REVIEWS

s it space opera or space hoedown?
Strategy masterpiece or Stodgy ring-
piece? Let's just say it's somewhere in
the middle, shall we?

A lovely colour

scheme, don’t
you think?

Pretty fancy stuff,
eh? It's a shame
that battles tend
to be won by
better ships, not
better strategy.

their constant search to adapt
existing ideas, intelligent men have

Bonus points are awarded for making boy-scout
knots with your ships trails. Possibly.

distance). Spacecraft that are little more than
dots in the blackness of the void zoom in to
become beautifully realised
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do you guard a resource area or
vulnerable ships?

Publishers Havas claim that
Homeworld
is just as
important
a game to
them as Half-Life. Well,
sorry to disappoint you, my
French friends, but with the
best will in the world, those two
games are on different planets. If
Homeworld were a meteor, it would
burn up in Half-Life's atmosphere.

The frustrating thing is that
Homeworld is very well-made.
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paint job (up close) or
its engine trail (from a

panic and lose sight of where you are
pointing, or where strategically important

N- ~n" The map mode

illustrates 3D

space quite
effectively.
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When it looks this
good, don’t you
just wish it played
better? Sigh.

SIDES TO A STORY

Homeworlds tear-jerking plot begins with the
discovery of the planet where your race must
first have evolved. After dispatching a new

flight groups are. You can group ships using
the traditional C&C ‘Ctrl-number’ technigue,
but nine hotkeys just aren't enough.

Nevertheless, the battles can be awe
inspiring. On my PIl 300, | had more than
50 of my own ships - including fighters and
battleships - attacking some 30 advancing
enemy craft. Fighters sweep and turn in
selectable formations, cruisers loom and
light trails intertwine like crazy spaghetti
(multi-coloured crazy spaghetti at that). It's
frantic and it's thrilling, but you know you're
just an observer. The strategy is really in the
battleforce you create and arrange, not the
attack itself. If you try to see everything,
then you can no longer pick out your forces
or those of your opponents. In the end it's
just a case of selecting all your forces and
telling them to attack all enemy craft in the
area, occasionally targeting specific ships if
these are proving a particular threat.

The Al for the smaller craft seems
effective, albeit simplistic, but the larger ships
simply and steadfastly blast away at their

Distant

targets, just too slow to avoid any sudden
counter-attacks. The resources on offer
are generous, and the level doesn't end
until you hyperspace away. This gives you

“"Handcuffed
by serious
design
problems.”

the opportunity to soak up the remaining

resources, repairing and reorganising your
troops before the next sortie. The missions
are tightly scripted, so a few attempts at the

same names, Bah.

Your fleets
can end up
looking like
Red Arrows
wannabes.

hyperdrive ship to investigate, the rest of the
race is destroyed (I'm paraphrasing here, but
the destruction bit is quite good). Thus, in a
Battlestar Galactica stylee, the one lucky ship
must return to its home planet and re-establish
a civilisation. Homewaorld is that progression.
When you start the single-player game,
you have a choice of two races. Unfortunately,
the story is the same for both, and this seems
like a wasted opportunity. While you meet
various protagonists throughout your journey,
there’s a recurrent enemy (think Cylons). How
much better it would have been if Homeworld
had given you two distinct campaigns, with the
story seen from both sides. Instead, the second
race just has different-shaped ships with the

Spot the difference: no matter which side you
play, the game remains the same. Only the ship

models are different.

trickier ones give you an indication of which
strategies are going to work. Sadly, the
outcome usually boils down to how many
ships you send into the fray and how many
you leave to defend your mothership.
Homeworld is disappointing. Sierra’s

own hype, as well as some glorious demos,

had given us high hopes for this game, and
while it is hugely enjoyable - thanks to the
glorious graphics, non-Yes music (a kind of
atmospheric, thoughtful Kula Shaker) and
interesting story — it's handcuffed by some
serious design problems. A fine example of
space-based RTS, then; just not the finest
example of RTS.

STEVE OWEN
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ALSO WORTH A LOOK...

Want a space story and a bit of action? This
is EAS finest try to date. And it's on budget.

The new strategy champion. Sublimely
designed, and set on terra firma.

Wb

PCGAMER
PROFILE

Homeworld is
M Real-time
strategy in space
M Very
atmospheric

W Difficult to
control at times
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B Better with
Yes music
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