Planescape: Torment ®

w henmostpeoplethinkofAD&D.theythinkofdragonsandwussylimeelves.notofsar-
castic talking skulls or a tower of living heads. These are typical elements in
PLANESCAPE: TORMENT and illustrative of the radical departure that developer Black Isle is
taking for its next AD&D game.

While you do wake up with amnesia, you also realize that you died. Here you don'’t really
gain levels; you trigger memories, since your character has literally done it all. It's single-player
only and uses a modified version of the
BALDUR'S GATE engine. The interface has been
streamlined, so you get more eye candy when
you walk around, which is helpful because
TORMENT has such an abstract and imaginative
setting. Gameplay is similar to that of BALDUR'S
GATE, with the significant addition of the faction
system; all NPCs now belong to factions, so
every action has consequences for how NPCs
will relate with you. The surreal look on top of
the unique Planescape universe makes
TORMENT a serious contender this year.
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System Shock 2

sk anyone in this industry about his or her

favorite games, and you're bound to hear
the name SYSTEM SHOCK a few times. SYSTEM
SHOCK was one of those “great games that not
enough people played,” and for years and years
fans kept on asking for a sequel. Well, those
wishes have finally been answered: the premier
offering from Irrational Games (a team of ex-
Looking Glass developers) will be SYSTEM
SHOCK 2.

Irrational has made quite a bit of progress since the last build we tinkered with for our May
1ssue preview. Psi Powers have been finalized, and there are a whopping 35 powers total, in
addition to the 14 weapons, 11 implants, and dozens of random Inventory items. Like DEUS
EX, SYSTEM SHOCK 2 will go for the “same puzzle, multiple solutions” approach, and for those
of you who missed the puzzle-style mini-games while hacking, it’s back. SYSTEM SHOCK 2
looks very solid, and we think more people will play this title and give the series the recogni-
tion it deserves

Q3'99, Looking Glass/Irrational Games, www Jglass.com

WEREWOLF: THE HEART OF GAIA
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Gabriel Knight .
Blood of the Sacred, Blood of the Damned

T his is the adventure game genre’s last great hope, or possibly last, dying gasp—not that
there’s any pressure on it or anything. But if any game could ever rescue the genre,
GABRIEL KNIGHT Il is it. Designed by Jane Jensen, the brilliant
storyteller behind the first two games in the series, GKIII once
again plunges headlong into the realm of supernatural mystery,
as Gabriel and cohort Grace Nakamura investigate the disap-
porting over their pearance of a dethroned royal's newborn son. The Investigation
FANTASY VIlI takes them all the way to a mystery of biblical proportions—as
from anyone who's seen the controversial ads for the game knows
GABRIEL KNIGHT III is exchanging the full-motion video
approach of the previous game for a full-3D engine, an
inevitability of the times. Sierra was less successful than hoped for with KING’S QUEST VIIL
their last major adventure game to make the switch to 3D, but GKIII, grounded with stubborn
determination in traditional adventure gaming and emotionally complex storytelling, has a
much greater chance for success. As adventure game fans, we sure hope so.
Q3,799, Sierra Studios, www sierra.com
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