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Basic Information

Game Title

Heroes of Might and Magic III (and Armageddon’s Blade add-on)

Company & Author

The 3DO company, developed by New World Computing.

Type of Game

Turn-based strategy

Price

The game retails for between $30-40.  The add-on levels retail for about $30.

Minimum stated hardware requirements

	Computer System:
	IBM PC and 100% compatibles

	Operating System:
	Windows® 95/98 or NT4.0

	CPU:
	Pentium® 133; (P166 recommended)

	Memory:
	32MB RAM

	CD-ROM Drive:
	4X Speed

	Free Hard Disk Space:
	200MB

	Sound Card:
	All major sound cards supporting DirectX®

	Video Card:
	DirectX 6.0 compatible, capable of 800x600 16-bit display

	Peripherals:
	Keyboard, mouse

	Multiplayer:
	28.8 modem or greater (modem/internet play); TCP/IP or IPX protocol (network play)


Actual hardware required

This game ran competently on my old machine, which was a P200 with 40megs ram and Win95.  Performance over a modem was terrible with long delays between player turns.  LAN play was somewhat better.  The 2nd patch release fixed many of these problems and multiplayer performance is now acceptable.

Game Summary

Quick overview

Heroes of Might and Magic is a turn-based strategy game based in the world of Might and Magic. It is focused on elements of strategic conquest, the building of armies, territorial expansion, siege warfare, the clash of battle, and resource management.

Game play consists of controlling the actions of heroes to complete mission objectives, explore, and flag resources. As they travel across the land with their armies, they can explore, seek artifacts, and find treasure, as well as lead their armies into battle. Towns can also have armies garrisoned for their defense and act as centers for recruitment, the learning of magic spells, and trading. Towns you conquer become part of your territory.

There are several types of missions ranging from self-contained single scenarios, linked together into multi-scenario campaigns, or played as multi-player scenarios against (in cooperation with) other human players across a network. While a vast array of pre-designed scenarios come with the game, you can also create your own using the provided Map Editor tool.

Story line

Receiving news of her father’s death, Catherine Ironfist, Queen of Enroth sails for her home land of Erathia to attend her father’s funeral.  Upon arriving she finds her fathers kingdom in civil war.  She raises an army to restore order but learns that one of her father’s former generals had poisoned him.  Pursuing this general, his evil priests raise her father to life again as an undead lich to lead his army against her.

Catherine battles long and hard (that’s your part), but finally defeats her father, her father’s murderer, and his accomplices with the finale taking place in her father’s throne room, were her father’s undead body turns to avenges his death and subsequent resurrection.

Player’s role

The player controls several heroes who lead armies with them.  These heroes move through the game board collecting and flagging resources, and battling opponents.

Installation

The game installs from a single CD, which remains in the drive during play.  Standard InstallShield is used for installation.  The game also provides an automatic update feature, which will download game patches off from the Internet.

User Interface

The game consists of a series of screens (shown in the screenshot appendix) including the main game map, town view, hero view, and combat views along with several other minor views (save/load, world map, holy grail map, summary views, etc.)  The main game map provides links to the other screens.  On this screen the user navigates the hero around the game world between towns and attacks creatures on this map.  The town view provides sub screens to build new town structures, recruit troops, and other special abilities based on the town type.  When heroes move adjacent to creatures or other heroes on the over-world map, the combat screen appears.  This screen shows the line-up of your troops, which you lead into combat directly against the enemies’ troops.

Game Play

See previous sections…

Scoring

Once the mission is completed, you receive a score based on the difficulty and the number of turns (days) that you took to complete the objective.

Artwork

See attached screenshots.

Sound and Music

Music consists of customized MP3 files that are played for each town type and battles.

Special features

There are eight town types with unique creatures and abilities for players to explore.  The rampart consists of woodland creatures (e.g. dwarves, elven archers, and green dragons).  The tower consists of magical “academic” creatures (e.g. Magi, Titans, and Golems).   The castle features creatures like archers, calvary, monks, and angels.  The Inferno contains demonic creatures like devils, magogs, evil genies, and imps.  The Necropolis features undead creatures like skeletons, zombies, liches, vampires, death knights, and bone dragons.  The dungeon has subterranean creatures like harpies, medusas, manticores, and dragons.  The fortress has swamp creatures like knolls, gorgons, and hydras.  Finally, the Stronghold contains barbarian creatures like cyclopes, behemoths.

Manual

The manual details the background story, main game screens, hero and creatures statistics and troop/upgrade costs, and gives a complete list of all spells.  A quick reference card with all of the creatures’ statistics is also included.

Bugs

The multiplayer feature had many stability and performance issues.  Most of these issues have been resolved with subsequent patches.

Game Review

What is good about the game? Why?

· Better graphics than previous games in series.

· More town types to play and towns better balanced this time.

· Multiplayer is “playable” this time.

· Tons of new missions to play, including multiplayer cooperative missions.

· Much better uniqueness to heroes.  Each has a special ability and gains abilities when he/she goes up in levels.

· Many new spells, but almost too many?  The focus has really shifted away from getting all of the powerful spells like in previous releases.  Spells are quite weak unless you dedicate ability points towards mastering them (this seems reasonable though).

· Ability to play in window mode (so I can surf the net while waiting for my turn!).

What is bad about the game? Why?

· Really an incremental improvement, except for multiplayer 

· Computer AI isn’t much better (except in later campaigns).

· Later campaigns in expansion package have turn-limits, and unreasonably difficult monsters to beat.  This makes it too hard to beat without cheating.

· Lags in multiplayer interest while other players make their turns (still MUCH better than previous game).

How does it compare with similar games in the same genre?

This game provides superior graphics, sound compared with most games in the genre.  The game play interface is considerable easier to use than most as well.  There are relatively few games in this genre. 

Why is it better or worse than similar games?

May not be as in depth or detailed compared with most of the “war game” simulations.  The interface is quite a bit easier to learn, and the game plays faster and smoother than most of these types of games (I tend not to like games in this genre for this reason).

What is the appropriate audience for this game?

This game should be appropriate for children in upper elementary school through adult.  My wife enjoys playing this game as much as I do, as do our neighbors children.

Are any design mistakes present?

There are issues with turn-based strategy with multiplayer games.  The other player tends to have several minutes of waiting with no input while the other player takes his/her turn.  While this provides a good opportunity to read or surf the web, it defiantly leaves a lag in the game.

Summary

Overall strengths and weaknesses

It is almost the only worthwhile game in its genre.  See previous section for details on what’s good/bad.

Is the game worth purchasing?

One of the few games that I’ve actually bought in the past few years!  Well worth the buy (but the add-ons are a maybe).

How could it be improved?

· Better campaign balance (either way too easy or way too hard).

· Easy way to download add-on maps/missions like Blizzard has with StarCraft map of the week.

· Somehow find way to keep interest while in multiplayer.

· Better chat interface while in game.

