140 and all
that accompanies it, that makes the game either utterly
enthralling or a journey around the 'slough of despondency.
Any statisticians reading this will doubtless be pleased
to hear that Earth 2140 features 22 fighting units per
continent, be it the United Civilised State or the Eurasian
Dynasty, while some 70 vehicles and buildings require
manipulation - although not along the lines of some god-
forsaken fighting game where the debauched minions of
Japanese history find a favoured method of attack with a
weapon that's better than the rest. On the contrary, Earth
2140 really does encourage the thought processes of both
Cé&C veterans and sympathetic observers. With 50 missions
to add to the mix, it becomes apparent from the start that
this will be as much a 'look at the size of my weapon' affair
as it is a 'Rook to Knight 3!

Your kettle

‘Whoopee!' you may all be crying, and yes, you have every
right to do so if this is your kettle. But despite some great
touches such as an easy interface and the ability to
‘bookmark’ and move quickly between your army on big
landscapes, unlike say C&C, Earth 2140 does tend to isolate
the strategy game virgin. Graphically, it adheres to the usual
misconception that everyone is prepared to sit through
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(Above and left) The sheer scale of the landscape will
appeal to diehard strategy fans.

} — = ==

loads of big film-style introductions with big film-attempt
soundtracks before the actual game begins. And once you've
waded through all that, you then find that the graphics
can't really pass muster on a 14-inch monitor. As an aside,
it does throw in some sparklingly titled odd features, the
best being the 'Virtual General' which plays the game on
your command far more effectively than you could ever
hope to do yourself.

Other side

Strategy fans will no doubt consider the idea of toying with
Earth 2140, and | can't deny that a fair proportion of them
will actually like it. For those reared on better however, the
tiny visuals guarantee frustration, and too many missions go
on and on simply because your army neglected to kill off a
solitary robot soldier and consequently had to go looking for
him on the other side of the landscape.

Just 20 quid

It's hard to put your finger on what makes Earth 2140
ultimately disappointing - but for a mere 20 quid, the price
is certainly in its favour. Essentially, it's like a ‘tribute' game -
something like 'l can't believe it's not Command & Conquer,
but without the depth and quality to fascinate. Even the 20
additional multi-player missions can't detract from graphics
that cause a headache, long-wind<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>