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It's time for alter esos to unite in the unpredictable, multi-player,

online* world born of the imasinations of thousands of Sims players.

Play as yourself or your outrageous Sims persona, and meet other

people doing the same. Will you be: a recluse or raver? Prince or

pauper? Casanova or clown? That's up to you.

Get started at TheSimsOnline.com. •
•

AOL Keyword: The Sims Online
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The wait is over. Master of Orion 3

has finally landed and it’s unlike
*

anything you’ve ever experienced.

16 unique alien races vie for

domination .of the galaxy through

diplomacy, deception or just plain

brute force. Are ^ou good enough

to rule the galaxy? Find out with

the triumphant return of the most

challenging strategy game in the

universe, www.moo3.cofn
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“...it’s a swashbuckling good time.”
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“...the six full servings of multiplayer should

more than accommodate even the most

gluttonous of gamers.”

-IGN-
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Editorial
Jeff's up front now. but he's still a big dork.

Letters
This month: More CGIV lovin', a few peaceniks, and a

guest appearance by Joseph Stalin.

In deep space or knee-deep in s***, we've got some
gorgeous shots this month. More outer space

adventure with Freelancer and a recruiting post-err

render from Tom Clancy's Ghost Recon: Island

Thunder expansion pack.

Holy crap! Palestinians play games, too, but they're

not the same shooters you play. See the Arab world's

answer to Soldier of Fortune. Plus, take a first look

at Hannibal, the game based on The Silence of the

Lambs, it puts the lotion on the magazine! Oh boy,

now we've gone too far....

Columns
42 Scott McCloud
43 Homebrew
46 Postmortem V

Holiday Gift

Guide f
Gift Guide; Shove this guide

in your relatives' hands and

worry not about Aunt Flo

giving you a copy of i
Daikatana for ^
Christmas, Chanukah,

or Kwanzaa. W

This month Wil brings you

the 10th Annual Ultimate

Gaming Machine. So what

happens when a black guy

from Oakland gets his

hands on seven top-notch

rigs from a variety of

manufacturers? Well, you'll

have to read on to find out.

Oh yeah, of course there’s a

Wil Power.

Gamer's Edge Lf
Get out your lipstick, boys- \ /

it's time to take care of the bad guys in one of

NOLFS's toughest missions. Double Cross. Also,

Bruce and Tom head back to the battlefield in

Medieval: Total War, and Encyclopedia WarCraftica

continues with tips for the

Undead in all of us. Plus,
itl'frAfniClRARl

everyone's favorite, the '

dirty trick.

Scorched
Earth k

COVER STORY

Tlron 2.0
Think outside the Boxleitner Or just check out our hands-on look at

Monolith's next big game.
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40 Hannibal

58 Asheron's Call 2

60 PlanetSIde

Reviews
96 Unreal Tournament 2003

98 Age of Mythology

100 No One Lives Forever 2:

A Spy in H.A.R.M.'s Way

102 Prisoner of War

104 Ghost Recon: Island Thunder

106 America's Army: Operations

108 Rollercoaster Tycoon 2

110 Stronghold: Crusader

112 Hitman 2: Silent Assassin

114 Links 2003

116 Battlefield 1942

118 Earth 2150: Lost Souls

120 The Lord of the Rings:

The Fellowship of the Ring

121 Batman: Vengeance

122 Age of Sail II: Privateer's Bounty

123 Revisionist History: Tribes 2

124 Prince of Qin

125 Empire Earth: The Art of Conquest

125 Casino Empire

126 Dirt Track Racing 2

127 Virtual Resort: Spring Break
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EDITORIAL

Speak, Green
Dang, I guess Fm writing a column aftei all

O
K, so let’s get this out of the way first: No, this isn't the Hebrew edition

of Computer Gaming World. Longtime readers may be used to seeing

my saggy jowls on the back page of this magazine, but that's all over

now. You'll find me up here from now on, assuming my rightful place at

the front of each issue, where I can gaze down from my Hello Kitty-brand pink plas-

tic throne and pontificate mightily on all 1 see, Huzzah.

This month, we decided once again to go ahead and make another magazine.

What the heck. It was either that or watch The Two Towers trailer online over and

over, which, actually, is what most of us did anyway. The rest of the time, we put

together two of our big annual features: the Ultimate Game Machine (now

celebrating its 10th anniversary) and our holiday gift guide. Tech editor Wil

O'Neal really had to work this month to get the Ultimate Game
Machine story together, instead of drunkenly pulling his pants

down every day at the Beale Street Bar, so do him a favor and

give it a read.

The gift guide isn’t necessarily for you. since we know you

already know what you want-it's more for your lame parents,

spouse, or significant other, all of whom may remain sadly

clueless as to what constitutes a good game. Just so you know,

our gift guide choices were limited to those games we’d actually played, knew
were cool, and knew for certain would be on the shelves in December. If not for

all that, Duke Nukem Forever would've made it for sure.

Our cover story, Tron 2,0, is about a game we first responded to with a

collective "yikes" (uh, a game based on a mediocre 20-year-old Disney movie?),

until we learned it was being developed by Monolith, the extremely talented

developers behind Aliens Versus Predator 2 and Wo One Lives forever 2; A Spy In

H.A.R.M.'s Way (reviewed in this issue on page 100). By now, you've probably seen

from other sources how awesome this game looks, but we actually got to play it

and got the world’s first look at one of the game’s centerpieces: the lightcycles.

So if you think you’ve read about Tron 2.0 before, forget it. This is a story with,

you know, some actual content in it.

Finally, a word about the fellow replacing me on the back page, Robert Coffey is

a mutant, I don’t know how else to explain it. He’s hilarious, he's scary, he's

obsessed with fish, and he can write circles around almost anyone alive. He’s

more than equipped to fill my moldy shoes. Be nice to him, or you’ll regret it.

Jeff Green
Editor-in-chief
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CONTRIBUTORS

ROBERT COFFEY

After a promising career waiting tables and writing

pornography, executive editor Robert Coffey chucked aside

the glamour of slinging pasta and typing smut for an

exciting job at CGW. He's still waiting for the exciting part. In

the meantime, he's settling for driving away advertisers and

readers with the debut of Scorched Earth (beginning on the

back page this month), Start writing cancellation letters now.

TOM PRICE

You don't have old Tom to kick around anymore. Well, actually,

yes, you do. Despite leaving CGW after four years (yikes!) for a

new gaming magazine in the Ziff Davis family, Tom will continue

to write scathing reviews of popular games and field your

subsequent hate mail. He leaves on a positive note, though, with

a glowing, happy, kissy-face review of Battlefield 1942 (page 116).

RAPHAEL LIBERATORE

Don't mess with Raphael (Ghost Recon; Island Thunder and

America’s Army reviews, page 104 and 106). He studied boxing

and martial arts before earning history and political science

degrees at the University of California, and is currently

completing his masters degree in low intensity conflict,

specializing in counterterrorism. Raphael served with the U.S.

Army Special Forces as a weapons and communications

specialist. Though currently on medical leave, he remains

active in the Special Operations community. He also runs a

Mac gaming website (www.clanmacgaming.com).

JOHN UELAND

John Ueland has been illustrating professionally for more than

10 years and would rather be riding his bike, but hey, the art

pays the bills. His work has been seen in several design and

illustration annuals; clients include Burger King, Microsoft, Time,

Esquire, Pepsi, and Business Week. John was pleased to be

working on such a large project (the Holiday Gift Guide) with

fellow Chico State alumnus Rob Schultz.
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in the modern world,

.Established in Geneva (1945), this

-centerfor diploma<y and the peaceful

settlement of international disputes has

-had a spotty record. In times of global

crisis, the United Nations does their best

to prevent armed conflict. All too often,

however, it is not enough.



Violence

^ecent military aggressions around the globe have many

nation's worried. Between the United States, China and

the Global Liberation Army, tensions run high. Their Leaders

profess no interest in escalating the situation, but words ring

hollow when satellite photos tell a different story. The issue is no

longer "Will there be military conflict?" but, "Who will prevail?"

No longer just a red-communist step-child,

China’s modern army is well-financed with a

strong nationalistic bent. Parading technology

like Dragon Tanks and Nuclear Missiles. China's

military goes beyond large troop numbers. But

defeating the agile GLA is still no walk in

Yangmingshan National Park. So white their new

military is formidable, so is the task ahead.

'



.GAME!

Roused by GLA bio-terrorism attacks, the U.S. must

now act decisively. America's military leaderfaces

• the unenviable task of rooting out an elusive foe.

The world's most advanced military—armed with

Daisy-Cutter bombs and Comanche Gunships— will

make the job easier. But eradicating the cell-based

GLA will also take courage, conviction and the will

to see a prolonged campaign through to the end.

TECHNOLOGICAL ADVANTAGE:

Despite the difference in resources, al

forces achieve an eerie kind of parity.

The GLA's low-tech approach is no lesj

effective than either China's superior

forces or America’s advanced technaio

Facing superior firepower, the GLA embraces

bio-terrorism, sabotage and suicide bombings

to further its political agenda. But leading a

chaotic group of "freedom"fighters against

two global super-powers will take some doing.
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Letters
Let's hear it for the boy at cgwletters^ziffdavis.com

LETTER OF THE MONTH

Get Regular With CGIV
I would like to extend a great debt of gratitude to the

members of CGW. There was a time long, long ago when

going to the bathroom was a chore. It required going in to

the smelly, dirty laundry-filled room, sitting on the can, and

waiting (for what seemed like hours) for my body to be done.

No more. Now my time in the bathroom is quite possibly the

best time in my day. All thanks to CGW. You provide some of

the greatest bathroom reading I have had in my entire life.

Now, if the rest of the family would stop yelling at me to get

out of the bathroom, life would be perfect. Thanks guys.

Pat Chace

Because we hate
ourselves?
Why do you people put yourselves

through this? Endless complaints and

incoherent rants are wasting space and

do nothing but breed negative opinions

about your magazine. Six months ago I

considered Computer Gaming VJortd to

be the end-all-be-all of gaming maga-

zines, but after reading some of the

letters you print, I'm beginning to

change my mind.

But I don't want to! I love loving your

magazine and everything you do, but

your readers' constant criticisms of

your insulting lack of competence is

causing me to lose respect for you.

What you need is some good old-

fashioned Stalinism.

That's right. Stalinism. You need to

spread the "Big Lie." You need to print

only what supports you and recycle bin

the rest. Feed us propaganda. You know
we want It, but without it we'll cancel

our subscriptions. Make us love you.

Make us think you're gods. Make us want

to re-subscribe five times a year just

because we can. If you can do that,

you'll have what you used to have;

returhing subscribers and angry

Canadians. I guess some things will

never change.

Keshno

Yeah, we do tend to accentuate the

negative around here. It's all an

offshoot of Jeff Green's self-

loathing. So, here, we'll spread the

love in a few letters below.

They love CGW! Xay!
OK, here are the facts. I love playing

games. Also, when it comes to playing

games, I stink. My 10-year-old son can

beat me any day of the week. I don't

care. Games are still a thrill.

How valuable is your magazine to me?
First, if a game has not been reviewed, I

will not even consider buying it. I am not

talking about a PREview, I mean REview.

I do not have unlimited funds. $49.99 for

great cover art or an interesting title? I

don't think so. Second, if a game does

not receive at least 3 stars, it will never

“What you at CGIVneed is some
good old-fashioned Stalinisni."

see my hard drive. Why should I spend

time with games which are substandard.

There are more 3, 4, and 5 star games
than I will ever be able to play or

complete. Finally, I keep all old issues.

Great games are still great games, even

if I haven't had an opportunity to play

them. While I am blasting my way

through my current entertainment of

choice, an equally good masterpiece is

only becoming more affordable. (Isn't

that the point of Dumpster Diver?) I

research those games in the bargain bin

by looking up old reviews in previous

issues. Then I purchase two copies at a

great value. I cannot tell you how much
fun it is to fly over the Pacific with my
son as my wingman. How valuable is

your magazine to me? It helps me have

a blast and not waste my cash doing it.

Steve Broesder

I've seen many people complain about

some of the content in your magazine. I

think they are wrong. I love your maga-

zine because of its random humor,

Especially Jeff Green. His columns make
you feel sorry for him. I canceled my
other magazine subscription because I

found this a lot better than the other one.

Rob §

Hello CGW! I have been a reader of your |
mag for many years. You are the joy that |
comes into my mailbox once a month, |
and I can indulge my gaming self. 5
Thanks to you I buy the good games. |
Thanks to you I can tell my friends |
whether a game is good or not. If §
anyone says you suck, they're either ^
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LETTERS

MAIL “A game desalted to recruit pei^le
into the military is absolutely eviL”

immature or are the "get a life" guys.

One of the greatest mags is your

September 2001 and the Neverwinter

Nights issue. Jeff Green, you are

awesome! Don’t stop writing! And one

word to all the gamers out there: Don't

dis Xbox, PS2, or GameCube. The true

gamer cherishes all systems and plays

them to their greatest extent.

mR.gRiM

America’s Army: Evil?
A few fellow gamers and I believe that

the game America's Army is the worst

thing that ever happened! A game that

is designed to recruit young people into

the military is absolutely evil. Your

support for this game is appalling and

goes against everything the gaming

community is about. Young people may
be killed for real because they're being

sold on the idea that war is a game.

Please stop supporting and advertising

this game.

Ronald Phair

i saw your little comment in the

December 2002 issue Pipeline-

America's Army: Attack on Iraq by

Bushsoft due 02 2003. Let’s hope that

this "game" turns out to be vaporware, a

la Duke Nukem Forever. However, if

hawk-like minds do prevail, I hope the

developers get it right and release a

AAA title instead of a bug-ridden

tragedy that has the potential to be the

end of us all,

Michael A. Hawash

Age of Mythology
All you guys who write bad letters about

CGW: shut up! Please give George Jones
a pat on the back for getting his Age of

Mythology article totally right

[December 2002]. I've said to my
friends (avid RTS gamers) that the

content for RTS games is getting stale.

Heck, I'm only 14 and I notice it. I’m not

saying it’s all gone, I’m just agreeing

with Mr. Jones that it’s getting old. Only

the graphics are changing, WarCraft III

is the first RTS game that, in my
opinion, has anything new-RPG
elements-bul soon all RTS games will

have that, too. So, thanks to George

Jones for getting it right. I'm renewing.

Star_Slayer

You guys have had me drooling over Age
of Mythology for the past 4 months!

How did you do it? I had no idea that it

was going to be developed, but after I

saw just one advertisement in your mag.

I was mesmerized by it. And the voices

in my head tell me it is good. The voices

also say Jeff Green must die!!!!!

Uh...keep up the good work.

GeckoWarrior6789@aol.com

Department of Corrections
I enjoyed reading your article on Ultima

Online (November 2002)1 But I wanted

to offer a minor clarification. You stated

that I was UO's creative director. In fact,

I was credited as "creative lead" and

later "lead designer" on UO, but never

held the title "creative director." Starr

Long was the project director.

Raph Koster

Creative Director

Star Wars Galaxies

Sony Online Entertainment

Thanks for the clarification, Raph.

Now quit reading our magazine and
finish Star Wars Galaxies.

In your Letters page [November 2002),

you botched the best line from the great

This Is Spinal Tap. in the letter from the

Druid-hating dude, your title should be

"Nobody knows who they were, or what

they were DOING," not "Where they

were going." The original line isn’t jump-

off-the-page funny, but it always struck

me as absurdly hilarious.

Being a Canadian and all. Great issue!

Mike Stafford

Ugh. You're right. We hang our

heads in shame. That mistake truly

went to n.

Penny Arcade BY MIKE KRAHULIK AND JERRY HOLKINS

Investigators into the
Sniper shootings have forged ^

a tenuous link between a Tarot
and saying "I am God" to Oadmode
in Videogames, that terrifying a

ifc-. refuge of the criminally
insane. -

Equolly likely links to the Tarot
include roving bands of Sniper
Gypsies, whose Hitlnq, sensual
music drives them toKlII.

Investigators ore olso
watching Miss C\eo.

But she probobly already
knew that.

pewvy-ARCAPei
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Violence

Blood

Microsoft
gameŷ tudios

ENSEMBLESTUDIOS

lintcr a world where leiieiuls are real and ihe will of ihe gods deeides ihe I'aie of inorlal man. Build majestic temples

I'arm (he I'eriile valleys, and seek (nil wealth in distant realms. Join hrave heroes in the greatest battles ol mythology

IVom the walls ol 'IVoy to (he gales of the Underworld. Summon mighty minotaurs to sniasii enemy citadels,

or call ilown fire from the skies. The choice is yours.

Age of Mythology Mu.sie Soundtrnck available in record store.s now



ONLINE ROLE-PLAYING GAME EVER! THREE NEW ISLAND CONTINENTS. SHROUDED IN MYSTERY, CHAOS AND
ADVENTURE ARE YOURS TO EXPLORE. EXPERIENCE IT ALL IN A STATE-OF-THE-ART NEW GRAPHICS ENGINE
WHICH BRINGS THE WORLD OF THREE REALMS OF CAMELOT TO YOU IN SHARP. CLEAR, REALISTIC GRAPHICS
AND AN AWESOME DISPLAY OF NEW SPECIAL EFFECTS WITH FRAME-RATES FASTER THAN EVER BEFORE!

• STi;NNiNG NKW VISUAL Kf-I-nCTS WITH SrATF.-OF-Tl-lF.-ART GRAPIIICS BNGINH
• FXPLORH THREE NFAV ISLAND CONTINENTS - ONE FOR EACH REALM
• DISCOVER THREE NEW PLAYER RACES
• EXI’ERiENCETVVO NEW CLASSES PER REALM
• EXCITING ALL NEW AMBIENT MUSIC S(;UNDTRACK
• FIND NEW MONSTERS. TREASURE. ARMOR. \VE.-\PONS, QUESTS AND MUCH MORE CONTENT
• ML'LTIPLE SERVER TYPES INCLUDING NEW "ONE WORLD” SERVERS WI TH NO PVP AND
Al.l. REALMS AVAILABLE TO ALL PL.AYERS AT ALL TIMES

1 nghls 'eseived. MytdiC Entenainir ini, the Mythic Emeiiaininent logo. "Oartt Age ol Canislof, Shfot
and We Abandon Entenainment logo ate trademarks otADandof



Visit www.esrb.org

orcain-8M-77l-3772

for more info.
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Great power. Blazing speed.

You'll have 3D villains surrendering in no time.

Select Dell desktops feature high

performance Intel® Pentium® 4 Processors.

Excellent for conquering strange new worlds or just escaping from this one. Dell offers a wide variety of desktops

and notebooks that come fully equipped with the power, speed and high performance to take your PC experience to new

levels. When you order from Dell, you'll get exactly what you want and need to make a PC that's uniquely yours. Since Dell

uses high-quality, reliable technology, like InteP Pentium' 4 Processors with awesome performance for gaming, music, digital photos, and beyond, you know you're

getting a high-quality, reliable PC, And, as always, it comes backed by award-winning sewice and support available 24/7, 365 days a year. Best of all, when you

order direct, you get the right PC at the right price. So go online or call today. We'll show you how easy it is to score a great PC.

Dell
I
Home Notebooks

Inspiron" 2650 Notebook

Mobile Power, Great Price

• Mohila Inlei’ Pentium’ 4 Precessor-M al 1 .7QGHt

• 15' Super XGA+ TFT Display

• 256MB DDR PC2100 SDRAM

•2CIGB* * Ultra ATA Hard Drive

• 24x CD-RW/OVD Combo Drive

• IGMB DOR NVIDIA' GeForce2 Go' TOO AGP 4x Graphics

• Sound Blaster" Compatible

• 53WHr LMon Battary (8 cell)

• liitoriiol Modem and NIC Included

• Microsod’ Windows" XP Home Fdilior

• WordPerlect" Productivity Pack with Quicken’ Now User Edition

^^070 lowasS42/mo!

E-VALUE Code: 14428-D81213m

Make this your perfect PC:

• 30GB* Ultra ATA Hard Drive, add S59

• 32MB DOR NVIDIA- GeForcE2 Go' 100 AGP 4x Graphics, add S99

• Noiebook Backpack, add S79

Inspiron" 4150 Notebook

Uncompromising Performance in a Thin and Light Nolehook

• Mobile Intel’ Pentium’ 4 Processor-M at 1.80GHz

• 14.1“ Super XGA+ TFT Display

• 304MB DOR PC2100 SDRAM

• 30GB’ Ultra ATA Hard Drive

• 24x CD-RW/DVD Combo Drive

• 32M8 DDH ATI’ MOBILITY' RADEON' 7500 AGP 4x Graphics

• Sound Blaster' Compatible Sound with Wavetable

• 66WHr Li-Ion Battery with ExpressCharge' Technology |8 cell)

• internal Modem and NIC Included

• Micfosolr’ Wirulows' XP Home Edition, Microsoft* Works Suite 2002

77Q araslowasS54/mo*

I / / E-VALUE Code; 14428-D81217m

Make this your perfect PC:

• 512M8 DDR PC2100 SDRAM, add SlOO

• 40GB' Performance Hard Drive, add S79

• Windows’ XP Professional, add S79

• Dell TrueMobile'IIBO’ Wireless Networking Internal Mini-PCI

Card, add $89

Inspiron " 8200 Notebook

The GrandDaddy of Gaming Nolebooks

• Mobile Intel* Pentium’ 4 Processor-M at 2.20GHi

• 15" UltraSharp" UXGA TFT Display

•512M6 DDR PC2100 SDRAM
• 60G6’ Performance Hard Drive

• 24x CD-RW/DVD Combo Drive

• ATI’ MOBIUTT RADEON' 9000 64M6 DDR 4x AGP Graphics

• Sound Blaster' Compatible Sound wUh Wavetable

• BBWHr Li-Ion Battery with ExpressCliargc'TechiiQlogy IBcell)

• Internal Modem and NIC Included

• Microsoft’ Windows" XP Professional, Microsoft" Works Suite 2002

or as lowasS84/mot
E-VALUE Code: 14428-DB1227m

Make this your perfect PC;

• 2” Li-Ion Battery, add S99

• Dolby" Headphones, add $99

• External Harman Kardon HK-395 Speakers with

Subwoofer, add $59



Dell
I
Home Desktops

NEW Dimension" 4550 Desktop

Superior Performance, Smart Value

• imel’' Pentium' 4 Processor at 2-40GHz with 533MHz Front Side

Bus and 512K L2 Cache

• NEW 512MB DDR SDRAM at 333MHz

• NEWBOGS* * Ultra ATA/100 Hard Drive (7200 RPM|

• 19" 118.0" v.i.s., .24dp) M992 Flat Screen Monitor

• 64MB DDR NVIDIA’ GeForce4 MX' Graphics Card with TV-Dul

• l6xMax DVD-ROM Drive

• ASMlOx/ASx CD-RW Drive with Roxio's Easy CO Creator’ (2” bay)

• Creative Audigy 2 Sound Card with DVD Audio

• Harman Kardon HK-395 Speakers with Subwoofer

• 5GK* PCI Telephony Modem

• Integrated Inter PRO 10/100 Ethernet

• Microsoft’’ Windows' XP Home Edition, Microsoft^ Wotks Suite 2002

^lyiOO Of as low as S45/nio‘

V £-VALUECode:14428-D51214n

Make this your perfect PC:

• 19" (18.0" v.i.s., .24 -.25AG) P992 FD Trinitron’ Monitor, add $80

• Altec Lansing' ADA745 4.1 Surround Speakers with

Subwoofer, add $70

• NEW 12DGB‘ Ultra ATA/100 Hard Drive (7200 RPMI, add SlOO

• New 1GB DDR SDRAM at 333MHz, add S20Q

Dell
I
Standard Features

Each DELL system shown here has a number of

standard features, including:

• Dell Picture Studio Image Expert Standard Edition

• Dell Jukebox Powered by MUSICMATCH’-

• 6 Months ol MSN' Powered by Dell' Inlernet Access Included'

• Dimension Desktops shown here include

l-Year Limited Warranty! 1-Year At-Home Service!

Keyboard and Mouse

• Inspiron Notebooks shovm here include

1 -Year Limited Warranty! 1-Year Mail-In Service

NEW Dimension" 8250 Desktop

Cutting Edge Technology

• Intel' Pentium' 4 Processor at 2.6GGHz with 533MHz From Side

Bus andSlZK LZ Cache

• NEW51ZMB PC1066 RDRAM

• NEW 12QGB‘ Ultra ATA/100 Hard Drive (7200 RPMI

• 19' (IB.O" v.i.s., -24dpl M99Z Flat Screen Monitor

• NEW 128MB DDR ATI’ RADEON' 9700 TX Graphics Card with

TV-Out and DVI

• 16x Max DVD-ROM Drive

• NEW 48x/24x/4fix CD-RW Drive with Roxio's Easy CD Creaia* (2“ Lay)

• Sound Blaster Live! 5.1 Digital Sound Card

• Altec Lansing* AOA745 4.1 Surround Sound Speakers

with Subwoofer

» 56K* PCI Telephony Modem

» Integrated Intel* PR0 10/100 Ethernet

• Microsoft® Windows' XP Home Edition, Miorosofl” Works Suite 2KI2

of3slowasS60/mo!

V
I jJIJI E-VALUE Code: 1442a-D51219m

Make this your perfect PC:

• 17" 17Q2FP Dell UltraSharp’ Digital Flat Panel Display, add S230

• NEW 1GB PC1066 RDRAM, add $420

• NEW 200GS' Ultra ATA/100 Hard Drive (7200 RPM) with

DataBufSi Cache, add S1G0

• NEW 1 ZaMB DDR ATP RADEON' 9700 Pro Graphics Card with

TV-Out and DVI, add $180

Dell
I
Solutions

Software & Peripherals

• Canon' MultiPASS F8D Multifunction (Prints, Scans, Copies,

and Faxesl. $399

• Kodak EasyShare' LS443 Digital Camera with Dock. $499

• Belkin' Home Office 350 VA UPS Surge, $49

• Dello Inlellimover V3.0 Migration Software and Parallel Cable, $40

• Extreme Gaming Bundle, $89

• Roller Coaster Tycoon 2 Game, $30

• Logitech' Wingman Extreme Digital 3D Joystick, $35

• Gravis Gamepad Pro, $20

NEW Dimension" 8250 Desktop

Extreme Gaming Machine

• Intel' Pentium’ 4 Processor at Z BOGHz with 533MHz Front Side

Bus and 51ZK L2 Cache

• NEW1GBPC1066 RDRAM

• NEW 2D0GB* Ultra ATA/100 Hard Drive (7200 RPM)

• 19" (18.0" v.i.s., .24 -.ZBAG) P992 FO Trinitron' Monitor

• NEW 128MB DDR ATI’ RADEON' 9700 Pro Graphics Card with

TV-Oul and DVI

• IGxMax DVD-ROM Drive

• NEW 48x/24x/48x CD-RW Drive with Roxio's Easy CD Creator* (?“ bay)

• Creative Audigy 2 Sound Card with OVD Audio

• Altec Lansing’ ADA745 4.1 Surround Sound Speakers

with Subwoofer

• 56K‘ PCI Telephony Modem

• Integrated Intel' PRO 10/100 Ethernet

• Microsoft* Windews” XP Honve Edilim, Miaosoft* Works Suite 2002

oraslowasS90/mo'

'rxjljjrj E-VALUE Code; 1-)42a-D51229m

Make this your perfect PC:

• NEW 4x DV0tRW/+R’ Drive with CD-RW including

Roxio's Easy CD Creator’ and Sonic' MyDVDT add $169

• NEW 1.5GB PC1066 RDRAM, add $390

• 18.1" 1800FP Dell UltraSharp" Digital Flat Panel Display, add $270

• Altec Lansing’ THX Certified A0A995 Surround Sound 5.1

Speaker System with Dell” Enhanced Multimedia Keyboard,

add $150

Service & Support

Upgrade from Standard Warranty and Service Offering to;

• 3-Year Limited Warranty! 3-Year At-Home Service';

Dimension 4550, 8250, $159

Inspiron 2650, $179

Inspiron 41 50, 8200, $299

Accidents Happen!

Protect yourself with CompleieCare” Accidental Damage Protection’:

• Dimension 1-Year, $39

• Dimension G-Year, $99

• Inspiron 1-Year, $79

• Inspiron 3-Year, $149

Holiday shopping done smart. Easy asIKfLL

Clickwww.dell4me.com/cgw Call 1-877-293-3355
toll free

Dell recommends Microsoft* Windows' XP Professional for Mobile Computing

'MSN Powered by Dell: Telephone access (call your phone co. for details) and other surcharges for access may apply. Must register within 30 days ol itivnice and

occopt MSN powered by Dell Terms el Service. You agree to be hilled munlhly fees alter the mllial service peirad You may cancel service at any time. Offer valid ttsr new customers

only inU.S. households and must be ovrtr IB years old with major crnditcarri Limititd time offer.

SSiSlSS
irvice: At-Home service provided via third-party con

,, , , Tiited to 53Kbps Download speeds are less lahout

condition and modem manufacturer. Analog phone line and service required. DV0*RW/-eR Drives: Discs burned with this ilnvii may not be

players, using DVDtfl media provides maximum compatibility. True Mobile; Connect at rate of IIMbp.sup to 160m horn connected access

number of users, interference, transmission barriers (such as walls and building materiai) and oihet (actors PURCHASE PLAN: Dell Pre

gal a copy of our limiietl warranties and guarantees by writing Dell USA LP, Attn: warranties,

other service options please call 1-800-915-3355 or visit dell4me.com/iermsandcondilioiis. Set

be dispoichori, if necessary, following phone-based irouhlushooting. Availability ve
'

accessible capacity varies with operating environment 56K Modem: Upload speeds

id building

,
alilied U.S. lesirienis with aixitoved credit. Taxes and shipping cliarges are extra and vary. No Imeresi for Six Months Promotional ,

Otter available for new accounts with any purchase of S5O0 or more beKveen 11/l/2£)02and 1/3V2(X13 After 0% APR for IBO days, su

ol Dclober 1.2002). CompleteCare: Compleiettere service excludes theft, loss, and damage due lo fire or intentional damage, Comi

Not available for Dell Home Sales customers in DA, FL nr NY Not available for Employee Purchase Progrem customers (Government,

Students) m CA or FL. May not be available to all customers For complete details, visit hiipZ/wv/wdcllcom/us/eu/gcn/soivices/service.

Trademarks/Copyright Notices: Imel, Intel Inside, Pentium and Celeron are uademaiks or registered trademarks of Intel Corporation or its subsidiaries i

other countries Microsoft. MSN and Windows are registered trademarks of Microsoft Corporation ©2002 Dell Cairputer Coipoiatioii All rights reseivwl.
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YOU'RE BEING ATTACKED
(HALF PIRANHA/HALF

James, 20

biology student

Denver

iessie the Kid: let's face it. The

only good Pirawolf is a dead

Pirawolf. 9

CHEEt^H SCORPION

MtIfE OAMiSCE

Microsoft

Qu

~'SSS

You need to have balance.

A good air combat squadron of

Vulturesharks, plus a battalion

of Hyenadragons, and finally,

Turtlelions for the amphibious

fights. “Snakes and snails with

scorpion tails." These are what

real men are made of.

You need to have balance.

A good air combat squadron of

Vulturesharks, plus a battalion

of Hyenadragons, and finally,

Turtlelions for the amphibious

fights. “Snakes and snails with

scorpion tails." These are what

real men are made of.



www.rricrosoft.cc'T^/games/imoossiOlecreatures

'! .7 .ic-a' :ool-i''‘’ie sirc'egy gome ‘"c-r. !!‘;e 'na-cers of Horr.ev’- : ';-v‘ 'sodv fo'- o wor
' "

‘i 7 -: “',1107! lOlj ond Inert unleash on your enemies. Fasr-pocec ‘^’’S action ond aynor-i.c

/ vilh over 40,000 possible animal creations equal combci like you've never seen. And '.v:!; • in-ense

online mulliplayei action, your opponents ore as limitless as the creotures you create.

let’s just say,

MAJOR PAIN IN THE. .

.

A Tigebra is pretty wicked, or

0 Tiganzee. Haven’t tried a

tiger and a rhino yet.

My bet is it terminates with

extreme prejudice. I like that.

Coming January 2003

BYAN ARMY OF PIRAWOLVES
WOLF)....

b- . send in my

goons. Eagorillas and

Rhinobulls

.

These boys will punish

anything. If the French

had them, they wouldn’t

have needed us in WWII.

Craig, 22

pro skateboarder/slacker

Providence

END OF STORY, BIZATCH!



Loading...
The hottest shots of the best new games Edited by Darten Gladstone

Friend or foe? You decide. These two
ships swapping in could be the cavalry

or someone you really pissed off.

Looting merchants won't exactly endear
you to the local police, but It'll get you
street cred with the criminal element.

OK, so we were talking about

Freelancer back m 1999. "Just

wait till 2001 when it hits

store shelves," we said. So

what if we were a bit off? Now

that Freelancer is retooled and

|ust about ready to fly (in

March of 2003-promise),

we ve taken another look

at this open'ended space

adventure. There's a deep

overarching story that It keep

you glued to your monitor, but

it's the ability to break off and

be a smarmy smuggler or a

ruthless space thug that really

sells Freelancer. Dodge through

\ \^ systems to explore.

E^' one.(^iP|llra with asteroids, space^ stations to dij£hlpt,ynd planets to land on
and trale wlth^The trick is actually

uncovering tn lo^ilpns of all these star

systems ailo^rt^eedy watering holes.

asteroid fields, avoid pirates or

the authorities, and trade

goods as you sail across the

stars. Truth be told, it looks so

good, you won't mind the wait

30 Con^utecGamtiigWbitd



No need to fly

solo, Han. With

the multiplayer

mode, you can

tackle various

'missions with a

buddy, buiid up a

trading cartei, or

Just find someone
to race on your

own Kessei runs.

- You've got the right to bear arms-

a whole lot of 'em to be exact. You'll

have mor-e than 400 different

components you can patch

your ships with.



LOADING...

GHOST RECON:»1
Nq, this isn't a recruiting

poster (good guess, though).

This is actually a render of the

new expansion pack for Ghost

Recon, The new Tom Clancy

sortie takes you deep Into

Cuba to ensure that a

democratic election goes off

without a hitch. Screw The

Buena Vista Social Ciub, It's

time for the Ghosts to kick

communist rebel ass and take

names later. Dig through to the

review section In this issue to

see what we thought of the

upgrade (page 104).

Nothing like the soothing sound of the

sea-before a bunch of Green Berets comes
and shoots everything to hell, that is.

32 Coti^utet GamingWorld





1944: The Long Road to Berlin

Jun. 6: D-Day
Since dropping behind enemy lines 3,000 ft. above

Normandy, I’rance, your efforts have pushed (he

Nazis deep into the Ardennes forest.

Dec, 16: The Battle of the Bulge

During the worst blizzard in war hisioty,

Hitler’s greatest gamble begins on a 90 mile

loosely held Allied front.

Dec, 24: The Ardennes Forest

Hold the Allied line until a break in the

weather allows American and British forces

to begin bombing again.



Jan. 12, 1945: Nazi Berlin

Strike the heart of the Axis war machine. Join the fight. Play Medal of Honor Allied Assault™

Spearhead. 15 new weapons. Multi-player action. Help crush the Nazis once and for all. moh.ea.com

3
is

Medal of Honor Allied Assault " Spearhead. You Don’t Play. You Volunteer.™

Challenge Everything"



Read Me
The opposite of teality TV Edited by Ken Brown

The Syrian

shooter Under

Ash lets players

attack Israeli

soldiers and

settlers.

Computer games are the latest weapons in the war of prop^anda By Rob Bums



t plays like a game, but its

message of hatred is all

too real. Under Ash is the

Arab world's answer to such graphically

violent 3D shooters as Soldier of Fortune

and Rainbow Six: Rogue Spear. However,

the protagonist isn’t a commando or

Special Forces soldier. He’s Ahmad,

a 19-year-old Palestinian refugee.

Created by Syrian publisher Dar el

Fikr, Under Ash portrays the first

Intifada, or Palestinian uprising against

Israeli forces in the 1980s. As Ahmad,

players take up arms (primarily stones,

M16s, AK-47S, and hand grenades) and,

after witnessing alleged atrocities

against the Palestinian people, go forth

on a one-man killing spree. Missions

take players deep into enemy territory

in such real-world locales as at Ramiah,

an Israeli prison near Tel Aviv, and IDF

bases in the Golan Heights. In one

scenario that's characteristic of the

game, Ahmad rampages against Israeli

settlers on bulldozers who are building

homes in the West Bank.

Dar el Fikr’s program manager

Radwan Kasmiya says the game was

created as an alternative to American

videogames, which he says unfairly

portray Arabs as terrorists and villains.

’’Foreign games distort the facts and

history," says Kasmiya. ’'These games

succeeded in sneaking into our homes

and into the minds of our children and

youth. We consider Under Ash a new

kind of history book. We are the mirror

of real events."

In the battle-scarred trenches of this

ancient land, just whose history is being

narrated is a matter of perspective.

Brian Marcus, an Internet researcher

at the Jewish Anti-Defamation League,

says Under Ash hardly qualifies as a

lesson in history. "This is the newest

tool in a line of propaganda tools," he

says. "It’s targeting young people, and

its intent is to objectify and glorify

violence against Israeli settlers."

Marcus says the ADL is keeping

a watchful eye on another Arabic

videogame that has been circulating

online. Called Special Forces, the game

lets players participate in a re-creation

of an actual Hizbollah attack that took

place in 2000 on an Israeli base in

Southern Lebanon, The site not only

offers downloads of Special Forces, it

details the tactics and intelligence

(e.g., maps) used to make the attack a

success. "This is a scary trend,’' says

Marcus. "What better way exists to

attract fresh meat than through the

latest crop of explicit video wargames?"

Of course, you’d only find this kind

of thing in the Middle East, right? Not

so fast, says Kasmiya, who points an

“We consider Ifitder^lsli anew kind of histDry

book.We are the ndiror of real events.’’

-Radwan Kasmiya, progiam manager

accusing finger at U.S. Army

programmers, who recently released

America's Army (see page 106 for the

CGW review). The game, which cost

taxpayers an estimated $7 million to

produce, is a virtual boot camp that

takes players through various Army

training missions-and ultimately into

battle against terrorists. This is no

arcade shooting gallery; gamers learn

how to fire sniper rifles and kill with

extreme prejudice.

The U.S. Army PR machine insists the

game is not a recruitment or propaganda

tool, but some dismiss this claim as

disingenuous at best. After all. Army

recruiting offices lure visitors with free

CDs containing the America's Army

game. According to Linda Robertson, a

professor at Hobart and William Smith

Colleges in New York and an expert in

the history of propaganda, the Army's

intent is transparent. "The videogame is

being used to desensitize males to acts

of violence in the name of some higher

good,'’ she says. "This is the United

States military’s obvious point.’' Obvious,

that is, to everyone but 14-year-olds.

The strategy may be working. During

its first 50 days in release, more than

600,000 copies of America's Army were

downloaded by PC users.

In the Middle East, Uncfer Ash is

arguably even more popular. It has been
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"Under Ash is a chance to strike back at those games which
always use Arabs and Moslems as the natural enemy." -itp.com

"The first step

to achieve

baiance in our

information war
aqainst israel."

-Teshreen Newspaper

"Seems promising. We are not

going to compare it with anything;

it is a unique jewel in a world of

destructive foolish games, flying

high away over profits and sheep

entertaining." -Game54arabs.com

critically hailed by the Arabic press, and

has been so well received by Arab teens

that work has already begun on Under

Ash 2: Under Siege. The story will

chronicle the lives of a family living in

Hebron during the second Intifada, from

2000 to 2002, Kasmiya says the game’s

ending will be "realistic"; in other words,

it will not conclude with a giant, rocket-

launching Zionist boss or a final victory

for the Palestinian people. "The player is

not a superhero that can solve all our

problems by himself," he says.

In spite of its sobering message,

Essam Al-Zamel, a Saudi teen who runs

several websites for Arab gamers, says

he's looking forward to the sequel, "It's

not winning that’s thrilling about Under

Ash for most Muslims." he explains. "It's

having a role in the fight for the liberty

of our land."

"That may be the case for some

Muslims," says Marcus. "But right now,

we can only hope that someday, a game
that advocates peace can prove as

exhilarating to gamers."

IViiaiitino to
help create
Kifi ATI game

Vivendi

Universal has

signed a deal with

Quentin Tarantino

to develop a game

based on

Tarantino's action film Kill Bill. The

movie, starring Uma Thurman and

Lucy Liu, is supposed to be packed

with martial arts action, so it

seems likely that the game will be

laden with beat-downs as well,

although VU offered no details yet.

The game will be developed under

VU's Black Label Games, which also

developed The Thing and The Lord

of the Rings (reviewed on page 120).

VU says Tarantino will be involved

as a creative consultant and will

provide some film footage for the

game. The movie Is scheduled to

release in October 2003, but the

game won't see the light of day

until the following summer.

Serious Sam Strikes J^ain
IGN.com reports that a true

sequel to Serious Sam is set for

Xbox and PC release sometime

next year. Although Gathering of

Developers released a follow-up

entitled Serious Sam: The Second

Encounter, developer Croteam says

that game featured content left-

over from the first game. The new
game, Serious Sam 2, is reportedly

well into development and

scheduled to ship in late 2003.

MATH Formulas they never taught in game school By Erik Wolpaw

I
Typing of the Dead + Little Computer People - Resident Evil = THE SIMS . - ONLINE

.•a iHl
Tomb Rai(der II + Tomb Raicjer I Jj

' Tomb Raider l( = TOMB RAIDER III

( Wolfenstein 3D'”‘^;+ Doom + Quake )/ Daikatana

t'IS
HYPERSPACE DELIVERY BOY
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GAME PUBLISHER RELEASE DATE

Medal of Honor.
Allied Assault
Spearhead

Eleclronic Ans n/U/02

NBA Live 2003 Eleclronic Arts 1 1/15/02

Asheron's Call 2 Microsof 1 1/16/02

Hegemonic: Legions

of Iron

DreamCoicher 1 1/16/02

The Elder Scrolls III:

Morrowind: Tribunal
Bethesdo Softworks 1 1/17/02

Dragon's Lair 3D Ubi Soft 11/21/02

James Bond 007:
Nightfire

Eleclronic Arts 11/21/02

The Sims Online Eleclronic Arts 1 2/5/02

Brotz Ubi Soft 1 2/5/02

Splinter Cell Ubi Soft 12/10/02

Dark Age of Camelot:
Shrouded Isles

Vivendi Universol 12/12/02

SimCity 4 Electronic Arts 1/16/03

Unreal II
-

The Awakening
Infogromes 1/21/03

Shadowbane Ubi Soft 2/5/03

Rainbow Six:

Raven Shield

Ubi Soft 2/6/03

Counterstrike:

Condition Zero
Si.„a 2/15/03

Delta Force:

Block Hawk Down
NovoLogic 2/15/03

SWAT: Urban Justice Sierra 3/1/03

EVE Online:

The Second Genesis
Simon S Schuster 3/4/03

Return to Castle

Wolfenstein: Enemy
Territory

id softworo 3/25/03

RESERVE THESE GAMES NOW AT

PREORDERPIPELiniE.COM
Not all titles avalleble In all CsincUSA slorss.

1 =1

Hannibal the Cannibal
Have an old friend for dinner By ]ohn Houlihan

serving of fava beans with your main
i course, sir?" Hmm, probably a side

order to avoid in Hannibal, the first-

person shooter starring everyone’s favorite

Chianti-imbibing serial killer.

With Sir Anthony Hopkins reprising his role as

the malevolent doctor in Red Dragor?, nabbing

one of the biggest movie licenses around has

proved quite a coup for French developer Arxel

Tribe. The game lets you take on the role of

special agent Clarice Starling, the FBI ingenue

whose love-hate duel with Lecter forms the

core of Thomas Harris' spine-tingling trilogy.

Although it’s still quite early, the game is

already using Monolith’s Jupiter engine to

excellent effect, with spooky graphics of sinister

locations like an abandoned psych ward

and Hannibal’s glass prison lair. Although

Clarice's FBI training has prepared her

for the worst, some innovative fear and

hallucinogenic effects like visual

distortions, altered perceptions, and

amplified heartbeats quickly evoke the

feeling of suspense and dread,

perfectly capturing the taut,

chilling atmosphere of

the books. The emphasis will be on careful

investigation and evidence accumulation rather

than all-out blasting action. While flashing your

FBI shield will occasionally cow suspects, some
intriguing A.I. and a comprehensive

body location damage system

mean that more often than not,

you'll have to shoot to wound,

on the principle that dead men
tell no tales, 'your pursuit of the

good doctor begins in 2004.
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The Wacky Tycoon Same Set In Backwoods, USA

GO TO WWW.JALECO.COM AND REGISTER TO WIN
THE "KING OF THE PARK" PRIZE PACK, INCLUDING:

Deluxe La-Z-Boy Recliner 12' Inflatable Pool 32" Television

Electric Bug Zapper Six Plastic Pink Flamingos

© 2002 Jaleco Entertainment. Inc. All rights reserved. Jaleco Entertainment, the Jaleco

Entertainment logo and Trailer Park Tycoon and the Trailer Park Tycoon logo are trademarks

or registered trademarks of Jaleco Entertainment in the United Slates and other countries.

TRAILER PARK TYCOON KINS OF THE PARK SWEEPSTAKES OFFICIAL RULES No purchase necessary. You may enter by going to the website at www.jaleco.com beginning on
10/22/02 through 11 :59PM 02/28/03 and submitting an on-tine entry in accordance with the on-screen instructions. You may also enter by hand printing your name and complete

address on a 3* x 5" card. Mail entry In an envelope to: Trailer Park Tycoon King of The Park Sweepstakes. P.O. Box 8553. Prospect His, IL60070. Entries must be postmarked by 02/ZBI03

and received by 03/07/03. Limit one entry per person regardless of method ot entry. Multiple entries, including multiple entries by the same entrant using different email addresses, will void all

entries by the entrant. In the event of a dispute regarding the identity of the person submitting an online entry, the online entry will be deemed submitted by the person in whose name the

email account is registered, provided that person meets all eligibility criteria set forth in these Official Rules. Jaleco Entertainment (“Sponsor") assumes no responsibility lor computer system,

hardware, software or program malfunctions or for other errors, failures, or delays in computer transmissions or network connections that are human or tedinical in nature, or for lost, late,

illegible, incomplete, damaged, postage-due or misdirected entries or mail. All entries become the property of the Sponsor and none will be returned. If, In Sponsor's opinion, there is any

suspected or actual evidence ol tampering with any portion of the sweepstakes, or if technical difficulties compromise the integrity of the promotion, Sponsor reserves the right to suspend,

modify or terminate the sweepstakes and conduct a random drawing to award the prizes using all entries received as of the date of action taken by Sponsor. DRAWING: Winners will be
selected in a random drawing on or about 03/12/03 by an Independent judgirrg organization whose decisions will be final on all matters relating to this sweepstakes. ELIGIBILITY:

Sweepstakes open to legal residents of the fifty (50) United States and the District of Columbia, 18 years ol age or older, except em^^yees ol Jaleco Entertainment, its respective affiliates,

subsidiaries, advertising, sales promotion and judging agencies and the immediate families and household members of each. PRIZES: One (1 )
Grand Prize: a King ofThe Park Prize Pack,

including one (1) La-Z Boy Recliner. one (1) 32" Television, one (1) Electric Bug Zapper, one (1) 12' Inflatable Pool and Six (6) Plastic Pink Ramingos. Approximate retail value ("ARV"):

$2,980.00. Twenty five (25) First Prizes: a Trailer Park Tycoon PC game. ARV: $50.00, each. Total ARV; $4,230.00. Limit one prize per household. GENERALTERMS &C0NDIT10NS:
Poicntialwinnerswilibenotifiedby mail. Grand Prizewinnerwiliberequired to execute and return an Affidawt of Efigitxlity and Liability/ Publicity Release within 21 days of attempted delivery

of notificafion. Failure to comply may result in disqu^ificalion and award of prize to alternate winner. Odds of winning depend on the total number of eligible enhies received from all methods
combined. Prizes will be awarded, provided they are property claimed. By entering, entrants agree to abide by and be bound by these rules and the judges' decisions. Prizes are non-

transferable. No cash redemptions or substitutions permitted, except by Sponsor, who may substitute a prize ol equal or greater value if the featured prize becomes unavailable. All taxes

on prizes are winners' sole responabiiity. By accepting prizes, winners agree that neither Jaleco Enlerlainment, its respective affiliates, subsidiaries, and/or any ot their respective shareholders,

directors, officers, distributors, employees or agencies will have any liability whatsoever lor any injuries, losses, harm, damage, cost, or expense arising from or in connection with participation

in this promotion or any prize related activities or the acceptance, possession, use and/or misuse of prize Including, without nmitation, any personal injury or property damage. Acceptance

of prize further constitutes winner's consent that the Sponsor may use winner's name, likeness and/or prize and biographical information worldwide without limitation for advertising or

promotional purposes without further compensation, except where prohibited. All Federal, Slate, and Local laws and regulations apply. Void where prohibited. WINNER'S LIST: For a list

of \Mnners.avalableafter0^12/03 send a seil-addresseo, stamped envetope before 04/01/03 to: King of The Park Winners, P.O. Box 8419, DeptTK, Prospect Hts, IL60070.Sponsor;

Jaleco Entertainment, 119 W. Tupper St., Buffato, NY 14202



by Scott McCloud

DISCOVERINGGAMES
DISCOVERING GAMES #12

FAST, CHEAP,

AND OUT OF
CONTROL
THE DYNAMICS OF
INNOVATION J

-- but overall, it's less

likely to spring from
corporate boardrooms,
big budgets, and
market research —

- and more likely to
take root in individual

imagination and small-

scale experimentation.

One example of such innovation was the first annual Indie Game Jam held

March 15-18, 2002 in Oakland, California, where 14 programmers worked
four straight days to create 12 separate games based on a radical new
game engine" designed by a smaller group a few months beforehand.

The games that resulted

were choppy, raw,
messy, and weird - yet

also loads of fun and, in

some cases, quite

In The Dueling Machine
by Thatcher Ulrich,

you're in a city of
thousands looking for a

single, unique fugitive.

You have one bullet

You also have Sonar, a

signal that echoes to
tell you how close your
quarry is and in what
direction. *

((gQ))))
You can hear it - but
so can he. so you can
only use it sparingly.

The "city" in the demo I

played (just a few days
after its invention) was
no more than a series of
blocks; the “crowds"
were just recycled
Doom II sprites.

But having experienced both sides

of this remarkable two-person game,
I can honestly say it was the most
tense gaming experience I've ever

had - and one of my all-time

•The sonar idea was suggested
by fellow Jammer Marc LeBlanc.

Participating in

the Jam “...was

like being 14

again." said Ulrich,

"Like coding
games on my
Atari 800."

Pundits debate whether
innovation dwells more in

the PC realm or in the

consoles. Events like the
IGJ mag seem to lend

But ultimately, innovation

doesn’t belong to one
platform or another.

It belongs to any lone

imagination willing to
look beyond the
status quo and bring

even the strangest
dreams to Hfe.

Thanks to Chris decker and Thatcher Ulrich.

For additional info, visit indiegamejam.com.
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The Battlefield

lust Got Bl^er
The Road to Rome is paved with buliets By Danen Gladstone

W hen you get tired of capping

Germans in Battlefield 1942, don't

worry. You've still got at least one

more axis power to beat down: Italy, That's

right, with The Road to Rome expansion pack,

someone's finally going to pay for making

Captain Corelli's Mandolin.

Based on the lesser-known Italian campaigns

in World War II, six new maps recreate

Operation Husky (Sicily), as well as the battles

for Anzio and Monte Cassino, The maps will

serve up more of that 64-player mayhem
Battlefield is known for. Plus, two new forces

join the fight: the Italians (duh!) and the French

Legionnaires. Arm them with an arsenal of new

weapons such as the Italian Breda assault rifle,

British Sten SMG, and rifle bayonet. With new

terrain to cover, you've got eight new vehicles

to hop into, including new tanks (Italian,

German, and British), antitank guns, and some

more air support from the German BF-110 and

British Mosquito fighter-bombers.

While this expansion might not be the bomb,

it looks like it'll help win the war against lame-

ass expansion packs. Check it out when it hits

shelves this winter.

EXTENDED
r^ play-

HOMEBREW
By T. Bytl Baker

More Freeware-Woot!

M
any people have fond memories of

LucasArts adventure games, but in

case you hadn't noticed, the

company hasn't exactly been churning

them out lately. Enter the Adventure

Game Authoring System (AGAST), which

lets users create their own LucasArts*

style adventure games-for free. We looked

at a game this month that goes far

beyond what most people have been able

to do with the system, and we tested the

latest effort from longtime freeware

creator Ville Mbnkkfinen.

Oxzieaitdlhe
. ! &

Quantum -?|f"

naywright
DeanSiiUwait

andKailCossio .

ozzie.adventuredevelopers.com

We've looked before at adventure games
created with AGAST, but never found any

with production values like those In Ozzfe

and the Quantum Playwright. While the

game itself is quite short and easy, the

graphics have a quality rarely seen outside

a retail release. The acoustic guitar sound-

track is also good, and although the game
isn’t as funny as Its authors probably

hoped. It does have Its moments. It's worth

the large download for adventure fans and

those who want to see what AGAST is

capable of in the right hands.

MambaneB:
IMnity
VUle Monkkonen
koti.mbnet.f[/''biKez

From the same
programmer that brought us 6/kez 11 and

Wazzal (sort of like S/d Meier's Pirates in

deep space) comes Maqebane 2: Trinity.

This surprisingly deep action role-playing

game uses top-down 3D graphics to

excellent effect, and It's packed with spell

effects and loads of blood. Players control

three monks who each specialize in a

variety of combat and magic abilities, and

each character can be upgraded using a

simple Interface after each battle.

Success requires a great deal of planning,

both before and during the numerous

battles. Be sure to read the user manual and

strategy guide before getting started.
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Rod Fung
Suipiising ravelarions about

SWAT4bom the game's formes

executive producer

decided to kwildi
to] the Unreal engine and
»-i—

!.Ibelieiieit

decision.”

I personally believe It was a very

decision, as the SWAT 4 engine

the game well and would have

It to be released this Christmas,

still don't know why they decided to go

with the Unreal engine-probably has

something to do with multiplayer

support. Current upper management
feels that licensing and using the Unreal

engine for 5IVAT 4 will make it

competitive with state'Of'the'art first*

person shooters.

R
od Fung was Mr. SWAT. Until

his recent departure to Join

Microsoft, Fung was with

Sierra Online for 12 years, during which

time he helped originate the SWAT
franchise and produced the ground-

breaking SiV>\T3. Fung left Sierra in

September 2002 to Join Microsoft's

Xbox division, where he will head up

a new content support group. After

Fung's departure, Sierra announced that

SIVAT: Urban Justice (SIVAT 4) would

be delayed for an indefinite period of

time. With Sierra not offering any

explanation, we decided to ask Fung

about the game's status.

CGWi SWAT 4 represents a departure from

the previous game's focus on authentic

weapons and tactics. Whose Idea was It to

depart from the previous focus? Did you

agree with it?

ROD FUNG: it was our management's idea

to create a game that appealed to a larger

audience, and we were given sales fore-

casts that we needed to reach to Justify

our development costs. It's kind of a

double-edged sword, as the SWAT game
concept was never Intended to be a mass
consumer title along the lines of HaH-Llfe,

but yet we were tasked with making a

SWAT game that competed on that level.

CGWi Have you taken any flack from SWAT
fans over how the game is shaping up?

RF: Sure. The majority of the fan base

disapproved of our moving away from

realistic tactics and weapons. I tend to

agree with them, as I want to play the

same game that they want to play.

CGW: Why did you leave the project?

Sierra

time

on with my career,

a better opportunity at

really that

RF: I don't know when the game will be

available. I believe that they decided to go

with the Unreal engine and delay the game
for an undisclosed amount of time.

Reality Check

compares the

ratings of the major
|

gaming press with

GameRankings.com,

which averages all

published reviews

for a particular

title.

—

1

GAME CGW PC Gamer CGM Gamcspotcom IGN.com Gamespv GaniiiRanhinac.eam

Battlefield 1942 A A A A- A A A-
j
J

Divine Divinity B- B+ B+ A- * B+ B+ ^
Grand Prix 4 A B- B- B+ B+ A- B+ ••'1

Mafia B- A B4- A A A A- J

Medieval: Total War A+ B+ B+ A- A- A- A-
'

The Thing C B- C B B+ C+ B 'JO
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Mad Simoleans

©scfija©

QQonjoasaaa

The Sims revenue rivals the top-grossing movies

of all time By Ken Brown

a ove them or hate them, the Sims are

propagating faster than e-mail spam

hawking hot teens with big pom-

poms. As of August, more than 7 million copies

of The S/ms have sold in the U.S., making it the

top-selling PC game of all time. Combined with

all the expansions {Livin' Large, House Party, Hot

Date, Vacation, and Unleashed). Electronic Arts

has sold an astounding 17 million units. No

wonder they love the game’s creator, Will Wright,

who, together with his team at Maxis, has

produced one of the top-grossing franchises in

gaming history.

Those kinds of numbers tend to chum the water

for big advertisers. Intel and McDonald's both bit

hard, signing multimillion dollar deals to put

hamburgers, fries, and Intel-branded computers

into The Sims On//ne.

The games have also grabbed plenty of media

attention. In its recent Power List of entertainers

for 2002. Enferfainmenf Weekly ranked Wright

No. 35 overall, between Dave Matthews and Tom

Clancy, ahead of headliners like Cameron Diaz,

Vin Diesel, and Bono.

Here are a few more stats for Sims fans who

want to know how they stack up versus the Goths.

(including add-ons)
|

$363 mfltion

Domestic box

office and game sales. Box

office revenue courtesy of Movieweb.com

GROSS REVENUE
If you add ail the money EA

has raked in from The Sims

titles, it would rank between 1

the fifth and sixth top-

grossing movies of all time.

Spider-Man $404 miliSon -

The Sims

Jurassic Park hi

$357 million

THE SIMS BUYERS

-13- to 17-year-olds 37%

18- to 24-year-oids 28%

25- to 34-year-olds 23%

/ear-olds 12%
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Bnite

finceof

aims

with
Dwarven

under-

paras.

W e already have Star Wars

Galaxies. The Lord of the

Rings, The Matrix, World of

WarCraft, Marvel superheroes, and lord

knows how many other massively

multiplayer games coming online-can

there be enough players interested in yet

another online bash 'em up? Well, U.K,

developers Climax seems to think so,

which is why they’ve teamed

up with fantasy specialist

Games Workshop and

industry giant Microsoft

to create Warhammer
Online. Based on the

popular European

pen-and-paper RPG,

Warhammer Online

lets players take on the

role of mercenary

adventurers who can

become heroes or

villains in a world

where horror

and menace lurk at every turn. Kind of like

working for CGW.

With more than ZO years of offline

development, Warhammer is already a

mature and well-populated universe. It is

set in an atmosphere roughly akin to

medieval Germany, where brute force of

arms, magic, and new black-powder

technologies collide. Ogres are perhaps the

most interesting of the initial playable

character races, and a highly structured

career path including roles like rat-

catcher, bounty hunter and witch

finder will let you find your place in

Warhammer's vast urban cities

and medieval milieu. There's

still a way to go, but we were

pretty impressed by our

first look at the title, when

Climax also revealed they

were currently wrestling

with the problem of

mplementing Dwarven

underpants. Game
development-it's

just pure glamour,

isn't it?

the one Bioware spent years developing full-

time.

But the fundamental gameplay problems

that make the solo game so crappy are bound
to sink any user-created module, leaving the

game with the single redeeming feature that

you can get together with friends and

substitute it for your weekly pen-and-paper

dice fest. Except you actually have to get

together online at the same time across

multiple time zones.

CGW gave Black & White five stars, only to

apologize later In the year-end awards Issue.

Neverwinter got four and a half stars, but

unlike Black & White, NN has a whole genre

full of fans to defend it for irrational reasons.

So, don't count on Justice being done at the

end of the year. Just another of those things

that geniuses have a hard time accepting.

Warhammer Online
U.K. developers race Blizzard to get Ogres online

By John Houlihan

PERSPECTIVE:
POST-MORTEM
ByBmce Get^k

Nevenvinter N^ts

O
ne of the reasons I really like writing for

Computer Gaming World is that I know
my columns will be read by geniuses.

This fact was driven home in the November
Issue, in which a reader wrote that "This will

go down as another Black & IVfiite,” where

"this" referred to Neverwinter Nights. The

fact a genius and I both had the same Idea

strongly suggests that 1 am a genius as well,

because I really think this magazine blew it

with its review of Neverw/nfer Nights.

Some people tried to defend the single-

player campaign as "good," which was pretty

damning in itself, considering that this game
was being touted as the best computer role-

playing game ever. No worries: The real

attraction was its expandability, meaning that

college students and people with day jobs

could magically create better adventures than

46 ComputerGamii^Worid

5. 10. 15 YEARS
AGO IN CGW

. Five Years
Ago, January
’998

i/iwfsOMe? Twas a month of

.as
I^^Qlnnings, both

fortuitous and

^BBjj Infamous. In the
iUM. fr TUI very first

Greenspeak, Jeff rambled

incoherently on a topic he'd

revisit over the years: his

outright lameness at playing Age
of Empires. It was funny and

adored, unlike the two-page ad

touting what looked like a third-

rate Rush cover band-ion Storm.

With no products to tout, this

spread trumpeted the brilliance

of the company's founders, most
of whom would flee the sinking

Ion ship before it unleashed its

first wave of robotic frogs.

if StSiSES Ten Years

January

. - The full-page

f
' ad for the

Japanese

Import Cobra

Mission promised a game that

would have you "reacting

physically and emotionally" to Its

full-screen graphics. That these

graphics were of R-rated anime

porn makes this one of the

absolute ickiest ads ever, even to

Robert Coffey. And we recognized

it as such, saying In our review in

the same issue, "This game begs

for a beating."

Years Ago,
January
1988
Long before

every RPG
Ss worth its

Bastard Sword

of Dire Fate included an

annotatable mlnimap, companies

like QuestBusters advertised In

our pages. For just $15, the

QuestBuster's Cartography Kit

gave you 50 mapping sheets for

graphic/text adventures (yes, for

text adventures), 50 sheets for

role-playing games, ZO clue

sheets, 20 character sheets, and

20 town and castle sheets.

Questbusters was even kind

enough to throw in a manual in

case the whole mapping concept

eluded you.
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THIS MONTH'S TOP 5

Dark Age of Camelot

Expansion: Shrouded Isles

(Vivendi Universal) This

expansion pack extends

the story of the original

game with new character

classes, new races, and

three new continents to

explore - displayed In an

all-new state-of-the-art

graphics engine.

Star Wars Galaxies: An Empire

Divided (LucasArts) A mas-

sively multiplayer online

role-playing game that lets

you assume the role of

nearly any type of character

In the Star Wars universe.

Interact with thousands of

other players' as well as

established characters

from the movies.

SlmCity 4 (ZA Games)

Don't just build your city,

breathe life into it. With

god-like powers, sculpt

mountains, gouge river-

beds, and seed forests to

lay the groundwork for

your creation. The impact

of your touch will be imme-
diate but not entirely pre-

dictable.

Tom Clancy's Splinter Cell

misoft) Infiltrate terrorists’

positions, acquire critical

intelligence by any means
necessary, execute with

extreme prejudice, and exit

without a trace! The world

balance is in your hands,

as cyber terrorism and

international tensions are

about to explode into WWIII.

Counterstrike: Condition Zero

fs/flrra;This new standalone

game extends the award-

winning Counter-Strike

multiplayer game with

new maps, weapons, and

more while simultaneously

introducing new technolo-

gies, an extensive single-

player campaign, and

cooperative play.

THIS MONTH'S TOP 5

RELEASES
Harry Potter and the Chamber

of Secrets (Electronic Arts)

Be Harry Potter in a new
adventure with more magic,

friendship and danger. Learn

new spells, undertake new
quests, make new friends

and challenge new adver-

saries to confront the

powers at the heart of the

Chamber of Secrets.

The Lord of the Rings:

The Fellowship of the Ring

(Vivendi Universal) Explore the

massive environments of

Middle Earth as one of the

Fellowship. Solve puzzles

and fight enemies like

Ores, Black Riders, and

an evil Balrog in the quest

to destroy the One Ring

of Power.

The Sims Online (EA Games)

Take your Sims to a multi-

player online world where
you get to be whoever you

want to be. Build a network

of friends from around the

world to enhance your power,

wealth, and social standing.

In this open-ended world,

you choose your role, your

attitude, and your destiny.

Age of Mythology (uicrosoio

Transport yourself to a time

when heroes did battle with

monsters of legend and the

gods intervened in the

affairs of mortal men. Wage
war using human armies and

diplomacy, enhance military

and economic performance
through resource gathering

and trade.

Everquest: The Planes of Power

(Sony Online Entertainment)

You will be introduced

to an arching story line

through the Planes of

Power, home of the gods

of Norrath. Hundreds of

new items, quests, and

encounters will keep even

the most revered players

challenged and enthralled.

All available now at the

Computer & Video Games store at

am^zoacom.
Get thousands of game titles at amazon.com/videogames

Amazon.com Is a registered trademark of Amazon.com. Inc.



GREAT DEALS ON

CGW Ibp 20
The Sims unleash another best-seller

Tamagotchi play with their

tamagotchi in The Sims:

Unleashed.

There's no shortage of

recruits for Ba///ef/e/d

1942.

After four months,

WarCraft III finally falls

out of first.

Last
Month

Game Rating

The Sims: Unleashed

(Electronic Arts, S29)

1 i 1 1 1

Battlefield 1942

(Electronic Arts, SA5)

****ir|

' WarCraft III: Reign of Chaos

(Vivendi Universal, S52>

Unreal Tournament 2003
Onfogrames. S46>

» 1 < 1 -A_KKwWV?

2 The Sims: Vacation

(Electronic Arts, $28)

A i-i

The Sims Deluxe

(Electronic Arts, $42)

3 The Sims

(Electronic Arts, $43)

A AtAtA^^

13 Rollercoaster Tycoon
^

(Infogrames, $17)

yHrtHbif

j

Mafia

(Gathering ot Developers, $48)

ibHHnV

''r i
: ii

[
Zoo Tycoon

|^(Microsoft, $25) i

8
;
The Sims: Hot Date

;

(Electronic Arts, $29)

• Medieval: Total War

1

(Activision, $38) «

kkkkk

,

7
1

Medal of Honor: Allied Assault

i (Electronic Arts, $46)

; AAA A A

picewlnd Dale II

: (Interplay, $45)

SpongeBob SquarePants: Krabby Patty

(THO, $20)

1 NR

'
7-4 :

1

;
!

Madden NFL 2003
(Electronic Arts, $38)

f kkkkk

19
;
Harry Potter & the Sorcerer's Stone

: (Electronic Arts, $23)

i irkkiri^

Sim Theme Park World

(Electronic Arts, $17)

f NR

6 Backyard Baseball 2003
(Infogrames, $19)

i NR

9' Grand Theft Auto ill

1 (Take 2 (nteractive/Rockstan $47) (

AAAA A

NOTABLE
QUOTE

“Instead

of blaming

video-

games,

shouldn't

the media

be focused

on under-

standing

how
someone

Dike the

sniper]

could

have such

little

regard for

human
life?"

-Oave, on

Geekxom
message

board

Zoo Tycoon Marine Mania

(Microsoft)

Regular Price: -$29. ^9

Sale Price! $24.99

A fun expansion pack

that works with the

existing Zoo Tycoon

game, enabling you to

integrate more than 20
aquatic animals into

your existing zoos

Features:

• Whales and sharks for

your zoo!

• New attractions like

the Dolphin Ride and

Shark Tunnel

• Challenging gameplay!

• Includes Zoo Tycoon:

Dinosaur Digs

expansion pack

3 Zoo Tycoon

B IMIcrosoltl Regular Price: $29.99

I Sale Pricel $24.99

Asheron's Call 2:

Fallen Kings

(Microsoft)

Regular Price: $49:99

Sale Price! $39.99

The next-generation

fantasy massively multi-

player online role-

playing game (MMORPG)

where the world dynami-

cally evolves around you.

Features:

• You and your fellow

players must venture

forth and shape the

course of this ever-

evolving world

• Join with your fellow

players in huge alle

glances to rebuild your

cities and resources

• State of the art 3-D

graphics, innovative

combat and gameplay

and a dynamic month-

ly update system

Harry Potter and the

Chamber of Secrets

(Electror\lc Arts)

Sale Price! $29.99

Be Harry Potter in a

unique new PC adven-

ture with more magic,

friendship, and danger.

Features:

• Explore rich environ

ments from the color

fui Burrow to the dark

reaches of the

Forbidden Forest

• Master new spells

including Expeliarmus,

Diffendo, and Skurge.

• Overcome dangerous

foes from Aragog to

the Basilisk

• Take flight to play

improved Ouidditch

September retail sales results by NPD Techworld

Check Out More Great Deals

Online at

amazon.com.
WWWXCK itgamingv 49



PIPELINE
The dates they aie a-changin’ By Thieny Nguyen

Keep In mind that release dates are basically best puesses for most companies until the game gets closer to being finished. Generally, the farther

along the game Is, the more accurate Its release date, but even then anything can happen. For up>to-the*minute dates, stop by GoneGold.com.

Doom III: Id Software's stock answer to

release date queries is always "When it

is done." In fact, Id coined that term, and it

most certainly applies here. But, If you dig

around a little, you'll see some clues that Id

expects It to be ready by May. For example,

Carmack has repeatedly said that he doesn't

want to be showing this game at E3 2003.
And Todd Hollenshead mused that QuakeCon
2003 would be a "Doom III launch party."

Heck, Amazon.com expects the game to be

out In Marchl Anyhow, It seems likely that

Doom III will be out within the first half of

next year.

Rainbow Six 3: Raven Shield: We were
hoping to have our grubby little counter-

terrorist hands on this game by now, but

unfortunately. It's been pushed to February.

But that's good news, actually. ChadI Lebbos,

Producer, says, "We extended the develop-

ment cycle to build in all the things we
wanted. It's the worst when a developer looks

at a game and thinks to himself, 'If only we
had done that...' We knew Rainbow Six fans

would rather wait to have a game that really

blows them away, rather than have an inferior

product that we rushed out the door." Looks

like the wait will be worth it.

GAME PVeUSHER EXPECTED

1503 A.D.:

The New World EA 02 2003

American Conquest CDV 02 2003

Asheron's Call 2 Microsoft 04 2002

Breed CDV 02 2003

City of Heroes NCsoft 02 2003

Combat Mission 2:

Barbarossa to Berlin 8ig Time 04 2002

Command & Conquer:

Generals EA 01/21/03

Conflict: Desert Storm SCi 04 2002

Crusader Kings Strategy First 11/06/02

Dark Age of Camelot:

Shrouded Isles Mythic 04 2002

Deadly Dozen:

Pacific Theater Infogrames 11/08/02

Delta Force:

Black Hawk Down Nova Logic 10/24/02

Deus Ex 2 Eidos 02 2003

Doom III Activision 02 2003

Dragon's Lair 3D Ubi Soft 04 2002

Driver 3 Infogrames 02 2003

Duke Nukem Forever GOO Games RIP

Escape from Alcatraz HIP 01 2003

EverQuest 11 Sony 04 2003

Freelancer Microsoft 01 2003

Full Throttle 2 LucasArts 03 2003

Galactic Civilizations Strategy First 01 2003

Ghost Master Empire 01 2003

Gothic 11 JoWood 04 2002

Hannibal Arxel Tribe 02 2004

Halo Microsoft 02 2003

Harpoon 4 Ubi Soft 01 2003

GAME PUBLISHER EXPECTS

Heaven and Hell CDV 02 2003

Hidden & Dangerous Z GOD Games 02 2003

Highland Warriors Data Becker 10/02/02

Homeworld 2 Sierra 03 2003

IGI2: Covert Strike Codemasters 11/20/02

Imperium Galactica III CDV 02 2003

Impossible Creatures Microsoft 01 2003

Indiana Jones LucasArts 01 2003

Lionheart Interplay 01 2003

Loch-On Ubi Soft 12/20/02

Lords of the Realm III Sierra Unknown

Master of Orion III Microprose 11/27/02

Max Payne II GOD Games Unknown

Metal Gear Solid 2 Konami 01 2003

Morrowind: Tribunal Bethesda 04 2002

The Movies Lionhead Unknown

NBA Live EA Sports 04 2002

Neocron CDV 11/15/02

O.R.B Strategy First 11/19/02

PlanetSidc Sony 01 2003

Platoon Strategy First 11/15/02

Praetorians Eidos 01 2003

Pro Race Driver Codemasters 01 2003

Project Nomads CDV 11/06/02

Quake 4 Activision Unknown

Rainbow Six:

Raven Shield Ubi Soft 02/04/03

Republic:

The Revolution Eidos 02 2003

Rise of Nations Microsoft 01 2003

Robin Hood:

Legend of Sherwood Strategy First 04 2002

1^ Imperium Galactica 3: The original

Imperium Galactica debuted way back

in 1997; apparently, It was very trendy to

release big space-strategy games back then,

real-time and turn-based. Of all of those

franchises, Imperium Galactica was one of the

few to survive and produce not only a sequel,

but also an upcoming third installment.

Number three was originally scheduled to ship

this year, but German-based CDV pushed It

back to early 2003. This way, they could add
a whole new multiplayer mode, extending the

shelf life while fulfilling your Imperial or

galactic needs.

GAME PUBUSHER EXPECTED

Sam and Max 2 LucasArts 01 2004

Schlonghold Satan's Fist 05 2003

Sea Dogs 11 Bethesda 04 2002

Shadowbane Ubi Soft 01 2003

SimCity 4 EA 01 2002

The Sims Online EA 11/21/02

Splinter Cell Ubi Soft 11/27/02

Star Trek:

Starfleet Command III Activision 11/13/02

Star Trek:

Elite Force II Ritual 01 2003

Star Wars: Galaxies LucasArts 01 2003

Star Wars: Knights

of the Old Republic LucasArts 01 2003

SWAT: Urban Justice Sierra 01 2003

Team Fortress 2 Sierra Unknown

Thief III Eidos 02 2003

Tiger Woods PGA 2003 EA Sports 11/06/02

Tomb Raider:

Anget of Darkness Eidos 01 2003

TTon 2.0 Monolith 02 2003

Tropico 2 GOD Games 01 2003

Unreal N Infogrames 11/20/02

Viet Cong Take2 04 2002

Vultures CDV 04 2003

Warlords IV S'SG 12/11/02

World of WarCraft Blizzard Unknown

World War II Codemasters 04 2002

XIII Ubi Soft 01 2003

Zoo Tycoon:

Marine Mania Microsoft 10/18/02

new update
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I ALONE HAVE THE FIFTH FREEDOM
THE RIGHT TO SPY. STEAL, DESTROY AND ASSASSINATE

TO ENSURE THAT AMERICAN FREEDOMS ARE PROTECTED

IF CAPTURED, MY GOVERNMENT WILL DISAVOW

ANY KNOWLEDGE OF MY EXISTENCE.

I AM SAM FISHER.

I AM A SPLINTER CELL.

You naive the ruleij in the high stakes gane oi covert espionage. Work alone, outside
the boundaries oi the lav.-, to th'.vart c^.berterrorist attacks against the United states.
With thermal goggles, liber optic cameras, protot,.-pe guns and other dirt,; tricks, ^.ou
redeaine justice and punishment. Pappel, split jump, glide along ziplines, iorce
iniormation iron ^ our enemies, even use them as human shields. remember - a dead
witness is not really a witness.

Blood and Gore

Violence

;

Ubi Soft
KV#
CD
ROM

j X
xeoxw w w , u b ! , c 0 m





Join the ranks oi critics and garaers who have experienced G-host Recon and made it their
Game oi the Year. Command an elite handiul of specially-trained Green Berets in deadly,
realistic campaigns on the battlei'ields oi tomorrow. Gear up and iall in.

Now Combat-Ready on All Platforms

^^ PlayStation.S X xeax

L 1 V €





The lather oi' all tactical shooters returns, in an all-new game. loSked and loaded
to change the i'ace oi action gaming. Advance to a new level' oi gaming
realism with new high-tech gear to hunt the Tangos and 57 weapons to take them
down. Experience unmatched graphical realism and high velocity/ multiplayer action
powered by next generation Unreal'" technology. We wrote"' the' book on tactical
sq.uad-based combat. ITow we're rewriting it. Study up.

lA Blood

fi* Violence







PREVIEWS

I

n real life, a warm, heartfelt hug

Is a fine, fine thing. But Is It

such a great thing in a computer

game? We'll find out (allegedly)

later this year when the new

Iteration of Microsoft's massively

multiplayer game, the cunningly titled

Asheron's Call 2, hits store shelves

and starts gobbling bandwidth.

A kinder, gentler version
Somewhat lost in the wake of the

Juggernaut that is, was, and ever shall

be fverOuest, Asheron's Call has

plugged along nicely, garnering an avid

and dedicated fan base, if not a huge

amount of attention. AC2 hopes to

change all that by beating most of the

next round of MMORPGs out the door

and creating a newbie-friendly

environment that doesn’t bend first-

timers' brains five minutes into the

game, as they try to figure out how to

make a Sense Heading macro before

they go on their 20th corpse run. AC2
just gives you a friggin' compass and

map right off the bat. That's one gold

star right there, but AC2 is shooting

for the whole constellation.

Frankly, I couldn’t be happier.

Generally, the time I spend playing

closed betas of these types of games
is an exercise In frustration as I

wrestle with the cloaked Mensa

entrance exam that passes for

gameplay, interface, and character

development. Not so with AC2.

Character creation was a snap,

focusing solely on the general look of

your avatar and not immediately

sinking you in a bog of incompre-

hensible stats. Yeah, the limited

number of options might be a little

disappointing, but I was up and into

the game within three minutes of

connecting to Turbine's servers.

Getting off on the right foot
Once you're In the game world,

considerately staggered learning

stones fid you in on the basics of

gameplay and bump you up a level

within 15 minutes. The skill advance-

ment and character development

systems are just as friendly. At least,

early on they are. Any character can

do pretty much anything without

constraint. You can shoot bows and

Easily the most paiiiless and enjosndile early

MMORPG game experience Fire had.

cast spells in a full suit of armor

without being straltjacketed by class

restrictions. Instead, you pick your

skills, using level advancements to

purchase new abilities and using a

completely separate pool of experience

points to augment those acquired,

skills. It's a great system. You really

can't screw up early In the game by

picking "wrong" skills, and even If

you do, you can unlearn them and

work along a different branch of the

skill tree. (Experience you spend on

unlearned skills Is not recouped,

however.)

Once you leave the training grounds,

you'll receive simple quests that

introduce you to the game world and

the questing system in short order. No

more than two hours Into the game I

had gained a couple levels, gotten

some decent loot, and found myself

teleported to a small town where

player craftsmen were cooperatively

using a forge to make even better

Items for adventurers like me. It was

easily the most painless and enjoyable

early MMORPG game experience I've

had-much better than the clueless

and lost bat-bashing and loot-losing

early hours of EverOuest

I'm just hoping that the later stages

of the game can be as rewarding. My
time in the beta revealed a huge and

visually rich world, but with many of

the game's vaults broken, it was hard

to tell if the bigger quests would

deliver enough of a payoff. Considering

the epic nature of the quests In the

original Asheron's Call, I'll give Turbine

the benefit of the doubt and assume

that it isn't going to neuter one of Its

product's strongest features in order

to appease the most casual gamers.

Odds are, that segment of the

audience won't even get that deep into

the game.

The big concern? Microsoft and

Turbine swear up and down this game
will be out right about the time you're

reading this. Will It be ready, will the

broader game world have enough to do

by then? And will the game be stable?

Hopefully, yes-but it's going to be

tight. If they pull it off, this is a game
that should appeal to the hardcore and

more casual gamer alike.

GAME STATS

mSHlIi: Microsoft

Game Studios

DEVaOFISL Turbine

Entertainment

DWMMORPG
U5l: WWW
.asheronscallZ

.com

RllCASCDiTE:04 2002

$15 a month ByRobert Gifiey



A squadron of Vanu
mosquitos prepares

to attack.

of MMORP6 clans. Grotipmq with
'

other players and mixing up

This squact^is in place to defend a.

tech plant. These installations give

your side access to better tools for

the game's non-stop war.

firepower will be crucial foi^

successful assaults.



PREVIEWS

A
fter a year’s hiatus, we
returned to Sony Online

Entertainment to see how
PlanetSide's development

was faring. Our biggest

question-right next to "Is Sony really

making this game?"-was, "Why are

people going to pay to play a shooter

online?" And why this shooter?

"PlanetSide has everything that the

other FPS games have and more,"

producer Dave Georgeson was quick to

point out. "What PlanetSide has that

the others don't Is gameplay. Game-

play doesn't equal the number of

weapons or how many varieties of

Capture the Flag or Deathmatch you

have. Gameplay occurs when you give

players a coherent universe with

was both thrilling and ominous.

PlanetSide is a persistent world.

Actions have consequences, and

strategies are long term. The game is

about territory acquisition and global

conguest. Players take bases, lock

continents, try to invade areas

controlled by the enemy, acquire air

and vehicle superiority, call In

reinforcements, and work within an

unprecedented and very cool

command structure. And this is where

PlanetSide will sink or swim. No one

side will ever achieve total victory, so

the reward has to come in smaller, but

still significant packages: seizing

bases, holding bases, extending the

front tine. Improving your character's

in-game abilities, and achieving rank.

Sony has created a powerful engine, capable of the macro, like

battles, and the micro, like the bullet marks on this vehicle.

Watching hoiides of eiteitries falKi^

fieom hovezing in the sky
was both fhiilling and ominoiis.

incredibly flexible rules, and then let

them loose in that world to do almost

anything. That's what PlanetSide

delivers In spades."

Unlike other FPS games, P/anet5/de

plays in real-time across 10

continents that are literally 30 to 40
times the size of the biggest FPS
maps out there. Players ally with a

strike team formed from one of three

empires, each with its own distinct

weapons, vehicles, and abilltles-all of

the teams also have a shared pool of

items and abilities. The big difference

over other FPS games like UT2003
and Battlefield 1942 lies in the game's

continual conflict, which rages 24
hours a day, seven days a week.

Players can check the current status

of their outfits (clans), either in-game

or through a Web-based feature, which

will also allow for real-time

communication.

The game engine Is built to handle

absolutely massive battles (think In

the hundreds), and sure enough, as

soon as we jumped on a PC and

started shooting, we were clashing

with more than 75 players from all

over the United States, who were

divided Into two teams. We slugged it

out in a couple of different maps,

while utilizing myriad weaponry,

armored vehicles, and flying craft.

Except for the occasional beta code

hiccup, the game played silky

smooth across the Net. Pretty? You

betcha! Exciting? Yes again!

Watching hordes of enemies falling

from dropships hovering in the sky

if these activities fail to hold players'

Interest, Sony will fall to get players'

$15 a month.

Part of the game's allure is its

community, in which friends and foes

are long term. You can quickly gain a

reputation among your peers, and

even become a star. Part of that star

power grows from the game's

Innovative command structure.

Players may advance along two

separate pathways: battle rank, where

battlefield achievements equate to

advanced skills, weapons, and

equipment; and command rank, where

players, based on common leadership

skills, become the online leaders of

their factions. PlanetSide's creative

director and veteran lead, Kevin

McCann, explains, "What this basically

means is that In order for a player to

advance In command rank, the player

must attempt to be a good leader. If

the squad leader consistently leads

successful base captures, then

soldiers will be eager to follow the

player, thus allowing him or her to

gain more command points and gain

command ranking." Bad leaders won't

be able to advance, as troops won't

follow them.

As players advance In command
rank, they gain access to special

command abilities. First and foremost

among these abilities is access to

command chat, which allows

commanders to communicate with one

another and organize everything from

local tactics to global strategies.

Other capabilities are reporting

You'll need to protect the Interiors of your bases-particularly

crucial spawn chambers like this one.

functions, through which information

can trickle back and forth across the

various command ranks, and even

global broadcast capabilities for the

highest-ranking members.

After three long years of develop-

ment, the details are finally starting

to bear fruit. Our time with PlanetSide

was a blast-but we weren't paying.

We'll know if gamers are buying some-

time In the first half of next year.

GAME STATS

WllSHER; Sony Online Entertainment

Sony Online Entertainment

COIDE: Massively multiplayer online shooter

U9l:planetside.statlon.sony.com

mEiiSEDA1[:Q2 2003
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Create a world imagined only by you.

PC
Visit www.esrb.ofg or

call 1-800-771-3772

for Rating Information.
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city of your dreams... immerse yourself in the lives of your Sims...
jj
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AL.L. HAIL THE NEW KING
_ OF RPGSI” -PC Zone

• PLAY ANY CHARACTER YOU CAN IMAGINE,
FROM THE HEROIC WARRIOR TO THE
SECRET ASSASSIN.

• The enormous game world is open and
FREE FOR YOU TO DISCOVER.

• REALISTIC TEXTURES AND OBJECTS,
INCREDIBLE POLYGON COUNTS, AND
ADVANCED WEATHER-SYSTEMS.

Winner of more than 40 awards;

1^ GAMER
EDIIDHS’

clwE
MORS'
Choice

iGN, EDITORS’ CHOICE
GAMES DOMAIN, TOP GAME AWARD
GAMEZoNE, Editors’ choice
Gone gold, Platinum award
Game Pen, Numb Thumb Award
GameSpot, Game of the month
AllOutGames, Seal of Approval
LoADEDiNc, Hot Property Award

Action Trip, Editors’ Choice
Voodoo Extreme, Can ‘o Whoopass
Zen Gamer, Gold Zen award
RPGDoT, Editors’ Choice
Xistenze, Choice award
VN Roundup, Stamp of approval
WorthPlayin6.com, Editors’ Choice
Entertainment Depot, Editors’ Choice

Blood

Violence



ANCIENT CAPITA!, CITY OF MORROWIND

UNRAVEL THE MYSTERIES OF THE
City of Sotha Sil

J002 Bcthesda Soltworks LLC.a i'cnlMnx Media company.
riie EMcf Scrolls.Morrowind.Triliiinal.Bc.-llieKlii Sollwoiks and its logo .ire regisleiecl liadeiiiarksor irademaiks of ZeniMax Mcdki I I

Riqlil Reserved.

The Qlder Scrolls III

Morrowind ^xpansf-onPack t •life

kM
A DEAD KING. A MAD GOD.
A CITY UNDER SIEGE. /'

A HERO MARKib FOR DEATH.
The FATEfOFfMloRROWIND IS IN \
YOUR HANDS.. .AGAIN. '

..

• DELVE INTO NEW EPIC-SIZED DUNGEONS, f!

• BATTLE GOBLINS, LICHES, AND OTHER
NEW CREATURES.

COMING NOVEMBER 2002
The exciting expansion to the
AWARD-WINNING MORROWIND

Visit www.esrb.org or I

call 1-eOO-771-3772

for Rating Informalion. I



Monolith reboots themovie ancM
updates it 20 years later as a game

Crhere js no new TV’on movie, that's the official word from Disney^l|^P

with the way Monolith i^:tleVefopihg Tron 2.0-the PC game-

t you won't need to watch Bruce Boxieitner and.^eff Bridges flitter about J
’ onscreen. Instead, you can just lean back in your desk chair, play the

game, and imagine It as a movie sequelj^Q^ ^ ^DnO t^on first came out In 1982, and the game reflects that 2ff^earga^J

Ypu play as Jet Bradley, the son of Alan Bradley (Bruce Boxieitner, wh^
also provides his voice for the game). Alan suddenly and mysteriously

disappears, and while investigating his father's fate, Jet is digitized into

the Tron world, smack-dab in the ^ddle of a big conflict among the three

Inactions of the ICP, the Corruption, and fCon. And who knows-while |h

^ navigating weird and wild levels like the Progress Bar or Internet Hub xjjg

might run into the legendary Tron himself.

KELUSEM. March 2003

Quite a bit of updating

went on from Tron the

movie to Tron 2.0 the

game. Examples

include:

Alan Bradley gives way to an older,

more polygonal Alan in the game.

Lightcycle graduates to the

superlightcycle.

Red guards from the movie evolve

Into ICP guards In the game.





UPGRADE
YOURSELF
The subroutine menu in the game
allows you to customize your

character; pictured above Is the

Interface that controls these sub*

routines. The edge of the circle

represents all active subroutines, the

blue areas indicate used RAM, and

the black areas are free RAM to put

subroutines In. Subroutines

themselves each have three stages:

alpha, beta, and gold. Alpha takes up

the most space, gold the least. The
middle is where all of your physical

stats are, such as health and transfer

rate, and where you assign build

points every time you upgrade

yourself. Finally, the three notches on

the edge are port (convert unusable

subroutines to usable), defrag

(optimize free space), and disinfect

(antivirus), which all help to maintain

your subroutines.

COLOR COORDINATION
The first thing you'll notice about Tron 2.0 is

the glow effect, courtesy of the LithTech Triton

engine (an enhanced version of the LithTech

Jupiter engine that powers NOLF2). Through

sheer technical wizardry that I can’t even begin

to understand, LithTech Triton allows for an

even more striking version of the soft,

electronic glow in the movie. "If we didn't

have the glow, we wouldn’t have the game-it’s

that simple,” says Eric Kohler, the art director

for Iron 2.0.

The way the glow interacts with color is

another important aspect of Tron'% design,

Kohler explains, "The primary focus of the art

design is the supersaturated color glow. More

than in any other game, the simplicity of color

was the key to the whole art direction." Color

theory is used even in depicting various

characters: The police are painted red,

universally recognized as "stop," while the

Corrupted are done in dizzying fluorescent

yellow, and the power-hungry fCon are bathed

CYCLES OF DEATH
The most iconic aspect from the movie-the one

that fanboys are most anxious to see-is the

lightcycle race. And the vehicles make sense in

the context of the game; They're not just random

lightcycle levels to please Iron fans-they fit into

the game plot as well as they did in the movie.

For example, in the first lightcycle level (the

tutorial). Jet is captured and forced to race for

freedom, much in the same way Flynn and Tron

raced back in the movie. Lightcycles use just

three controls: left, right, and camera control.

Most races play pretty much like in the original

arcade game or in the movie: You zip around

and try to make three A.I. racers crash into the

wall-trail that you leave behind. The camera

automatically cuts to a third-person view, but

you can alter the angle and zoom of the camera,

and even switch to first-person mode.

Why the heck would you want to pilot the

lightcycle in first-person, you ask? It will be

CONTINUED ON PAGE 72

in regal purple. Helpful neutrals display

a cool, detached blue.

in defining the look of the game, Disney

gave Monolith free reign. "Even though we had

the freedom to design an abstract computer

world, we still had to make things recognizable,

like doors and such. So, our only limitation was

that we couldn't get too wacky," says Kohler.

He also adds, "Besides the movie itself, and

the design work of Syd Mead and Moebius, the

only other influence art-wise was anime. We
looked at how anime uses shapes in designing

cities and vehicles, and applied some of those

principles to Tron,"
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Both the original llqhtcycle and the new supercycle

make .appearances in Tron 2.0. The old lightcycle is

a bit faster, but the supercycle has an acceleration-—boost that kicks in whehever'you're right next to 4
another lightcycle.

You'll participate in,>Wur to fjye.nghtcycla-mdt-ches-

total, Kafth-tlmf ygU's'uccessfuily complete a match, that

arena will be uiMcked and selectable from the game
menu, so yw'can take a little llghtcycle'break If you feel

like It. Un^tunately, network latency, plus the

lightq^'s high speed, means that you won't be able to

rac^gainst others in multiplayer.
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Weapons

useful when you're being chased in the city.

That's right, besides lightcycle matches on the

game grid, you'll also use lightcycles in chase

sequences. You’ll have to navigate the streets of

a huge city (lightcycles are so fast that Monolith

had to design large levels to drive them on), and

since you just want to see where you’re going,

it’s better to be in first person for these scenes.

THE IRON ARENA
Another signature Tron aspect is the Pong-llke

arena games that the programs were forced

to participate in. The developers realized this

would be an ideal multiplayer environment.

Instead of a traditional Deathmatch mode
("This won’t be Quake with Tron skins," says

senior producer Cliff Kamida), there will be

arena combat, just like in the movie. Two or

more players will be placed on floating discs

and will basically play a lethal version of Pong,

Besides knocking the disc back and forth at

each other, they can also destroy the ground

underneath the opponent. Matches can be

anywhere from one-on-one to (conceivably)

six-on-six, depending on how the levels are

designed. Currently, there will be five

multiplayer arenas, including a Discs of Tron

arena (straight from the movie) and an arena

inside an Intel CPU. Monolith plans to release

mod tools so users can make their own weird,

abstract Tron arenas.

Spectator mode won't just be a free-floating

camera, as in other games. Instead, you'll be an

in-game spectator, watching from the skybox

and waiting for the match to end so you can

take on the winner. There will be free-for-all

games (similar to exhibition matches) and

organized tournaments, where the current

champion wields a gold disc during the match.

TCP/IP A.I.

Enough with the movie references and

rehashes: How does the game actually play?

Some hands-on time revealed that it’s a logical

progression of Monolith’s story-driven style

when it comes to shooters. Thirty levels

scattered across 11 missions make for lots of eye

candy as mission locales range from Internet

servers to the original Tron mainframe from the

first movie. Puzzles within these levels include

breaking through a firewall or tracking down the

You'll find four ^
primitives, and

each can be

upgraded for

two additional

attacks, making

a total of 12

different

weapons. The

left'mouse

button handles

primary fire,

holding down left-

mouse does any

secondary fires,

and the right-

mouse is for

defensive moves.

Melee stealth weapon, like a stun
taser.

If you want better control when
guiding a disc, use this version.

Like a shotgun, charge for a more
powerful blast.

Hold down the left-mouse, and when
you release, this disc explodes.

Sniper rifle for Tron.



source of corrupted data within an Internet hub.

A.I. for both enemies and friendlies has been

tweaked specifically for Tron 2.0. Mercury-seen

on the cover-is a friendly program (she is also

a romantic interest, providing more character

interaction between bouts of shooting), and she

will often help Jet fulfill objectives. Ma3a-Alan

Bradley’s new A.I.-will provide objectives and

advice. Sometimes you’ll be able to ask NPCs

for advice, and any pertinent info will be added

to Jet's objectives screen: think of the NPCs as

a built-in hint system to help players who are

stuck. Enemies, such as the ICP, can and will

call in reinforcements, and are smart enough

to switch between melee and ranged weapons

when appropriate.

USER UPGRADE
Then there’s the whole role-playing aspect.

Inspired by System Shock 2, and done invisibly

in NOLF and visibly in NOLF2, you can

customize your character so he can handle any

situation. The heart of this is the subroutine

menu, a disc that displays available subroutines

and your vital stats. You'll find new subroutines

(think of them as weapons or abilities) on

enemies or data archives, and how many

subroutines you can have active at once

depends on the RAM of the computer you’re in.

So, if you’re in a PDA, you can probably have

just one subroutine active, but when you’re

in a huge Internet server, you can have

almost everything you've collected active

simultaneously. Subroutines include flash buffer,

which makes weapons quieter, megahertz for

damage boosts, and fuzzy routines to make your

footsteps quieter. Sometimes you'll accidentally

pick up corrupted or virus-filled software and will

need to do things like disinfect or defrag your

system in order to repair yourself.

Additionally, you can get build nodes that

increase your version number. You can then

distribute these nodes to stats like health,

energy, recharge, and so forth, in order to shape

Jet's growth. He starts as version 1.0, and if you

work hard enough, he can go all the way to 10.

Lead designer Frank Rooke is hoping that

players will use the subroutines and the build

nodes to individualize Jet to their playing style.

Monolith's commitment to making a strong,

cinematic game shows in everything in this

design. Whether it's imagining the language that

computer programs use in their speech to each

other, figuring out what color glow to put on

different characters, or designing what a PDA

level would look like, Tron 2.0 looks like a game

designed to capture the interest of both

hardcore gamers and Tron fans who haven’t kept

up with computer gaming. Who needs a new

Tron movie when you can play the story instead?

Syd Mead is best-known for his work

on the design concepts for Tron and

Blade Runner, We caught up with him

to see what he thought about Tron 2.0.

CGW: How much of the game have you

seen? How involved are you with it?

i last saw the game at E3 and got

to look at the firewall level in particular.

The art team did a good job of main-

taining the movie's look and feel while

updating it. My sole contribution to the

game Is designing the new supercycles.

CGW: What were the major differences

in designing the old lightcycles for the

movie and the new ones in the game?

Well, due to the limitation of

technology at the time, the old

lightcycles were more of an exercise

in design with solid, geometric shapes

rather than actual car or motorcycle

design. In fact, the reason the lightcycles

were closed is because computers

couldn’t properly animate a person

riding one at the time. For the new

supercycles, I had to reacquaint myself

with current motorcycle design. I just

went to my bookstore and bought

magazines and books to see how

people customized theirs, and what

manufacturers are making nowadays.

CGW: Do you think sci-fi design was

better back in ‘82 (when Mead designed

both Tron and Blade ffunner]-with

limited tools and technology-or

nowadays, with CGI being used

everywhere?

In my mind, limitations of

technology make you work harder and

result in better overall design, Most of the

CGI designwork 1 see nowadays resembles

demo reels from Industrial Light S Magic

rather than artistic and conceptual

design. Basically, you can have a really

bad idea, and all you can get from those

multimillion-dollar computers is a

multimiliion-dollar bad idea.
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f out of too A feast for the eyes and mind,

an excellent game and a perfect example of

what an MMORPG should be."

Matt Leyendecker. ActionTrip.com

out of lO Totally absorbing, a game that I'll

be playing long after this review is posted."

Jason Macisaac. Siectric Piayground

GOOD News
"Garth & Beyond continues to impress with

great graphics and great gamepiay."
Jeff Green. Computer Gaming World _ m

...Garth & Beyond shows a iot of style

and a iot of vision."

Chris Hudak Computer Games Magazine

"Garth & Beyond should offer the hardcore
sci-fi crowd the persistent-worid game
they've been waiting for:"

Rob Smith. Cditor-in Chief. PC Gamer

Violuncc

The content ot this game may change
due to interactive exchanges.



out of lOO Best MMORPG everP

Very possibly."

Jakub Wojnarowicz. Firing Squad

.out of lO As far as MMO games go you

really don't get much better than this."

* • Paui Younger. Loadedinc.com

TRAVELS AT UGHT5PEED

THE ONL/NE R

O

YLAYfHC GALAXY

www.e>c3rthc3nclb6»yond.c:om Challenge Everything'aol keyword ecarthrabeyon'd

0 2002 Electronic Arts tna Electronic Arts, Command & Conquer, EA GAMES, the EA GAMES logo and Challenge Everything arc trademarks or registered trademarks of Electronic Arts Inc, in the1j,S. and/or oUier

countries. All rights rese.rved.

Earth & Beyond'" Is a live game you play via the Internet, allowing you to play with thousands of other users, AN INTERNET CONNECTION IS REQUIRED TO PLAY. Internet service providers usually charge a monthly

fee to provide this access. ELECTRONIC ARTS CHARGES A MONTHLY SUBSCRIPTION FEE FOR THIS ONLINE PRODUCT, separalo from your Internet access charges. Online gameplay subject to the Earth & Beyond

Membership Agreement and Terms ol Service. YOU MUST BE 13+ TO REGISTER FOR THIS GAME. EA RESERVES THE RIGHT TO TERMINATE THE ONLINE SERVICE FOR THIS PRODUCT AFTER 90 DAYS NOTICE.
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FEATURE

OH BOY-IT'S THE HOLIDAYS AGAIN. HARDWARE TO GIVE TO THE
Relatives we hate, food that makes us gag. and presents we

can't wait to return. We can't do anything about the relatives NAUGHTY AND NICE THIS
or food, but we can fix the lame presents problem with this,

our annual nondenominational Holiday Gift Guide. HOLIDAY SEASON.
Whether you celebrate Kwanzaa, Chanukah, or Christmas,

or whether, like Robert Coffey, you worship the bones of

dead people, CGl^V wants to make sure that your holiday sea-

son is a happy one. And the best way to ensure that is to

have your loved ones buy you the right game or gadget.

That's right, friends: No more grinning through bared teeth

while saying, "A fresh copy of Farscape: The Game?! Hooray!"

With our handy guide, you can simpiy choose from amongst

the categories below, then circle or clip out details on the

kind of gamer you are and ieave them in plain sight of the

people who spend money on you. If all goes well, you'll soon

be swimming in great games and gadgets. And if it doesn't

work, well, hey, at least we got your money, which makes it a

happy holiday for us. Remember, kids, the best gift of all is

the one you give!
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A BATTLEFIELD 1942 The WWII game for John

Wayne types who want to send their enemies to hell.

It's 3 simple-to-learn shooter, but there's a ton of

variety in weapons, settings, and controllable vehicles

(including tanks, planes, ships, and submarines). Quite

possibly the multiplayer game of the year.

OPERATION FLASHPOINT GOLD CGW's Game of

the Year for 2001 is the closest you can get to a

military experience outside of Camp Lejeune. This Gold

Edition adds new missions, vehicles, weapons, and the

official strategy guide. Trust us, you'll need it.

COMBAT FLIGHT ^
SIM 3 Third time's

the charm for

Microsoft's

signature WWII

flight sim, filled with

spectacular visuals,

detailed aircraft,

and realistic terrain. For flight fans and war buffs, this

is the one to own.

MEDAL OF HONOR: ALLIED ASSAULT It'S like

living out a World War II movie as you fight from North

Africa to the heart of Germany itself (with the add-on

Operation Spearhead). You even get to drive over

Nazis in a stolen Tiger tank. Krunchl

Guns and ammo-that's how to solve a big problem, and that's

what keeps Amurtka strong! And our man Slaughter knows

how to use 'em: Deadnuts accurate at 500 yards, this guy can

kill anything given the right weapon, whether It be a rifle or

a P-51. His motto: When there's killin' to be done. Sergeant

Slaughter's gonna have some fun!

SPLINTER CELL Think Mefaf Gear Solid done in

signature Tom Clancy, techno-thriller style. Sneak, spy,

and assassinate your way through the game, enjoying

both the nice toys (including a nerve gas-emitting

camera) and the new Unreal II engine.

This Is the action fan, the guy whose favorite

movies are Terminator 2, Allens, Armageddon. The

Matrix, and the Die Hard trilogy. He likes to see

things explode. All the games here involve all-out

action (whether It's using quns-guns-guns or

lightsabers or big robots), which should satisfy his

twitchy, visceral mind.
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He's small, he's organized, he's

clever and devlous-he's a total

pain in the ass. He may just be

the assistant night manager at

Wendy's, but in his mind, he's the

micromanaging last line of defense

between liberty and total anarchy.

Indulge his fantasies of power with

these games, and he’ll be so preoc*

cupied that you'll finally get to test

that theory involving his hand and

the deep fryer.

CIVILIZATION III AND CIV III: PLAY THE
WORLD Civ III is the ultimate strategy game. The

Play the World expansion pack makes it, um,

ultimater. Besides adding new civs and units, the

expansion pack offers three different styles of

multiplayer action. If you don't have this in your

collection, you're no gamer-you're a poser.

A MEDIEVAL: TOTAL WAR A game so mind-

bogglingly huge, it may just push all other

knowledge from your brain. The incredibly deep,

turn-based strategy could sustain five other games,

but this sucker throws in a rich, sprawling, real-time

tactical game to boot, brilliantly bringing medieval

siege warfare to life.

5IMGOLF Does the seemingly impossible: It makes

golf fun. The product of a Vulcan mind-meld

between gaming gurus Sid Meier and Wil Wright,

SimGoll is a refreshing, witty take on the

overcrowded tycoon genre, letting gamers design,

manage, and even play their own golf courses,

EARTH AND BEYOND ^
Has your little control

freak run out of things

to conquer? Then blast

his ass into space with

this massively multi-

player outer space RPG.

Humbled by the vast-

ness of space and other players, it will be possible

for Nappy to content himself with micromanaging

character stats and ship design.

STUFFTO DO WHEN ALLYOUR GAMES SUCK

BAND OF BROTHERS DVD BOX
SET HBO's amazing WWII miniseries

comes to DVD in a six-disc set

featuring not only every episode, but

also background on the making of the

series and a documentary with the

surviving members of the 101st

Airborne. As gripping as the combat

scenes are. it's the human aspect of

the drama that will slick with you long

after you've watched the last disc.

BECK-SEA CHANGE What

happens when a smart-alecky singer-

songwriter with a penchant for irony

and funk gets depressed? He drops

the irony and funk and makes his

masterpiece. An overwhelmingly sad

and beautiful CO, Sea Change won't

ignite any parties, but it'll get you

through those 3 a.m. blues.

100 BULLETS Even if you have a

natural aversion to all things comics-

related, don't miss this outstanding

crime noir series, which begins as a

semi-straightforward revenge fantasy

but quickly morphs into a complex,

paranoid espionage thriller of X-Files

proportions. Now in cool trade

paperbacks from Vertigo Comics.

CIVILIZATION: THE BOARDGAME
Here's a chance for you Cfv diehards

to get your family and friends into

the game. Sid Meier's CMUzation: The

Boardgame features a huge game
board and 884 miniature pieces

representing typical CiV units from

various historical periods. There are

even different rule sets for quick or

advanced games.

GRAND THEFT AUTO III Think of it as a

pastiche of Goodfellas, The Fast and the Furious, and

Morrowind. Your little street thug has the freedom

to unleash his own inner capo on some A.I. street

thugs while still enjoying the mission structure and

driving elements.

NO ONE LIVES FOREVER 2: ^
A SPY IN H.A.R.M.'S WAY This

brilliant spy-comedy shooter is the

Cas/no Royale of first-person shooters.

A witty script, great A.I., stunning

graphics, and an easy-on-the-eyes

heroine make this a top pick for

any shooter fan.

JEDI KNIGHT II: JEDI

OUTCAST For the fan who

waited overnight for Attack of

the Clones tickets-just to see

Yoda with a lightsaber. This game
gives the chance to use awesome
force powers, explore crazy space

locales, and practice swashbuckling

with a personal lightsaber.

MECHWARRiOR 4:

MERCENARIES Giant robots

shooting and beating the crap out of

each other-it's like driving a monster

tank with legs. With missions across

multiple planets, arena combat, great

visuals, and an economy model, your

robogeek can pretend to be a hard-

edged mercenary inside a huge robot.

DUKE NUKEM: MANHATTAN
PROJECT The only good Duke

Nukem game you’ll see for a while,

this goes back to Duke's roots as a

side-scroller. Filled with just as much
action as its first-person cousin, this

little game is a perfect mix of all-out

action and price.
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AGE OF MYTHOLOGY Zounds! Ensemble’s long-awaited

followup to the Aqe of Empires series is as gorgeous and fun

and addictive as you’d expect. And this time, they even got the

single-player game right. Go ahead-give Bill Gates more money.

"^Mock
Think of Arty as the eccentric, fey

cousin to Nappy O'Leon. He, too, wantl

to conquer the world, but he doesn't

want to do it the old-fashioned way. with

swords and guns. No, Arty is mor^the
Saruman type, training Ores and wreT3^-

ing magic spells to accomplish his impe-

rialistic goals. Stay out of his way, or

he'll turn you into a newt. aj
\

AGE OF WONDERS M: THE WIZARD'S THRONE Forget

Heroes of Might and Mag/c-this is the best turn-based, fantasy

strategy series going right now, with gorgeous 3D graphics and

an excellent balance of resource-management, city-building,

and combat. A must-have for the budding Gandalf in your life.

CELTIC KINGS; RAGE OF WAR Here’s your chance to relive

Jeff Green's youth, as the Romans and Gauls fight it out on

ancient European battlegrounds. A nice blend of strategy

gaming and role-playing, Ce/f/c Kings is surprisingly fresh.

DISCIPLES II: DARK PROPHECY Strategy First’s follow-up

to their sleeper fantasy-strategy game improves on the original

in every respect, including a major graphics overhaul. Darker,

grittier, and tougher than Age of Wonders II, think of this as the

Saruman to AOWs Gandalf.

WARCRAFT III: REIGN OF ^
CHAOS Yay! Ores and Humans are

back-and this time, they brought

the Night Elves and Undead with

them. Blizzard’s latest entry in its

beloved fantasy series has the kind

of stunning, high-quality production values you'd expect from a

blockbuster movie. Get it.
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ICEWIND DALE H The long-awaited sequel to one of Black

Isle Studios' best RPGs delivers everything D&D fans could

hope for: an old-fashioned, create-your-own-party, Dr&D

dorkfest with a great story and intense combat. Yeah, the

engine is showing its age, but this game is still hardcore RPG
gaming at its finest.

When this pale, ponytailed, 10-slded*

dice'carrying dweeb talks about the

"good old days," he's talking about

12th-century Britain. For him, civi-

lization has been on a permanent

downward spiral ever since Arthur

pulled the sword from the stone.

The real world makes him cry, so he

plays fantasy role-playing games,

dresses up in froofy robes, casts -fl

Spells of Dorkitude, and repeatedly

watches his Lord of the Rings

Platinum Series Extended Edition

Collector's Gift Set DVD.

FREEDOM FORCE Finally! ^
A superhero game on the PC

that not only doesn't suck,

but is actually awesome-and

on our shortlist for overall

Game of the Year, Command
a team of '60s-style super-

heroes in this deep, brilliantly crafted, and often hilarious

homage to Silver Age Comics. Best. Comic game. Ever!

DUNGEON SIEGE A bit more lightweight than the other

entries here. Dungeon Siege still delivers satisfying Diablo-

esque hack-and-slash action for those who’d rather kiil and

collect stuff than wade through story and dialogue. Good,

mindless fun between marathon sessions of Morrowind.

the ELDER SCROLLS III: MORROWIND Gigantic, epic,

beautiful-this hugely ambitious RPG is probably Bethesda's

masterpiece, and is one of the best RPGs of the last decade.

There’s an entire world to get lost in here, for hundreds of

hours. Put down those lame Robert Jordan novels and start

playing this instead.

NEVERWINTER NIGHTS Bioware's next-generation RPG is

more than just another massive D&D game-it's a game-design

revolution, providing all the tools for gamers to create their

own D&D adventures and then share them online. Probably the

best multiplayer RPG so far this year.
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The epitome of the armchair quarterback, Jacques

whiles away the hours he should be at the qym losing

his beer qut studying stat sheets for his fantasy bas-

ketball league while recording NASCAR, NFL, MLB, and

some Canadian curling championship on multiple TiVos.

Jacques dreams of being Michael Jordan, Barry Bonds,

Jeff Gordon, and Serena Williams (especially Serena)

wrapped into one super-buffed-out uberathlete. If only

he could get his fat ass off the couch.

UNREAL TOURNAMENT 2003 What's the

must-have first-person shooter of 2003 doing in

the sports section? Because it's the sporting league

of the future, where players blast each other with

rocket launchers and energy streams while their

managers deal with salary caps and cranky players

who look like they're from Mars. Just like today!

MADDEN NFL 2003 ^
After all these years, the

Madden franchise is still going

strong. This year's installment

is the best ever, finally rivaling

its console cousins. New
features include minicamp,

improved online options, and

the ability to play your own

MP3s while you're gaming. Now, that's good football!

US OPEN 2002 Nobody knew how much they needed a good

tennis game on the PC until one came along. That game is US

Open 2002, and while it doesn't have some of the bigger

names like the Williams sisters, it is a great tennis sim. Not to

mention highly addictive.

She gave you life-isn't it about time you gave

her something other than an overwhelming

sense of despair? She tried to love you, and

now It's your chance to return that gesture

with gifts that say, "Sorry about losing your

prosthetic hand." These newbie-friendly

titles will help break up day-long crying jags

spent staring at your high school portrait.

THE SIMS ONLINE Normal people playing online as normal

people may seem profoundly redundant and pointless. We
admit it, we were skeptical, too-until we spent some time

alienating mankind in this lovingly twisted alternate reality,

is the title that'll truly bring online gaming to the masses.

FORMULA 1 RACING/GRAND PRIX 4 If you can't get

enough hardcore Formula 1 racing action, then you're in luck.

There are two fantastic racing games out there for you right

now: Grand Prix 4 and Formula 1 Racing. In fact, they're both so

good, it's hard for us to recommend one over the other.

RALLISPORT ^
CHALLENGE If

you prefer your

racing with a little

more dirt, check

out this Xbox port,

which features

great driving

physics and a host

of tracks and cars. It also serves up drop-dead gorgeous visuals.

THE SIMS DELUXE Give ^
Mama one complete package

containing The Sims, the

Livin' Large expansion pack,

some brand-new content,

and a handy creator tool

that will let mommy slap

your ugly mug on her virtual

kids-right before she locks them in the closet.

M SYBERIA This European

import combines gorgeous art,

challenging puzzles, and an

intriguing story into one nifty

package. Any game that starts

with a funeral has gotta be

good, right?

ROLLERCOASTER TYCOON 2 RolierCoaster Tycoon 2

gives Mom a chance to build, design, and manage a series of

theme parks. New tools and real-world Six Flags attractions

should make it even more addictive.
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Visit www.esrb.org or

call 1-800-771-3772

tor Rating Information.
SONY ONLINE
ENTERTAINMENT FOR LAND. FOR POWER. FOREVER.

TECHNOLOCVd
EQUnLS.MICH

MAN+MACHINE-ACHIEVING MORE

THAN HUMANITY EVER DREAMED.

SEIZE THE PDWER TODAY, DR DIE

AT THE FEET OF THE IGNORANT.



feature

A 128MB ATI RADEON 9700 PRO ATI's so-called GeForce4

killer is the must-have peripheral for hardcore gamers. With

hardware shaders and support for DirectX 8.1 (and eventually

true AGP 8x support), machines running this card are blowing

the pants off of their GeForce4 Ti 4600-powered competition.

For proof, flip to the Ultimate Gaming Machine story-every

machine was rocking the Radeon 9700 Pro.

INTEL 3GHZ PENTIUM 4 PROCESSOR WITH 533MHZ
FSB With its new Hyper-Threading technology, which

essentially creates two logical processors from one physical

one, Intel is hoping to give us a reason (other than pure power)

to get excited over its latest CPU.

CAMBRIDGE ^
SOUNDWORKS
MEGAWORKS
510D SPEAKERS
These speakers

bump. Since we got

a set a few months

ago, they've

supplanted Klipsch's

ProMedia 5,1s as our

speakers of choice.

Pushing 500 watts (total power), you'll easily alienate

neighbors, roommates, and spouses alike as you play

everything from UT2003 to Madden to music and DVDs.

LOGITECH MOMO RACING FORCE FEEDBACK WHEEL
The "low-end" version of last year's $200 Logitech MOMO
Force Wheel. If you were excited about last year’s model, but

the idea of dropping $200 was too much for the wife to

stomach, then the Logitech MOMO Racing Wheel is a

significantly easier pill to swallow at only $100.

SAMSUNG A500 CELL PHONE Offered through Sprint, this |
slick and colorful cell phone is going to make every other geek

|
see green. Once you start downloading games like Pac-Man, g
browsing the Web, or playing the Hawaii 5-0 theme song, you 5
might forget you can make phone calls with it. £

SONY CLIE NR-70V No. this isn't part of James Bond's 2

arsenal, but it is one of the coolest-looking PDAs to come o

along in quite a while. This Palm OS handheld has a swiveling ^
screen, a minikeyboard, a headphone jack to listen to MP3s, S

and a digital camera for those times when you need to stalk g
your neighb-err, your prey. >

APPLE IPOD Sure, ^
it's $500, but it also

holds 20GBof stuff-

a much better deal

than 64MB for $130.

Once you've broken

the 1,000-song

mark, you just can't

go back to CDs. The

only downside is

that it requires

FireWire support-

but that's easily

fixed by either a

cheap FireWire card

or a Sound Blaster V
Audigy.

The guy who has the latest every-

thing: cell phone, PDA, the hottest

computer, an IPod MP3 player, and

superchic sunglasses. Too bad he

still can't get a date. Maybe that's

because he only speaks techno-

jargon, or because he's too busy try-

ing to keep all his gadgets working.
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gamej ŝiu'dios-

Violence

If you want a victory rnadal, you'll have

to go through them. So pick an allegiance,

choose from one of our 34 authentic

planes and prepare yourself for extreme, low-

flying WWII combat missions over Europe.

Combat Flight SimaJator 3. As real as it gets.

ttafeircirte'or ItcfemartA nf ^tiWa atyl'-K iv.>3tfrtw



lip

Violence

Fun and dynamic gameplay

Use cunning or might to complete missions

Play as Robin Hood, Little John, Maid Marian and other!

Stunning graphics and realistic atmospheric conditions

OF SHERWOOD



Take on the role of the legendary nobleman,

Robin Hood or one of his Merry Men and

play over 30 different missions that combine

action and adventure with stealth tactical

elements as you battle for control of the

King's throne in the stunning, lush

backdrop of Sherwood Forest.

IN STORES
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All your gaming needs,

Unreal Tournament PC
Infogrames

No One Lives Forever 2 PC
Sierra

G.l. Combat Episode 1:

Battle of Normandy PC -

Infogrames

Civilization ill Expansion

Play the World PC
Age of Mythology PC
Microsfo!

Grand Theft Auto 3:

V[ceCitvPS2 .

Rockslat Games

Tekken 4 PS2

.

Namco

' Kingdom Hearts PS2

••_aw#8pfi

Red Faction li' Need for Speed Hot
' Pursuit 2 PS2
EA'-- r ' -

'



Violence

are nothing short of stunning.

-TheWargamer-

Piatoon takes the gameplay

ponuiarized in Commandos to a

siightiy higher leuel in terms

of graphics, squad sizes, and

military capabilities.

-Gamespot-

iSwinamns"

PLATOON Interactive Game (all object code, all other software components and certain audio visual components only), (f) 2002
Monte Cristo Muldmedia. Monte Ctislo end Its logo are registered trademarks of Monte Cristo Multimedia. PLATOON Interactive

Game (certain audiovisual components). C' 2002 Orion Pictures Corporation. PLATOON TM & 1036 Orion Pictures Corporation.

All rights reserved. All other trademarks and logos are property of their respective owners. Developed by Digital Reality.
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127 VIRTUAL RESORT: SPRING BREAK Ghost Recon: Island Thunder

How
Do We
Rate?

We review only finished games-no betas, no patches

OUTSTANDING
The rare game
that gets It all

right. A must-play

experience.

1

VERY GOOD
Worthy of your

time and money,

but there are

drawbacks.

AVERAGE Either

an ambitious

design with

major flaws, or

Just vanilla.

WEAK Seriously

lacking in play

value, poorly

conceived, or just

another clone.

ABYSMAL The

rare game that

gets it ail wrong.

Pathetic. Coaster

material.
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Unreal Tournament 2003
Next on ESPN: Are sports too violent for kids? By Jeanne Kim Trais

PUtllSHLIi: Infoqrames

/Atari omiCPER. Epic

Meqagames/Digital

Extremes CEHRL First-

person shooter ORL

www.unrealtournament

a003.com CSR81U1IKS:

Mature; blood,

violence, stronq

language PRICC: $49.99

REOyifiCULNIS: Pentium III

733, laeMB RAM,

3GB hard drive space

ntCOMMENDED mumiS;

Pentium III 1GHz,

aSOMB RAM

mimmLAN, Internet

(2-3a players)

yberathlete"-CNN

newscasters love the word’s

buzzworthiness. It's every

JArJAr's, bOObS, and ^Boner-''s dream

in TCP/IP land to earn that title. And for

those lucky enough to achieve frag elite

status, it's all about the bucks, babes,

and Pentium-GeForce-Audigy booty! All

this glory at gamers' fingertips! Yes?

Yes! Or at least that’s what Unreal

Tournamenf 2003’s trying to say with its

faster, more arcade-iike, sports-inspired

gameplay. By taking the backbone of its

predecessor, Unreal Tournament, and

fleshing it out with muscle straight from

the WWE, UT2003 takes a big step

toward establishing the football of the

future. Well, maybe.

At the kick-off, UT2003'Si outstanding

graphics trigger immediate oohs and

aahs. Fiery, alive, and cascading skies;

huge, low-gravity levels rushing through

space a la The Philadelphia Experiment

and hypnotic jungles heavy with moisture

Get close, but not too close, with the

lightning gun-perfect for snooping on

couples like this one as they settle a

domestic dispute.

and teeming with alien life all leave

permanent visual imprints. Add

excellent-not to mention entertaining-

rag-doll physics to the mix, and deaths

take on a life of their own, so to speak.

No one in their right mind would argue

that this game doesn’t have eye candy in

the bag. But it’s too bad the music and

sound effects don’t match the visual

quality. When turning up the volume

becomes a viable way to keep weapons'

sound effects from falling flat in the face

of action, it's hard not to be bummed.

And what's with the over-exuberant

sportscaster announcer and overdone,

childish taunts? They do the job, but it

doesn’t take a Danny Elfman to realize

that pairing sportscasts with ambient,

trance-like soundscapes (instead of an

adrenaline-pumping score) isn't going to

give thrill seekers what they're looking

for. Looks like it's one point for visuals

and minus one for sounds. Eh. On to

gameplay.

Breakfast of champions
UT2003 definitely eats its Wheaties-it’s

fast. New acrobatic moves can make one

practically untouchable. Adrenaline

power-ups triggered by key combos

enable invisibility, hyperspeed, extra

strength, and even regenerative and

defensive powers. And most importantly,

UT2003's weapons ask more from their
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masters. Sure, old friends like the rocket

launcher have significantly less-powerful

effects, and new weapons like the sniper-

lightning gun offer no easy shortcuts to

kills. But this newly balanced arsenal of

death tools (especially in comparison to

the weaponry in UT) requires players to

be calculating in their actions, hone their

skills, and perfect their personas in the

arena. Remember, this is a sport. But

why the developers stopped there is a

mystery. One can polish and tweak the

same old weapon all he wants, but at the

end of the day, it’s the same old weapon.

Nostalgia is nice, but this arsenal lacks

the distinction and variety that made (for

better or worse) adoring flak-whores and

minigun-whores out of us in UT. it's not

that endorphins don't flow freely after a

few 16/16 deathmatches in UT2003: it's

just that the chances of falling in love

aren't what they used to be.

Smooth runs with minimal lag burps

and slowdowns are a huge plus since

levels sprawl out in every direction,

seemingly forever. In Deathmatches,

locales are huge, with a good mix of

sharp corners and open plazas, lengthy

corridors for choice sniping, and

crowded rooms where blood and body

parts get down and boogie. Levels are

scaled down a bit in Double Domination

matches, but the methods of obtaining

those domination points now vary from

craggy crevices of rock for squeezing

through to brightly lit arrows at hyper-

jump points signaling where to go.

Capture the Flag levels offer plenty of

twisting tunnels and alternate routes to

bases, for sneaking in for the snatch.

The weakest mode is UT2003's newbie,

Bombing Run, mainly because it's

specifically designed for the minority of

players who like a little football with

their fragging.

It ain't UT
The reality is, while UT2003’s levels

are cool, they aren’t even close to

phenomenal. In fact, what these levels

do best is provide a basis for changing

them-specifically modding them-not

spending all day romping through them.

The inclusion of the Unreal editor leaves

no doubt that the developers are leaving

it up to the online community to take

the reins and run to hell and back with it

as they did with UT. Who wants to bet

someone out there is already working

on an Assault mode? Unfortunately,

Gorgeous and polished up, but

It all boils down
toonethii^for
most folks: Is it

fon? Yeah. But it's

no Unreal

Tbiumunent.
though, this decision lor UT2003 was

made at the expense of innovation and

ingenuity, which, minus community

support, amounts to a visually

amazing, dependable, but overall

mediocre online first-person shooter.

Still, after a long day of work, school,

or whatever else, FPS lovers will

undoubtedly turn to UT2003 for

escapism. For others, the game will

tide them over until the real fun

begins with mods, skins, new maps,

etc. And, of course, the UT diehards

or prospective cyberathletes will

swear by it no matter what-first

as fans, second as athletes-in-

training. But, all in all, UT2003
could have been better. It’s not

about the questionable shift it

makes into the sports world of

Maddens and 2K-whatevers. It

boils down to one thing for most

folks: Is it fun? The answer:

But honestly, it's no Unreal

Tournament.

lacking revitalized gameplay.
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niBUSHU Microsoft

C(V(ICP(lf Ensemble

Studios call Real-time

strategy ItiLwww

.microsoft.com

/games/aqeofmythology

ESIi MING Teen; blood,

violence PtlCL $44.99

HEOmNIS Pentium II

450, 12QMB RAM,

1.5GB hard drive space

WUENCEDRCOWENENIS:

Pentium III, 256MB

RAM UyilWnRSlIPfOlil;

LAN, Internet

(2-12 players)

I

ou won’t fined a more

polished, professional,

accessible real-time strategy

game than Age of Mythology. There’s

nothing not to like, nothing to really

quibble about, nothing to get in the way

of enjoying it-and nothing to convince

you that the RTS game, the once-upon-

a-time heartthrob of gaming, hasn’t

pretty much run out of gas and is living

out its final days in the Entertainment

Old Folks’ Home in Barstow, chain-

smoking Camel straights and bitterly

reminiscing to a drooling and

unresponsive Mickey Rooney about how

it was once the biggest stud in gaming.

But if -Age of Mythology is the last

hurrah for this overly familiar genre,

well, at least it’s going out with a bang.

It’s easy to find things to praise about

Age of Mythology, since every good thing

in this game finds some way to grab the

spotlight while you play. Oh, you might

think the graphics are nice and all, but

once you first really get a look at a

shoreline complete with shimmering

waves lapping at the beach and sunken

ships tangled in gently waving strands of

seaweed, you’ll be blown away by the

game's artistry. And you might think that

the auto-formations are nice and all, but

once you watch a muscular wall of

minotaurs brutally beat back a cavalry

charge and protect the archers stationed

behind them, you’ll be grateful. And

you'll be equally wowed with the nifty

little hotkey banners that let you rapidly

locate and direct both combat groups

and idle villagers, and the way villagers

are smart enough to start mining gold

after building a mining camp, and the

way the special abilities of the hero units

trigger themselves and relieve you of a

potentially painful layer of micromanage-

ment. And when you realize that for the

first time ever in an Ensemble game you

aren't spending a third of your time

rebuilding farms because HOORAY!
FARMS NEVER DEPLETEl, well, you’ll

want to roll the game credits just so you

can plant a big wet kiss of gratitude on

the photos of the design team. For such a

subtle and complex game, this is just

about the most user-friendly RTS I’ve

ever played.

Keeping the faith

Instead of coughing up a baker’s dozen

of civilizations, each with one unique

unit, as they did in Age of Empires I and

II, Ensemble has pared the field down to

just three factions: Greek, Egyptian, and

Norse. Each side’s unit set is unique-

though admittedly, every side has some
variation on the spearman, archer,

catapult, cavalry, and so on. Each

culture has some differences in the way

they grow and build, but the primary

difference comes in the form of gods
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If this is the last huEfah for this

overly familiar genre, well, at least

it's going out with a bai^
and myth units. This shift into the

fantastic and magical is a huge

departure for the heretofore historical

Age franchise.

So while you still accumulate resources

and build structures through four

technological ages, you get the added

bonus of selecting a new deity with

every advance. And with this great

responsibility comes great power.

The gods are all drawn from the

pantheons of each of the three cultures.

Depending on which deity you select,

you are rewarded with special extra-

powerful myth units you can build at

your temples, new technologies you can

research, and extra-super-duper-special

god powers that are basically one-shot

spells you can trigger whenever you feel

it most advantageous. The myth units

are really expensive, especially since

each requires the additional cost of

Favor-a new fourth resource generated

differently for each culture.

The god choices you make have a

great impact on gameplay. Choose Hel

over Tyr when playing the Norse and

you'll be able to create legions of Fire,

Frost, and Mountain Giants to pummel

your foes instead of packs of less

expensive Fenris Wolves or the terrible

seafaring Jormund Brood. Choose Zeus

so you can instantly kill one single foe at

a crucial time with a Bolt from above, or

select Hades to start the game with

stone sentinels that protect your town

center. Virtually every god power has an

immediate and dramatic impact on the

game, and it is primarily from these and

the myth units that Age of Mythology

generates its rich, unique flavor.

It's a flavor that carries over to the

game's outstanding multiplayer mode.

Yes, this is Ensemble's best single-player

campaign, as they promised, but it’s still

just a generic "Stop evil guy from raising

an ancient eviC' plot. Where this game

truly shines is when played against a

friendly nemesis over a LAN or the

Internet, and fans of the Age of Empires

multiplayer games won't be

disappointed here.

The tale of Sisyphus

Good A.I., a map editor, some great

online tools, and a nifty skirmish mode
help round out the features. It's a great

package, and yet somehow, somewhere

along the way all that mining and

harvesting and gathering and building

and fighting and rebuilding and fighting

again began to feel like work to me. As a

game model, the RTS has been done to

death. It’s been done well in several

games {like the earlier Age games), and

it's been done badly in way more, but

that build/advance/attack thing just isn’t

fresh or all that compelling anymore.

More than once in the course of playing

I caught myself thinking, ”1 have to do

this again?"

Ultimately, I’ll be playing lots of Age of

Mythology multiplayer, and I’ll still enjoy

Straight from The Odyssey, you and your men are transformed

into pigs, albeit swine that wield the mighty lightning bolt

power of the gods!

the cool myth units and god powers, and

I'll still marvel at the design and balance

of the game. But deep in my heart. I’ll still

be waiting for something new to make me
excited about RTS games again.

ynrkiruVERDICT
I

Age of Mythology may well be the

last RTS you'll ever need. Or ever

want, for that matter.
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of the highlights of N0LF2. Even better-they're French!

WMmj

No One Lives Forever 2:

A Spy In H.A.R.M.’s Way
Kiss me, Cate By Jeff Green

PUSltSHif! Sierra

KVQOPU: Monolith

6[Hit First-person

shooter UULwww.sicrra

.com/games/nolf2

[SRB MIlNC: Mature; blood,

violence PRICE: $44.99

KtUREillKTS’ Pentium III

500, 128MB RAM

(256MB lor Windows

XP), 1.2GB hard drive

space DCCOIIIIEiiDED

nCMSIUEKIS Pentium III

IGHz, 256MB RAM,

1.6GB hard drive space

HIlIlPUraSUPPOJI.LAN,

Internet (2-4 players)

n f for nothing else, No One

Lives Forever 2: A Spy in

H.A.RM's Way will long be

remembered as the computer game
that finally let us indulge in a lifelong,

collective fantasy: killing French mimes.

That makes N0LF2 not just one of the

best action games of 2002, but also a

veritable public service. Someone alert

the Nobel committee.

Evil French mimes are just one of the

numerous highlights in this entertaining,

funny, and mostly superior sequel to

Monolith's surprising sleeper hit of

2000, which came out of nowhere and

walked away with numerous awards,

including CGlV's Action Game of the

Year. As in the original, you play

superspy Cate Archer in a letter-perfect,

loving spoof of 1960s British spy films,

complete with over-the-top villains.

ridiculous gadgets, mod fashions,

and swingin’ music. Despite the high

expectations that accompanied the

sequel. No One Lives Forever 2 delivers

on almost every level and reaffirms

Monolith's position as one of the

smartest and most creative

developers making games today.

Mo' better stealth

The new game picks up pretty much

where the original ended, with UNITY

agent Cate Archer once again assigned

to thwart a sinister plot by evil bad

guys H.A.R.M ("the leading experts in

world domination," according to their

corporate letterhead), while H.A.R.M, in

turn, has hired a series of assassins to

eliminate Archer for good. Over the

course of 15 long, multipart chapters.

Archer and a cast of welcome returning

i ^
If you plug a bad guy who's near a wall,

the bolt will spear him to the wall. You

can then take the bolt back and watch

his body crumple to the ground. Yayl

characters from the original hop around

the globe-from Japan to Siberia to

Antarctica to Akron, Ohio, and beyond-

in a game that emphasizes stealth and

caution over FP5 gun blazing (though

there's plenty of that, too).

Monolith obviously listened to their

fans and critics, and eliminated or fixed

all the annoying problems of the first

game while leaving the cool parts Intact.

For one thing, you actually get to play

this game more than watch it; the

original’s seemingly endless (though

often hilarious) cut-scenes have been
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What really sets No One lives

Axrever2apart is the game's sheer
poHdt and prafessUmalism.

replaced by far quicker, more effective

scenes that get in and out and hand

control over to you immediately.

Also revamped, thank God, are the

aggravating enemy alarms and security

cameras, which, in the original, would

trigger if you were spotted and then

stay on forever, basically forcing you

into a level restart. Alarms are still

present in NOLF2. but are much more

forgiving. Enemies will still swarm on

you in a higher state of awareness, but

now, if you can remain hidden, they’ll

give up and the alarm will deactivate.

In addition, if spotted, you can stop or

slow down pursuing enemies with two

hilariously implemented non-lethal

weapons-the bear trap and the banana-

and you can seek out hiding places.

scattered throughout each level, that

will render you invisible to all pursuers.

If anything. Monolith overcompensated

here and made it almost too easy now.

Though the enemy A.I. is still mostly

outstanding-especially when engaged in

battle-it’s disappointing and unrealistic

to watch enemies chase you into a

sealed dead end and then suddenly give

up because you found a hiding place.

The level design encourages stealth,

usually offering more than one way to

reach any given target. Unfortunately, the

early Japan and Siberia levels are

probably the most mundane, with loo

much backtracking over the same

territory. But as the game progresses, the

design gets more inspired, with a couple

of truly great set pieces (the tornado in

PLAYER
Rank; Novice

Score: 21940

Skill Points: 1940

StealtK QOOO#
boo##

Marksmanship noo##
iO####

Armor fWjJOT'###
Weapons tt>o##
Gadgets Po###
Search VO' .##
You're rewarded for completed miesions with points that you

can apply RPG'Style to your character, upgrading stats like

marksmanship, which improves your aim, or search, which

speeds up the time it takes you to search a body or object.

Ohio and the "rail shooter" in India) that

rival the best parts of the original.

James Bond meets Dilbert

What really sets NOLF2 apart is the

game's polish and professionalism.

Monolith's new Jupiter engine offers

beautifully detailed graphics, and the

animation throughout is amazing, with

realistic eye, limb, and head movements

that are far less robotic than those of

most 3D game characters. Which is a

fancy game-critic way of saying that

Cate Archer is frighteningly hot this

time around.

NOLF2'% dialogue and voice acting are

outstanding and hilarious, and are, once

again, the real highlight of the game.

Someone on the NOLF team obviously

spent formative years in a Dilbert-style

corporate environment; the absurd

overheard conversations, found docu-

ments, and motivational messages that

litter the woefully bureaucratic H.A.R.M

organization are dead-on and painfully

funny. You'll find yourself waiting to kill

enemies because you want to hear their

ridiculous conversations first.

If NOLF2 doesn't quite feel like a

grand slam, it’s only because the first

game set expectations so high. But

don't let that cloud the big picture. This

is a great game by any measure, and it

goes on the short list with Medal of

Honor and Jedi Knight II as one of the

best shooters of the year.
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Prisoner of War
This is no Great Escape By Thomas L. McDonald

PlfEllSNEIi: Codsmsstors

Kvmwide Games

CM' Adventure

IRLwww.codemasters

.com UBS (UK. Teen;

mild violence

(1ilC[;S39.99

BECOIBEMENIS: Pentium III

500, iZSMBRAM, 1GB

hard drive space, 16MB

graphics card

BiCIHUUNHOtEOUIIElKNU

Pentium III BOO,

2S6M6 RAM, 32MB

graphics card

WJUMSSMI None

ave you ever paused while

I playing Metal Gear Solid and

thought how much better

it would be if they took out all the

weapons and excitement and plot

and style, and just left the pure,

unadulterated, sublime art of sneaking

around? I bet you have-you just won't

admit it. Well, the folks at Wide Games

have got your number, boy-o. They made
Prisoner of War for those silent masses

yearning for a game chock full of the

parts most people like to skip.

Stealth missions always seem to be

flown in special-delivery fresh and

steaming from the very bowels of hell,

just in time to drag a decent shooter to

a screeching halt. I'm not talking about

a game like Thief, where you use a

combination of stealth, skill, and combat,

and actually have weapons. I’m talking

about games where the main goal is to

avoid those enemy view cones that

trigger automatic detection and mission

failure. Prisoner of War doesn't just have

these sequences. Prisoner of War is

tt’s lilfe some kind of demented, Tieiilonic

Groiiitdkog ll(^, wiheie youwind iqi bacdc

in prison every time you escE^e.

nothing but those sequences, repeated

v/ith variation. It's Philip Glass'

minimalism applied to game design.

Worse, POW sets this non-action in

a horrible mish-mash of WWII cliches

presented with almost comical disregard

for reality. The characters are a side-

splitting array of stereotypes. I expected

every German soldier to roll his eyes up

and say, "I know NUTH-ink!" in his best

Sergeant Schultz accent, while one Irish

prisoner seems to have wandered over

from a Lucky Charms commercial. The

first prison has exactly three prisoners

and about a battalion of German soldiers

to guard them.

I say "first prison" because, like some

kind of demented, Teutonic Groundhog

Day, you wind up back in prison every

time you escape. The holding camp, Luft,

Colditz, Luft (again!), and Colditz (again!)

make up the five main missions, each

comprised of a series of objectives. The

prisons get bigger (with both repeated

locations heavily modified), and the

guards more numerous, but the game-

play essentials remain the same. You

have to perform a series of tasks inside

the prison (steal objects, sabotage, find

keys), culminating in your escape and

subsequent capture.

Each day in the game progresses

through an accelerated schedule of

activities: roll call, breakfast, exercise,

and so on. Guards patrol in patterns, and

some can be bribed. It gives the game

a more free-range feel, but it doesn't

change the fact that eventually, you'll

have to sneak from point A to point B,

steal object C, and return without being

caught and without an effective save

system. Making this all the more difficult

is a control system that actually gave me
hand cramps. Though the game is played

from a third-person view, you look

around in the first-person view. You

can't, however, move or interact in first

person, which is a problem for a game
based entirely on your ability to see

threats and avoid detection.

In case you're still wondering: No, you

never, ever get a weapon. AH you do is

creep around avoiding conflict. This is

supposed to be suspenseful. it's not. It's

tedious. POW amplifies the failings of

Metal Gear Solid while offering none of

its redeeming strengths.

VERDICT
We hoped for an Interactive Great

Escape, but the controls and sluggish

pacing make this Hogan's Heroes

without the laughs.
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Ghost Recon: Island Thunder
Cuba Libre! By Raphael Libetatore

nSilSIttUbl Soft

Hmvaned storm

Entertainment

WStTactlcal simulation

IRL www.redstorm.com

{SUUm Mature: blood

and gore, violence

ffilX $29.99

SfOlltEWiaS: Pentium II

450,128MB RAM,

500MB bard drive

space, 16MB 30 card

KOillllimDQOllinMHIS

Pentium III 600

HKimiTUsmtl Internet,

LAN <2-36 players)

G
ftosf Recon; Island Thunder

is a great expansion, packed

with plenty of goodies and

enhancements that make the first Ghost

Recon the standout it should have been.

Island Thunder takes place on Cuba,

where a fledgling democratic regime is

about to hold free elections for the first

time. However, a subversive group of

communist rebels are about to gain

control of elections through violence and

revolution, it's up to the Ghosts, a crack

team of U.S. Army Special Forces soldiers

(aka Green Berets), to ensure that

democracy prevails in eight action-

packed missions. Red Storm presents a

range of no-holds-barred operations;

rescuing downed Marine chopper piiots

hiding in windy mountain crevices,

protecting voters from rebel attacks,

assaulting an enemy convoy along the

beach, and blowing ammo dumps in foul

weather. Some missions are timed, and

as usual, all offer multiple objectives.

One thing slaps you across the face

Smarter A.I. makes fiir some of the best

firefi^tls in any Red Sionn game to date.

right from the get-go; The enemy A.I. is

smarter and better armed. Rebels are

relentless and tend to throw everything

at you in wave after wave of brutal

assaults, making for some of the best

firelights in any Red Storm game to date.

It helps that Red Storm buffed out

the U.S. Army Special Forces soldiers-

something Ghost Recon and Deserf

S/ege seriously lacked. Each campaign

begins with every commando possessing

five extra combat points to add to any of

the weapon, stealth, endurance, and

leadership skills. Also, more kit options

are available. New weapons include

the current-issue M4 50CC0M rifle, the

AK'74 rifle, M240G and RP-46 machine

guns, Z84 submachine gun, MM1

grenade launcher, SR25 sniper rifle,

a couple of 9mm pistols, and more.

They nicely supplement Ghost Recon’s

already-packed arsenal. Binoculars have

been upgraded with better optics, which

include a range finder. Likewise, the

increased skill level of specialists

makes unlocking and using them

finally worthwhile.

Red Storm also developed Island

Thunder with some nifty tweaks for

enhanced gameplay. Sounds and

weather effects add to an already

realistic atmosphere, while accessing the

command map doesn’t force action to

momentarily freeze. The quick mission

feature not only allows access to all kits

and specialists, but also provides an

additional game type called Defend,

where your team must hold back an

enemy onslaught at a predetermined

location. It’s a blast.

And. what would a Red Storm tactical

shooter expansion be without adding

more multiplayer support? Five new

maps have been added, along with

three more game types; Defend, Cat

and Mouse, and Behemoth, The acid

test, however, came when I gathered

a few of my Special Forces buddies

(two just back from overseas) for

a rousing session of Island Thunder

multiplayer. We were all impressed with

the way weather effects added another

tense layer to an already challenging

game, and the way the A.I. sent waves

of enemies at us to keep us on our

toes. Interestingly, everyone gradually

shifted away from their normal weapon
selection-usually the OlCW-to the

new weapons. The M4 SOCCOM is our

new favorite.

The cynic might label Island Thunder

as just more of same. But with eight

new missions, tons of enhancements,

and a refined multiplayer experience.

Red Storm has delivered another

worthwhile game.

VERDICT
Another top-notch mission pack for

Ghost Recon makes a good game Into

an outstanding one.
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PUtmtU.S. Army

KVaORitU.S. Army

CCNIiE. Tdclical Shooter

UEI; WWW,qoarmy.com

[SESMIlWL Mature; blood and

qore, violence

PUCtFree

eEdUUUHl^ Pentium III 766,

12aMB RAM, DirectX 8.t,

32MB 3D card, 600MB

hard drive space

QQMKUHD tEOJKdffilll Pentium

41.4GHz, 256MB RAM.

IGB hard drive space.

64MB 3D graphics card

Huiiirwusummi: Internet,

LAN (2-20 players)

ow can Uncle Sam hope to

I transform today's sedentary

youth into tomorrow's

soldiers? By tasking them where they

live-at their computer. America's Army:

Operations is a top-notch tactical

shooter that gives players realistic

insight into the world of the U.S. Army

soldier, and you don’t have to sign on

the dotted line to score your copy, in

fact, you don’t even have to open your

wallet: This game is free. But beware of

strangers bearing gifts. Once you've

experienced the thrill of soldiering at

your computer screen, you just might

get an itch to try it for real. At least,

that’s what the U.S. Army is banking on.

Created and developed by Department

of Defense personnel, America's Army:

Operations is a solid tactical simulation.

The game is based on U.S. Army infantry

doctrine and tactics, where individual

skills are honed and combined to

enhance the performance of the overall

team. For those interested in pursuing

an Army career, America's Army
provides a glimpse of soldiering and

teamwork. But is it really representative

of what a new recruit faces when he

turns in jeans for army greens?

An army of one
The game begins with a series of

tutorials modeled after real basic

training and infantry school, where

soldiers methodically progress through

each task before graduating to the next

school. Players may continue to pursue

more specific infantry training, leading

to the achievement of airborne, ranger,

and sniper status.

A drill sergeant Instructs players how to

use the M-16A2 rifle and negotiate an

obstacle course in order to understand the

mechanics of the game. Unlike the real

world, however, these guys don’t resort to

psychological torture to bend you to their

ways. Rather, they're almost parental in

their approach. But the METT (Mission,

Enemy, Troops, and Time) training

techniques are realistic. Playing the range

qualification course brought back personal

memories of the excitement of shooting

pop-up targets during M-16 qualification,

which was a blast in basic. Nab 36 out of

40 targets and you qualify for sniper

school, where you may use the M-24

sniper rifle or the M-82 behemoth sniper

rifles. But mess up and get below the

minimum 23 hits needed to pass the

course, and you’ve got to requalify in

order to advance to the next level.

After players qualify with the M-16A2,

pass the obstacle course, and complete

the weapons familiarization course at

Fort Benning, they conduct force-on-

force training missions with other

players using MILES (laser simulation)

gear. These missions vary in terrain and
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Playii^ the lange qualification couise brtn^t bade personal

memories of the excitement of shootii^ pop^p tai^ets during

M-16 qualification, mdiich was a blast in basic.

scope, and include defending Alaskan

pipelines, rescuing POWs, completing

joint readiness exercises and McKenna

MOUT site training, and patrolling and

learning ambushing techniques in the

mountains. If they pass muster, players

are ready to shed their MILES gear and

showcase their newfound skills by

joining their comrades in the world of

online battle.

Uncle Sam's rules

Thanks to Epic's Unreal engine, graphics

look polished and detalled-and the

game sounds even better. In fact,

weapon sounds are so real, you can

almost feel the slight recoil of the

M-16A2 rifle or the impact from the

M-203 grenade launcher. Maps are

detailed and varied.

Just so you understand the rules, the

Army instituted a penalty system for

rules of engagement (ROE) violations or

conduct unbecoming a soldier. If you

violate ROE, you'll find yourself thrown

into the brig at Fort Leavenworth, or

even suspended from the game
altogether-a gaming version of dis-

honorable discharge. In some respects,

the game has a simpler format than

other tactical shooters, like Ghosf Recon

or Operation Flashpoint. However, it

does offer real-world features not found

in other games, like hand signals. You'll

need a fast computer to play America's

Army, because system specs are steep.

All in all, America's Army: Operations

is a solid addition to the tactical

simulation genre. It remains to be seen

whether it’s a public relations exercise

that will lead to droves of new recruits.

A CORRESPONDENCE
rniiPCT TO Bttsrr

America's Army does a fine job re-creating the tasking

atmosphere of the U.S. Army's nine-week Indoctrination

course, known as basic training, as well as that of a

number of Army infantry schools. While running through

the training courses, I almost felt as though I'd just

stepped off the bus at Fort Benning-except that I didn't

have to shave my head to play. The rifle marksmanship,

weapons familiarization, and obstacle courses are close

to the real thing with two major exceptions: They're

shorter, and they're less stressful because you don't

have drill sergeants breathing down your neck. The

training itself is appropriately challenging and

competitive. The first time I hit 36 out of 40 pop-up

targets to earn my expert badge was the highlight of my
own basic training, and it was a hoot reliving it on the

computer. America's Army is built around authentic

army combat techniques-there's no better way to see

how the Army does it, other than doing it for real.
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RoUerCoaster Tycoon 2
Not quite a thrill ride By Dana ]ongewaard

RUUSniiL Inloqrames

KytlOnt Chris Sawyer

CUtL Business simulation

j^lercoastertycoonZ

xom (St UHK Everyone

KKl $29.99

HOUlHKUtn; Pentium 11

300, 64MB RAM.

120MB hard drive space

KCimWCDCRKOlUn:

128MB RAM. 200MB

hard drive space

HUlIiruniSlirRII None

ack in 1999, Chris Sawyer

found a publisher for the

game he developed in his

home, Rollercoaster Tycoon, which

started a barrage of clones both good

and bad. It led to such highs as SimCoK

and Monopoly Tycoon, and such lows as

Hotel Giant: Maximum Capacity and Mall

Tycoon. RCT sold millions of copies and

made millions of dollars and was the

gaming world's equivalent of The Blair

Witch Project. A success of this

magnitude inevitably leads to a sequel.

Sequels, however, can be a dicey

enterprise-sometimes you get a

Godfather II, but more often, it’s a Blair

Witch Project 2.

As with its predecessor, RoUerCoaster

Tycoon 2 was developed solely by Chris

Sawyer. The big changes in this follow-

up are the addition of Six Flags coasters

and theme parks, the roller coaster

designing tool, and a scenario editor. The

Six Flags rides are fun for their

complexity and grandiosity, but if you

haven’t actually been to the individual

parks (Six Flags Belgium, anyone?), the

franchise items aren't going to be any

more meaningful than any non-licensed

park or roller coaster.

The real fun comes from the other

new features. Being able to design your

Being able to design youK
own roller coasteis

outside the financial

restrictions ofyour park is

really enjoyable.

own roller coasters outside the financial

restrictions of your park is really

enjoyable, and you can save these

coasters for later use. With the scenario

editor, you can build scenarios to your

specifications, although it’s not possible

to create in a pure sandbox mode-the

game requires you to have some goal for

the park, although you can remove the

restriction of money. The RCT2 website

also features downloadable scenarios

and roller coasters created by other

contributors, increasing the replay

value of the game.

As for the rest of RCT2, it’s pretty

similar to its predecessor, except there's

more of it. The parks are bigger, and

there are a lot more rides, food stands,

and scenery types to choose from.

The graphics, interface, and toot set are

also the same as the last time around,

and it's here that I was most

disappointed in RCT2. Updating the

look of a game and fixing problematic

elements is a key distinction between a

new version of a game and merely

another expansion pack. A shift from 2D
to 3D would have been a great way to

showcase these new coasters. Also,

consistent back buttons for the interface

would save a lot of time that’s spent

closing and reopening windows. However,

the most frustrating aspect is the tool

set. Many of the tools in the first game
were clunky and difficult to use, and not

much has changed in this edition. The

land elevation tool, for example, is still

hard to control, and as you try to get the

land at the correct angle for your ride,

you get charged $20 each time a corner

of the square flexes up or down, wasting

lots of your money.

Ultimately, RoUerCoaster Tycoon 2 is a

good game, if not ground-breaking like

the original. If you were a fan of RCT, or

if you hadn’t ever checked it out but

were interested in seeing what the fuss

was about, go and pick up a copy. But

know that you’ll get much the same

experience at a lower price by plucking

the older game from the bargain bin.

VERDICT
Not the sweeping success of the

original, but still more ups than downs.
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Stronghold: Crusader
Building castles in the sand By Di Luo

PCUSHU Gathering of

Developers

DIMIl: Firefly Studios

W.Real'tIme strategy

URl: stronghold

.godgames.eom

/Crusader

(SiltUW Teen; blood,

violence PtlCL $39.99

BtOyiBEKWS' Pentium II

300, 64MB RAM,

850MB hard drive

space, 4MB videoeard

KCOMvtmaicyMif

Pentium III 500,

128MB RAM

MUinUfUSUmil; internet,

LAN (2-8 players)

a he hardest games to write

about are the mediocre

ones: you can't slam them

and you can't praise them. StronghoW;

Crusader has the dubious honor of being

such a title. Crusader is the sequel to

Stronghold, a game that added a twist of

castle building and a dash of detailed

economics to the traditional RTS. While

the original was a breath of fresh air in a

market deluged with copycats, the sequel

feels like a poorly done expansion pack.

As the name implies. Crusader is based

on the wars between the Christian and

Muslim states over the control of the Holy

Lands. Four "historical" campaigns are

included. Though Crusader borrows

names and places from history, it makes

Rambo look like the epitome of historical

accuracy. Three campaigns focus on the

Christian armies and usually consist of

building up a castle and defending it

against endless Arabian hordes. In

addition to the campaigns, the Crusader

Trail features 50 linked skirmish missions

in which both the user and the A.I.

Thoi^ Chisoderbanows names and
places film histoiy, it makes JRambolodk

like tlm epitonm of liistairiGal accuracy.

factions have fully working castles to duel

over the possession of each map.

The Arabs are the most disappointing

addition to the game. Instead of a fully

realized faction, they're window

dressing. In Skirmish and Multiplayer

modes, the Arabs are purchased through

a mercenary camp. You can't play an

Arabian lord, and all the Arabian castles

are remarkably western, inhabited by

cathedrals, priests, and pale-skinned

ladies in flowery dresses. Except for the

horse archers and the wall-scaling

assassins, their units are Europeans with

turbans. The artificiality of the Arabians

is embodied by their engineers, who
respond to your commands with bad

Scottish accents that miraculously

switch to Arabic when they man their

magical language-bestowing machines.

The Arabian campaign has no economic

play and is made up of five puzzle-like

scenarios. With this emphasis on combat

over economics, much of the charm of

the original disappears, and Crusader

seems more like an average RTS.

Compounding the game's troubles is

Crusader's inability to fix the problems

of its predecessor. Troop control is less

than ideal. You can't order missile units

to attack anyone out of range, forcing

you to keep your cursor hovering over

approaching enemies until they're in

range. Rotating or zooming out of the

map with the mouse is awkward, and

certain spots on the map are difficult to

see no matter which way the map is

rotated. Dismantling your own buildings

is still impossible unless you order

troops to attack them, and industries

can't be turned off individually.

Still, a bad expansion can't completely

destroy a good game. A few of the

scenarios are still interesting, and the

charm of the original shines through at

times. The one good addition is the

expanded multiplayer mode. You can

now play the skirmish mode on a host

of different maps designed for 2-8

players. While map selection is good, a

few different game modes and more

distinct factions would have been nice.

Despite its many faults, Crusader Isn't

bad enough to be coaster material.

Those seeking a better version of

Stronghold for multiplayer should give it

a go, but the price tag isn't worth it for

solitary gamers.

VERDICT I

Another expansion pack billed as a

sequel that charges too much for

too little.

110 Computer Gaming Woild



::a^n:D^:^tycfi9^?and1c^J^ciQQcSbafta^t^

t^3e^;<:t<hDos0-1rom :29 vihicfes ta4n>fa\dnd.smash;;intOH^

.:iR&Kjc(k)9'Out)0vvsd^:@r4?up ‘B-” cat^.1ik0/^9rAu<jt OuattL^

•]^iai^re'^vaCrpifcw’Rl^prti filpdei

EVERYONE

gameJtCstudios'

www.r.illlsportclinllonge^nlji.Where the tubber



REVIEWS

iVSUSHUEIdos Interactive

KKIOPU lo Interactive

etHtt Action

iKl'www^idosInteraetlve

.com iSIteUiinC Mature;

blood, stronq sexual

content, violence

putt $49.99

KOUitUlUIS Pentium III 4SO,

128M6 RAM, 800MB hard

drive space RiCOlilUi.tDEO

ItiOlllltiMlNrS Pentium III

1GHz, 256MB RAM

NlllimiEJISl.m«I None

a good game was buried

somewhere deep inside

Hitman: Codename 47, but

you had to dig past a terrible interface

to find it. And it wasn't just the interface.

The original Hitman had so many
problems, it was easy to ignore its

excellent environments and great

premise. Give lo Interactive credit for

learning from its mistakes. Almost every

flaw has been fixed for Hitman Z: Siient

Assassin, and the result is a nearly

perfect blend of action and stealth.

As in the original, you play the

genetically-engineered assassin known

only as 47, a black-suited, brooding Yul

Brynner lookalike. At the outset of the

game, 47 has forsaken his life as an

assassin-for-hire to work as the

groundskeeper at a Sicilian church.

When his friend and employer. Father

Vittorio, is kidnapped, 47 is forced back

into action to save the priest.

Silent assassin

The missions require you to infiltrate an

area and assassinate your target, but

there are occasionally secondary

objectives. With only a few exceptions,

the missions aren't linear. You can

choose to sneak around undetected or

just run in with guns blazing, and each

mission will rate you on both your stealth

and aggression levels. You're encouraged

to be stealthy and are awarded bonuses

when you kill the target and get out

without being detected or hurting

anyone else. Strangely, these bonuses

are weapons-including a sawed-off

shotgun-which aren't very useful to

the stealthy assassin.

There are usually several options

for sneaking through an area, in

one mission, you must assassinate

a computer hacker barricaded in the

basement of Kuala Lumpur's Petronas

Towers. There are several options for

getting to the basement: You can knock

out a pizza-delivery boy and lake his

uniform, or you can set off the fire

alarms and make your way down with

the firemen. A few missions will give you

Just one possible stealth route; these,

often set in wide-open spaces, are tricky

to sneak through.

Luckily, there's plenty of feedback

about what's going on around you. The

game tells you when a body has been

discovered, what the guards are looking

for, and when key events are taking

place. The excellent map also provides

help by showing important areas and the

locations of guards-including the

directions they're facing.

Stealthy playing requires a fair amount

of patience, and you'll spend a good deal

of your time hiding, waiting for a safe

route to your next hiding place. But the

waiting only adds to the tension. The A. I.

is believable, and if anyone gets a decent
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look at vou-especially in foreign

countries-your cover will be blown.

Likewise, just killing everybody can

be tricky: not only are you severely

outnumbered, but there's no way to

replenish your health during missions,

so a few hits will easily kill you.

The save system adds to the suspense.

You're given a limited number of saves

per mission, and you’ll occasionally earn

bonus saves as you complete various

objectives. You’ll need to be thrifty with

your saves, but in most cases, you’ll

have more than enough to complete

your objectives and get to safety. And,

unlike in the original, the interface is

based on the WASD control scheme

that’s standard in action games.

Not-so-silent assassin

For the aggressive player, there are

dozens of weapons available. You can’t

take them all on a mission, however, and

Hitman Z requires you to choose the right

tool for the job. You’re not allowed to

carry more than one rifle, so if you want

sniping abilities, you’ll have to sacrifice

the quick firepower of a submachine gun.

There are also sneakier weapons, such as

a wire garrote and a crossbow for silent

10 Inteiactive has flxed almost every flaw
for Hitman 2\ the result is an almost perfect

blend of action and stealth.

sniping. Unfortunately, there’s no means

of tranquilizing an opponent from long

range.

Hitman 2 gives you so many options

that it’s hard not to notice the things

you can't do. You can't lie prone, which

would come in very handy in a few

missions. Nor can you climb over walls

or obstacles, except in very limited

areas, which can be frustrating.

These are minor criticisms for a game

that, otherwise, is great in every

respect. The missions are continually

engaging, taking you from Russia to the

Middle East to Japan. Each of the

diverse locations looks great, and the

score is one of those rare game
soundtracks that actually adds to the

mood. There are even some legitimately

funny moments in a game that is

otherwise overwhelmingly serious, such

as the Malaysian guards yelling "Hey,

baldyl" when they spot you.

All in all. Hitman 2 is well executed in

every respect.

VERDICT
An almost-perfect biend of action

and stealth.
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Linlcs 2003
The king of golf sims gets a new swing By Jeff Lackey

PUEUSHUi; Microsoft

KniOFEIi: Microsoft

eiUK: Sports

UIL www.microsoft.eom

/qamcs/IInhsZOOS

[SUB BIIINB: Everyone

PlilCE: $54.95

KEOUlBEMiNIS; Pentium II

400, 64M6 RAM

{128MB minimum for

WIN 2K/XP), 390MB

hard drive space, I6MB

3D graphics card

fiiCOUUEliBElllCOIJIIidfUlIS None

HUlilPlAHR SUPPOlil:

Internet, LAN

hile the state of the art in

1 '

1

" ^ most of PC gaming is all

about Faster, louder sweat-

and heart palpitation-inducing action,

Links has reigned as the king of the golf

sims by being solid, featuring good

graphics, realistic ball physics, superb

multiplayer capabilities, an abundance of

game modes, and very few bugs. While

other golf sims would break new ground

with innovations like course designers

and real-time mouse swings. Links would

get around to doing these things (and

doing them well) only when demand

grew so great they could no longer

ignore them.

All of which makes the changes in

Links 2003 revolutionary. By far the

most profound change is the

introduction of Real-Time Swing (RTS),

a swing interface in which the onscreen

club moves in sync with the vertical

movement of the mouse (there is no

horizontal option in RTS). The Links

2003's RTS feels similar to the superb

TrueSwing interface (introduced in

The Real-Time Swing adds
a completelynew (and
welcome) diniension to

£utks2001

Sierra's PGA game and subsequently EA

Sports' Tiger Woods sims) on drives and

long irons, if perhaps just a little more

sensitive, and it’s definitely more touchy

when putting and chipping. Until you get

the feel for the short game, you'll find

yourself hitting 20-yard chips 40 yards

past the green and leaving 30-foot putts

20 feet short. The good news is that, as

in real life, lots of practice time will pay

off in significantly improved results. The

old tri-click arcade-style interface is still

present, but most people will never go

back to it once they get used to the

subtleties and feel of the RTS. It adds a

welcome new dimension to Links 2003.

Accompanying the RTS is a change

from digitized to 3D-rendered golfers.

The new onscreen players look good,

with a nice variety of pre- and post-

swing animations. Other graphics

changes include visually noticeable

improvements in course textures and

shadows. While there are only six

courses included in the game (although

older courses can be converted to the

Links 2003 format), they’re varied and

interesting. There's a static feel to the

game, however-the only things moving

are the pin flags and the golfers, and

ambient sound is limited. This is a minor

quibble, though, compared to the game’s

most disappointing shortcoming: The

dynamic camera view, a great feature

which presents a variety of active views

of shots as they land, is not available if

you use the RTS. Argh!

The rest of the game is what you would

expect in a golf sim: good bail physics,

great multiplayer options (including a

neat e-mail tourney mode), handy

tutorial lessons for beginners, a gazillion

mode-of-play options, and a nice new

career mode. The game ran flawlessly on

everything from a Pentium III 866MHz
machine to a IGHz notebook to an AMD
Athlon 2200+. As usual, Microsoft has

delivered a solid game with Links 2003,

and with the new RTS, it has retained its

title as the king of the golf sims.

VERDICT
L/n/(s 2003 provides everything

you'd expect in a Links goif game
(that's good), pius a new real-time

mouse swing.
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Battlefield 1942
There's no "I" in team-based multiplayer By Tom Price
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t the risk of souniding

grossly reductionist, there

seem to be essentially two

kinds of games out there; those that

take themselves seriously and those that

don't. The former includes a lot of

simulations and strategy games-games

that focus on realism and detail. Games
in the latter category are hard to pin a

genre label on. but you can guarantee

that if they're well designed, they're

going to be a lot of fun. Count Battlefield

1942 as one of these games.

What makes Battlefield so much fun

is its fast-paced multiplayer action

combined with a complex yet easyto-

understand game model that allows

players to take on any of a number of

specified roles. Battlefield 1942 is

essentially Tribes in WWII. Like Tribes,

Battlefield lets you choose what kind of

job you want to undertake in battle:

blowing stuff up, fixing stuff, healing

stuff, or plain-old killing stuff. But add

in the extra dimension of vehicles-

including jeeps, tanks, bombers, and

humungous battleships the player can

control-and you’ve got a game with

more disparate possible experiences

than you can shake a potato-masher

grenade at.

Cooperation makes it happen
Controlling all of these vehicles and

taking on all these different character

roles demands a lot of coordination

among players if you want to play the

game to its full potential. But this raises

one of the problems inherent in almost

all massively multiplayer games that

attempt to create truly cooperative

gameplay situations. It has something

to do with the culture and attitude of

online gamers. How do you get people to

actually work together and not just go

off on their own and do whatever they

want {like, kill their own teammates)?

Currently, it's hard to find a good

online server full of people who'll

actually wait for someone to take the

tail-gunner position on a Stuka, or be

a medic and run around healing people.

Most of what you find on the public

servers are people who want to play the

game like Counfer-Str/ke, just running-

and-gunning. Of course, it's not the

game's fault if people don't want to play

it the way it was intended, but if it affects

your enjoyment of the game, what are

you going to do? Yeah, I’d join a clan, too.

The other option: Look for a new

server that has more advanced or

committed gamers playing on it. But

because Battlefield’s netcode is a little

sketchy right now, it's hard to find a

server on which you can get decent

pings. And even when you do, teleporting

and other laggy effects aren’t always

going to be completely absent.
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Fun over facts

But if everything works out-if you find

a server that's running well with a lot

of good, conscientious players on it

who actually want to work togelher-

BaWefield can be one of the most

rewarding experiences in PC gaming.

I think there are some oversights in the

interface that make coordination a little

tougher, like vague directions to where

events are happening on the map if

you don’t have the full overlay map on.

But still, the game is chock-full of great

gaming moments: riding into battle in

the gun turret of a half-track; swooping

in low over an enemy airfield (and even

sometimes landing a hit) while antitank

rockets stream through the air at you:

dueling fighter planes shooting each

other down, pilots bailing out and

engaging in a knife fight once they hit

the ground. Stuff like this probably

never actually happened in WWII, and it

definitely never happened in any WWII-

themed computer game, but it can and

will happen in Battlefield 1942.

Now. I know I said that the theme of

Battlefield is fun over factuatity, but

there is one little realism thing that gets

BaW^eldhas one of the best massively
multiplayer designs ever for an action game.

Ship'on-ship combat may be slow-

moving, but it packs a wallop.

under my skin a bit. Since the maps are

set across the various theaters of WWII-

Europe, North Africa, the Pacific, etc.-

almost all of the major players are

included. So, for the first time (that I can

remember. I'm sure you’ll be writing in

to correct me), a combat FPS allows you

to play sides like Japan and Russia in

addition to the familiar Americans and

Germans. But the weird thing is, only

certain items are made country-specific.

For instance, if you play as Japan, the

planes available to you are Zeros, and

the ships are all Japanese Navy-

inspired. There’s even a Japanese tank.

But everything else-the guns, the

transport vehicles, the fixed weapons-

are German. Same goes for the British

and American forces, it’s a minor detail,

but I think it would be cool if every item

in the game were specific to Its country

of origin.

Battlefield 1942 is a fantastic game-
ridiculously fun, completely infectious,

and one of the best massively multi-

player designs I've seen in an action

game. It seems to have something for

everyone, except those dorks who
don't want to play nice. They have a

surprising ability to ruin it for everyone.

VERDICT
A blast if you can find some friends

who are willing to man your turrets.
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Earth 2150: Lost Souls
Interview with an expansion By Tom Chick
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ow, let’s go over it again,"

the game reviewer says.

"What are you?"

Earth 2/50; Lost Souls sighs impatiently

and replies, "I'm a follow up."

"You already tried that. There's no

such kind of game, i need you to be

more specific.”

"I'm the next chapter in the Earth 2150

series."

"OK, that's better. Are you a sequel?"

"I'm a stand-alone chapter. It says so

on the front of the box."

"Yes, it does. So would you say you’re

an expansion pack?"

"Yeah, I guess you could say I'm an

expansion pack. A stand-alone one."

"OK, So what expansions do you

include? What do you add to the game?"

Earth 2150: Lost Sauls gnaws its lower

lip and thinks for a moment. It squints up

at the ceiling. "Single-player campaigns?"

it finally says. "Three of them?"

"No new units? You’re an RTS-"

"A damn good one, too," Earth 2150:

lust a bunch of sin^e-playeritiissions that

coidd have beenmade with the scenazio editoL
Lost Souls interjects.

"Yes, I know. A damn good one. Solid

A.I., fantastic engine, lively weapon

variety, nimble interface, all that. But

most RTS expansions tend to add new

units, new game modes, maybe a whole

new side. Do you have any of that?"

"I have three new single-player

campaigns."

"And that’s all?"

"They're whole new campaigns. New
story lines. Want to hear the backstory?"

"Not really. You’re a real-time strategy

game, not a novel. So you're telling me
you don’t add anything since the last

version of Earth 21507 Nothing at all?"

"New campaigns. Oh, and six new

multiplayer maps."

The game reviewer regards Earth

2150: Lost Souls for a moment. It stares

back obstinately. "OK,” the reviewer

says, "Let's talk about these campaigns.

They’re pretty difficult, aren't they?”

"Yep, lots of replay value. You’ll spend

hours trying to figure out trick solutions.

You’ll have to save and reload a lot."

"I see that a lot of your features are

undocumented. Nothing about mounting

weapons on buildings, constructing

defenses, platoons, or the day/night cycle."

Earth 2150: Lost Souls shifts uneasily

in its seat. The reviewer continues.

"There’s still no listing of the unit and

weapons types. Isn’t the campaign hard

enough for new players already?"

"Yeah, well, maybe they should have

figured out that stuff in the earlier

games."

"So you wouldn't recommend yourself

to new players?"

"1 didn't say that. That's not fair. You're

trying to trick me."

"I see here your list price is $30."

"$29.99,"

"OK, $29.99. Isn't that kind of

expensive?"

"Hey. WarCraft III was almost $60. And

1 bet you didn’t make any cracks about

not caring about the story line with that

game. I bet you didn’t tell that game it

wasn’t a novel. You know, there's no

reason to be a jerk. I have feelings, too."

"No, you don’t. You’re a game. And a

two star one at that. You should know

better. Don't give me that 'next chapter'

crap when you're really just a bunch of

single-player missions that could have

been made with the scenario editor."

Earth 2150: Lost Souls starts to

protest, but thinks better of it. It takes

its hat and disappears into the swirl of

holiday releases.

irkiHra
Earth 2150 redux all over again, only

harder and undocumented.
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As Gandalf, you can blast baddies with maqic, but the slow spellcastinq rate means you'll spend

The Lord of the Rings:

The Fellowship of the Ring
Who shot J.R.R.? By Oiarles Ardai
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0 one expects a higivschool

production of The Mihado to

equal the version you can

see at the Metropolitan Opera. There are

pleasures to be found at both, to be

sure, but they're different pleasures, and

if you're smart, you won't hit the high

school auditorium the night after visiting

the Met, when what might otherwise

have been a perfectly pleasant

experience will instead strike you as

intolerably amateurish and crude.

The problem with Black Label Games'

version of The Lord of the Rings: The

Fellowship of the Ring is that everyone

who plays it is likely to have recently

seen the stunning Peter Jackson movie

of the same name. By comparison, the

game (which features many of the exact

same scenes as the movie, only with

blocky CGI characters and horrible voice

including material the filmmakers

omitted, such as Frodo's journey

through the old forest, his visit with

Tom Bombadil, and his singing-on-the-

tabletop scene at the Prancing Pony

Inn. Unfortunately, there's a reason

Peter Jackson chose to omit those

scenes, and as soon as you see

Bombadil and Frodo tunelessly keening

Tolkien’s cringe-inducing lyrics, you’ll

know why.

Gameplay involves maneuvering a

single character (who’s sometimes

accompanied by other members of the

Fellowship, sometimes not) through a 3D

environment, fighting or sneaking past

enemies, and picking up bits of food.

You're Frodo in the Shire, Aragorn in

Bree, Gandalf outside Moria, and so on.

Gandalf has a few spells, although they

take so long to cast that you'll find

Save, die, and lestoie at least 30 times, for

mdiat lewiud? HearingTom Bombadil sing.

acting in place of photo-realistic

animation and Ian McKellan) comes

across as a high school-caliber effort

at best.

Based on the original Tolkien novel

rather than the film, the game attempts

to carve out a niche for itself by

yourself running away from danger

whenever possible. Aragorn kicks and

waves his sword like a refugee from

Mortal Kombat, while Frodo jumps,

throws stones, and dies after a few

seconds if you put on the One Ring to

turn invisible. It’s all pretty basic console

action-game stuff, and of a particularly

annoying variety: I had to save, die. and

restore at least 30 times to sneak past

the Dark Riders in Hobbiton; then walk in

circles for an hour in the maze-like

forest: then die and restore another 30

times while fighting Old Man Willow; and

all for what reward? Hearing Tom
Bombadil sing.

Things get better in Bree and Moria,

and fighting the trolls on Weathertop is

exciting, but all in a minor sort of way.

You've seen plenty of better fights in

plenty of better games. (It doesn't help

that the computer keeps turning you

around in battle so that your back is

facing your enemy.) And the cut-scenes

that stitch it all together pale beside the

version you saw at the movies last year.

Anyone who wants a game of this sort

will be happier with one of the modern

versions of Gauntlet. And if you want

something closer in spirit to the book,

might we recommend...the book?
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accurate descriptions of the "choice"

levels. Furthermore, cut-scenes are a

blurry mess that haven't been PC-

optimized.

Imagine the frustration of being

Batman and still getting your ass kicked

by a bunch of thuggy mimes who can

dodge batarangs-t kept screaming at

the monitor: "I’m the freakin Batman

and I’m getting my ass kicked by

mimes?!” Yes, until you learn one

simple trick: Go through a door, and the

mimes are left in the room behind you.

Otherwise, the combination of poor

camera angles and sucky fighting

controls lets enemies bear-hug you to

death when mashing the A and D keys

to free yourself suddenly doesn’t work.

Don’t even attempt to use a gamepad,

because first-person aiming and moving

slows to a pathetic crawl-not to

mention that the game will suddenly

remap your buttons after a level and

not let you change them back.

Difficulty level is all over the place.

Jumping off giant teetering mush-

rooms may seem easy, but due to poor

controls and even worse collision-

detection, you’ll be replaying levels

over and over just trying to leap from

a building.

To top it off, I encountered a game-

killing bug. The overwhelming feeling

of an unfinished game compelled me
to check the CD to make sure it didn't

have "beta" scrawled on it. When l

realized it was final code, all 1 heard

was the sound of a guillotine coming

down on oT Bats. That alone should be

a warning to any gamer wanting to

plunk down money for this crap.

VERDICT
Frustrating controls and Inconsis-

tent gameplay make you wish

Batman died along with Robin.
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Batman: Vengeance
The Dark Knight gets crippled By Jason Babler
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t hasn't been a bright year

for the Dark Knight. Frank

Miller’s disappointing Dark

Knight Strikes Again was the first stab

in my Batman fanboy heart. While

Batman: Vengeance isn’t nearly as

important to fans of the series, a

warning should be issued to any

Batman-loving gamers looking to

pick this up: Just walk away.

Batman: Vengeance was a PS2 game

tagged with mediocre reviews. This is

pretty much a direct port, but PC

gamers aren’t going to take too kindly

to a couple of frustrating issues.

Generally speaking, the game is an

unpolished turd. Level design seems

even sparser than Oni’s-PC gamers will

see untextured walls within blocky

levels and wonder if they even have a

complete game in their hands. Jumping

through a maze of beige crates in a

warehouse and climbing through a

factory just to turn some knobs are

bnagine the finistaation of

being Batman and still

getting your ass kicked by a
bundi of thuggy mimes.
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Age of Sail 11: Privateer's Bounty
Run aground on a shoal of bugs By Thomas L. McDonald
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S he lay dying at the battle

of Trafalgar, the great

British naval hero Lord

Nelson uttered his final, memorable

words to the captain of his flagship:

'’Kiss me, Hardyl"

Well, they did live in very close

quarters on those first-raters.

Regardless, the age of wooden ships and

iron men remains powerfully alluring,

and the original Age of Sail did a decent

job of capturing the tactics of the

period. .Age of Sa// II looked poised to

take it to the next level with sharp 3D

graphics and a simplified interface, but

it didn't quite work out that way. As

released, A0S2 was that most

frustrating kind of game: a good game
made badly. Heaps of promise were

buried beneath wall-to-wall bugs and

design problems. Privateer's Bounty is a

sort of sequel-cum-expansion pack that

attempts to make good on the game's

potential, fix the bugs, smooth out the

interface, and create a usable game at

last. While it actually does fix many
things, it doesn't fix nearly enough.

Control in PnVafeer's Bounty has been

simplified and improved with an inter-

face that quickly becomes second

nature despite the tack of any tutorial.

Missions run in real-time with a full-

screen 30 view on the action. Small,

configurable windows line the sides,

placing all information and control

elements at hand. Helm, weapons, sails,

crew, waypoints, and other special

functions are handled with ease. The

Nautical A.L RuleNa 1:

Don't nut into land.

only real interface problem comes from

ship selection, since it can be difficult to

pick out a particular ship when two or

more are close together. There is one

puzzling interface peculiarity: Ships

default to battle sails whenever you set

a waypoint.

Which brings us to the A.L, the game's

most catastrophic failure. I know I'm

going out on a limb here, but I have a

few simple rules about nautical A.I. Rule

No. 1: Don't run into land. Rule No. 2:

Land shall be defined as anything that is

not water. Rule No. 3: Ships are not

amphibious. Enemy ship captains go

into brain lock at regular intervals,

particularly near land, which must have

some alluring, siren-like hold on their

tiny minds as it causes them to run into

each other and beach their vessels,

Erankly, your own captains fare little

better, often ignoring the simple group

commands you give them.

Aside from the fixes and non-fixes,

PnVafeer's Bounty adds to the original

with three new campaigns, 20 new

missions, and five gimmicky-yet-

enjoyable units: hot air balloon,

submarine, fireboat, bomb boat, and

steam paddleboat. Historically, these had

almost no impact in warfare, but they're

fun additions nonetheless. One of the

great joys of the game is its wealth of

ships and scenarios, with an editor

included to make even more.

As a serious naval warfare buff, I can't

help but see PnVafeer's Bounfy as a

heartbreaking failure. They came so

close to making a terrific game with Age

of Sail II, they had a second chance to fix

the problems, and they still blew it. Many

of the worst crash bugs of the original

persist in this version, it wasn’t as

though no one noticed the problems in

Age of Sail II. Reviewers and fans alike

hammered at them for the same

problems that dismast Privateer's

Bounfy. There are certainly enjoyable

moments in this game, but it's

impossible to ignore its many failings.

VERDICT f1 1

1

A game of amazing promise delivers

mostly crushing disappointment
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Revisionist
History
Tribes 2

By Thomas L. McDonald

a rlbes 2 generated some pretty

heated responses when it was

finally released in March 2001

after long delays. Some gamers-myself

included-were willing to ride out the buggy

complete release in order to play a truly

deep and Innovative team-based shooter.

Others found that the long transit time

across vast maps and changes from the

classic Tribes made the game unenjoyable.

Despite the rocky launch, T2 was working

fine not too long after release, with fully

functioning lobbies, decent framerates and

networking code, and effective play balance.

Earlier this year, Sierra announced plans for

Tribes: Fast Attach, which would make maps
smaller and the game faster. They began

reworking T2 and ultimately came up with a

far-ranging patch that added game modes,

improved the code, and included a Classic

game style to speed things up. Since the

patch does much of what Fast Attack was
supposed to do, Fast Attack was cancelled.

The new version was issued as a patch and

repackaged as a budget title.

The main additions for this re-release

update are two game modes new to Tribes 2:

Team Rabbit 2 and Classic Tribes. TR2 is an

improved version of the original Team Rabbit

mod. Two teams try to grab a single flag and

throw it through the opposing team's goal.

The carrier can only hold the flag for 15

seconds before it gets too "hot" and kills

him, placing the emphasis on creative

passing. The guality of the pass is based on

various elements-speed, height, distance,

etc.-which are worth points that fill up a

jackpot. If you score, you win the jackpot.

The result is an interesting, fast-movIng

sport-cum-frag game with a limited

following. Team Rabbit 2 is a very good

GAME

addition to the Tribes 2 world, but it

requires practice and skill, and it has yet to

really catch on with gamers.

Classic mode, however, is something many
have wanted from the beginning: a faster-

moving game with tighter maps. Classic

accomplishes this by reintroducing "skiing,”

a trick from the original game that allows

players to use a combination of hills and the

Jump key to move very quickly across the

landscape. Frankly, it feels odd and seems

unbalanced compared to the finely-tuned,

epic-scale battles that distinguished T2.

The speed makes infantry more usable on

large maps, but also makes vehicles less

useful and renders turrets almost meaning-

less. This should certainly appeal to gamers

who favor run-and-gun over the more

tactical action of T2, but longtime T2

players may find It a little tough to adapt to

its physics and speed. Classic also adds 24
new maps and brings back the Defend and

Destroy game from the original Tribes.

The iast major change for the new Tribes

is a fairly thorough overhaul of the code.

Frame rates are much better now, but after

a year and a half and numerous computer

upgrades, they better be. T2 stili looks

decent, but it never really relied on Its looks.

Its appeal was in its large scale and team-

play elements, which have been retained and

expanded while adding faster play for those

who want it. At the new $10 price, it may
help lure new players to the franchise and

give Sierra some reason to keep Tribes alive.
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Prince of Qin
Heir to the porcelain throne

By Maik Asher

Pueu$H[R;StrateqV Hrst

tffVtlOPtR: Object Software

WLRole-plavInq game

URL www.princeolqln

.com [SteRlIW Teen;

blood, violence

PtKt $39.99

HEOUItlUINrS Pentium II

266, 64MB RAM,

600MB hard drive

space RECQMMEKOEO

REOUIREVEmS' Pentium III

S50, 192MB RAM,

16MB 30 card uuiimiER

SDEPHI. Internet (2-500

players, allegedly)

I

rince of Qin is ultimately a

frustrating game. For every

interesting twist Chinese

developer Object Software (Fate of the

Dragon) has inserted, there's an

awkward, amateurish turn to follow.

You're tantalized by some of the cool

game features, such as making your

own weapons, and the historical ancient-

China setting, but then the game

continually deflates your enthusiasm

with washed-out artwork, the worst

voice acting ever, and unimaginative

gameplay. it's a game only the

developers’ mothers and hardcore

RPG fans can love.

Prince of Oin is set 2,000 years ago

during the Oin dynasty in China. The

emperor's son, Fu Su, was sent to fight

the Huns and then, through some court

intrigue, was ordered to commit suicide.

The game picks up at the culmination

of these events with a twist-the prince

ignores the order to kill himself and sets

out to discover the truth behind the

scheme. Cue up the one of the most

unintentionally funny intros ever, with

whirling blades and lopped-off heads,

and voice acting that sounds like the

deli delivery guy was dragged into the

recording studio and handed a script.

(In the game itself, one character might

sound vaguely Asian, another straight

out of the American Midwest, and

another might have a British accent.

This isn’t ancient China-it’s a taxi stand

in New York.)

There are some good things about the

game. You play through 11 chapters and

have 80 or 90 quests to complete. Some
are complex, and some are as simple as

visiting the guy one house down. And

speaking of houses, you can enter them

(cool!), but many don’t have anything

inside (stupid!). You can collect items

and make weapons, armor, and jewelry,

which is fun. The problem is that once

you make an item, you can’t disassemble

The In’engine cut-scenes are competent enough-as long as you

Ignore the horrible voice acting.

R« eireiy uilei»stuig twist, theie's an
audcwanl, aniateiiridi turn to fenow.

V-’

\ -

H jf
‘

Fu Su fighting some scary, tiny walking fish In a cave-just one more lackluster

enemy In a game full of them.

it, resulting in a lot of saving and

reloading until you discover the right

combinations.

Prince of Qin also lets you control a

party. You play as a paladin, but you can

have a party of five, including witches,

musclemen, assassins, and wizards.

The game is real-time, but you can

pause combat and assign targets for

your group. While the combat can be

interesting in a tactical way, it's more

often about fighting mundane animals

and soldiers than it is mythic beasts and

fantastic foes. At times I felt like I was

playing EverQuest on quaaludes,

incessantly having to kill rats and small

reptiles. I want to be a hero, not the

Orkin man!

The developers did a poor job of

making use of the backdrop of historical

and mythological China. Don’t be fooled

by the multiplayer claims, either, it’s

nearly impossible to find a game-you

have to enter a server IP address, and

there is no publisher-sponsored server

to play on, so that claim of playing with

up to 499 other players is theoretical,

at best.

Prince of Qin is only for the RPG-

starved, although there's enough

interesting stuff in the game to raise the

hope that Object Software is warming up

to something better. Let's hope the deli

guy takes some voice-acting lessons.

VERDICT
For every potentially cool element In

Prince of Qin, there's a worse one

waiting to kneecap It.
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RiaW Sierra Studios

tKvaOffK Mad Doc

Software IWtL Real-

time strategy IRl:

www.slerrastudlos.com

ESRB UDNCTeen; violence

Pllia-S29.99

RECUIPIUCNR; Pentium II

350, 64M6 RAM,

450MB hard drive

space ltEIXin(<iO[EI

tfOlHiluiflB Pentium III

600, fZSMB RAM

KyumiLfiSIJPFOtl: LAN,

Internet (2-8 players)

Empire Earth:

The Art of
Conquest
Absolutely artless By EUiott Chin

a mpire Earth: The Art of

Conquest offers three new

campaigns, a new epoch,

two new civilizations, a few new units,

and a unique bonus for each of the origi-

nal civilizations. It sounds like a lot, but

it's almost nothing.

Two of the new campaigns are

pseudohistorical, depicting events in

ancient Rome and during World War II.

The third campaign, set in a futuristic

Asia, ushers in a new epoch for the

game: the Space Age. The campaign

Hienew Space Age is a Gonqilfite diss^qioiiitineitL

missions are hard and arduous. While

the challenge might excite some, the

scenarios are daunting and just as likely

to turn you away.

The new Space Age is a complete

disappointment. There are only a few

new upgrades and units, plus a new

Wonder that's useful only on space

maps. The space maps are horrible-the

designers took a water map and put a

black void where the water is supposed

to be. Spaceships look like tin cans and

can't fly over land, and planets are

floating platforms of rock.

The only rewarding additions in this

expansion pack are the new. unique

bonuses for each civilization, but they

aren't well balanced at all. Some

bonuses are useful for all epochs, while

others can only be used for three: some

are immensely powerful, while others

are trivial.

Art of Conquest is a huge letdown that

only the most hardcore Empire Earth fan

might enjoy. Everyone else, steer clear.

VERDICT I

Unbalanced, too tough, and poorly

designed-you make the call.

PUSlISn sierra

Entertainment

DtVtLOItS. Sierra

Entertainment

CENRL Business

simulation UtL

casinoempire.slerra

.com (SCeUIK Teen;

gambling, mild

language, suggestive

themes F8iaS39.99

teoumiS: Pentium II

300, 64MB RAM,

665MB hard drive

space liICOUUDCliD

lIKIItULHIS Pentium II

450, fZBMB RAM

MUlItPUKI! SOmi! None

Casino Empire
A tycoon game for mobster kids By John Fletcher

a as/no Empire is like the

Vegas it represents;

entertaining and tech-

nologically impressive, but also shallow

and vaguely unsatisfying. You are put in

charge of building a casino from the

ground up. Succeed with one casino and

you get hired by the next one on the

Strip, The strategy is in developing the

floor plan of your casino.

CE obviously aims to emulate the

classic Rollercoaster Tycoon, but fails

because it's missing RollerCoaster

Tycoon's hook: the ability to build your

own roller coasters. In RollerCoaster

Tycoon, all the placed objects, such as

food stands and trash cans, are

secondary to laying your own custom

track. In Cf, however, you can't build or

customize your casino-you can only

place objects. Without the hook of

custom builds, all

the selections in

the world (and

nobody will fault

CE for skimping

on selections or

menu options)

quickly become

pedestrian. I

mean, how excited can you really get

putting in a row of video blackjack

machines instead of traditional slots?

CE compensates by offering the ability

to host your own poker and blackjack

tournaments. These are quite fun and

make a nice break from the routine of

building up your casino floor. Another

nice touch is the personalities and

events that come to your casino. My
favorite by far is the thinly disguised

Mike Tyson wandering the floor

declaring, "I'll eat your children. I’il eat

all the children."

Casino Empire is like Buddy's Casino,

the first business you manage in the

game; solid and full of promise, but

ultimately unable to knock off the big

boys further up the street.
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Dirt Track Racing 2
Cheap thrills By Gord Goble

HlillSKEt Infoqratnes

HniDrU. Ratbag

C1ML Racing

URL www.us.lnfogrames

.com/games/

airt_traek_r8clng_Ejje

(SnUIlHG Everyone

met. $19.95

SEOUIRUiiaS Pentium II

400, 64MB RAM,

200MB hard drive

space nCOUHIHElED

niUlKIS Pentium II

BOO. 128MB RAM,

S20MB hard drive

space, 16MB 3D card

mnPuniistfPPiKr lan,

Internet (2-10 players)

t was 1999 when Ratbag

first treated PC motorsport

fans to its filthily gritty,

deliciously mud-encrusted Dirt Track

Racing series. One year later came Dirt

Track Racing; Sprint Cars, then six

months later, Lead/oof-both of which

capitalized on Ratbag’s authentic slip-

sliding physics and nifty career-oriented

concept. With the latest Ratbag volley.

Dirt Track Racing 2, the Australian-based

developer delivers a prettier and slightly

deeper game than its first effort but

otherwise holds true to the original

formula. Highly recommended to anyone

who’s never experienced the unique

Ratbag style, DTR2 may, nevertheless, be

too familiar for some returning drivers.

In DTR2, spinning your tires through 14

new circuits-a variety of ovals, tri-ovals.

DM IknlcJIacutg 2spins youz tiies fhi0ii|^
14new ciKuils-a variety of ovals, tri-ovals,

and two heartstqpping figuie eights.

and two heart-stopping figure eights-is

just part of the story. You’ll begin your

career at the bottom of racing’s pecking

order in a low-level hobby series, with

just a few measly dollars in your pocket

and only four disheveled, wide-bodied,

circa-1970 muscle cars from which to

choose. As you progress from Pro Stock

to Modified and Late Model classes, you’ll

handle many of the duties associated

with running a real race team.

You’ll purchase upgraded parts with

your winnings, but not so many that you

can’t afford a more prestigious racing

series for the upcoming season. You’ll

agree to sponsorship offers, but preferably

keep them short term so you aren’t forced

to pass up potentially more lucrative

future deals. You'll drive aggressively, but

not so aggressively that you’re constantly

saddled with repair bills. And you’ll tweak

your setup to better manage your

vehicle’s thrilling four-wheel-drifting

physics through each distinctive track

layout and racing surface.

Unfortunately, Ratbag has failed to

eliminate some of the irritating quirks of

the first game. In DTR2, you can far too

easily cut down the inside of a given

corner and bop your nearby competitors

out of the way, without so much as a

retaliatory action. You can over-rev your

engine till the cows come home and

never incur motor damage. In fact, the

only way to damage your motor-or any

other component, for that matter-is to

hit something. Yet the game’s damage

modeling is so forgiving that cars can

soldier on after multiple collisions and

even one or two airborne forays.

Danger zone: The criss-cross Junction

of a figure-eight circuit Is a very scary

place to be.

Certainly, DTR2 looks substantially less

primitive than its predecessors. Although

it will never be mistaken for NASCAR
Racing and continues to skew certain

perspectives, its cars are now more

colorful and detailed and its environ-

ments considerably more varied and

lifelike. The game’s interfaces are more

sophisticated, and the replay component

introduced in DTR: Sprint Cars offers

exhilarating alternate glimpses into the

preceding mayhem. In-car audio,

comprised of several less-than-dramatic

engine notes, too few peripheral sound

effects, and a repetitive track announcer,

is uninspired. And Multiplayer DTR2 at

gamespy.com proved that warping is still

very much part of the DTR world.

Dirt Track Racing 2 delivers an exciting

mud-splattering ride, a comprehensive

off-track world, and an approachable price

point. Though some may find it too similar

to its three-year-old ancestor, few will be

disappointed in the overall experience.

VERDICT I

Better-than-budget-game racing at a

budget-game price.
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Virtual Resort:

Spring Break
Like spring break in Berlin

By Rick Ernst

mSUWEIdos

[(ttlOfU Deep Red

(Uiil Business sIm

URl: www.eldos.com

ISRSUTK.Teen; mature

sexual themes, mild

violeitce, use of alcohol

raict $29.99

HOI! KVIHIS Pentium II

450, 12BMS RAM,

950MB free hard drive

space HCOfUlWil)

mms Pentium III

800, 256MB RAM,

16M8 graphics card

MllrUnHUmSI None

arming! The review you are

fc ' I
’ M about to read is not suitable

tor children! You won't

believe what these virtual coeds do

when you play Virtual Resort: Spring

Break'. You've seen the late-night

commercials, now you can play a game
with similar production values and

intended audience.

Actually, Virtual Resort; Spring Break

is, with few exceptions, unsuitable for

anyone. Those few exceptions would be

the unlikely gamers who enjoy business

simulations but find roller coasters to be

too highbrow. At its core. Spring Break is

not a horrible game, although it is by no

Anyone who's inade it throui^
pidiertywin likely be embaiiassed
by the game's lame toilet humoE,

means a good one. It follows the tried-

and-true formula of putting the player in

charge of a business: placing various

obstacles to profitability in his way; and

letting him build, hire, and manage his

way to financial success. In this case, the

business is an island resort: the

obstacles are sharks, bad water, and not

enough drunken revelry. To meet his

goals, the player can build an assort-

ment of beach-oriented concessions

such as theme bars, barbecues, and

snorkel rental huts. Of course, there are

also staffing concerns (pool cleaners,

lifeguards, smiley clipboard-toting reps)

and plenty of micromanagement

options-you can control everything from

staff hours to beer strength to the price

of suntan lotion.

Aside from its annoyingly smiley

presentation that, to be fair, mimics that

of real-world resorts. Spring Break

initially seems halfway decent. Sadly, the

apparent quality breaks down quickly.

Like most tycoon-style games, the

graphics are bright, detailed, and 2D, but

unlike other games, zooming in on the

eye-in-the-sky point of view just provides

a close-up of some very pixelated

sprites. And although there are a fair

number of structures and concessions,

other elements of the game are

strangely limited. One glaring short-

coming is a lack of variety in your

How unrealistic Is the game? Since when
do drunken revelers worry if K’s legal to

take a whiz in the street?

visitors. Even though hair color and

clothing are varied in the main view,

there are only four character portraits

to represent all of your spring breakers.

Almost as limited as their appearance

are your visitors' thoughts. Short quotes

give you insight into what your little

sunburned complainers like and dislike-

unfortunately, there is practically no

variety. Everyone either loves the beer

or gets sick, they either have a lousy

night's sleep or liken the bedding to the

thighs of a virgin (no, I'm not kidding).

Anyone who's actually made it through

puberty will be embarrassed by the

game’s lame toilet humor (visitors

waxing eloquently about their restroom

activities and urinating fountains are

some of the high points).

To top it off, the soundtrack is also

extremely limited: you probably won't

make it through the tutorial before

you’re ready to hang the OJ, but at least

the game allows you to play your own

MP3s. My recommendation? Play

Rollercoaster Tycoon with a National

Lampoon movie on in the background.

VERDICT
Perfectly captures that "waking in a

pool of your own filth in a stranger's

bathroom, riddled with vague

regrets” part of spring break.
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The best ways to part with your hard-earned money Edited by William O'Neal
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MB ow-it's been 10 years already. A decade of bruising

^A competition for the annual title of Ultimate Game
Machine. During this time, the UGM competition has

_H BL seen more drama than Peyfon Place, with

manufacturers accusing one another of everything from fudging

prices to submitting machines that aren’t available on their

websites. Considering that even the last-place finisher is usually

a system any gamer would kill for, it's funny that the system

builders have become so competitive. Well, sort of funny. After

all, when you think about it, people's livelihoods are at stake, and

it's that realization that makes this roundup so difficult to do.

In past years, we've rated the systems on criteria ranging from

price and performance to technical-support reputation. This

year, in hopes of avoiding any subjectivity, we decided to rate the

machines solely on raw speed. We asked all participating

manufacturers to submit systems-each complete with a 21-inch

monitor and speakers-that cost no more than $4,000, The

systems had to be submitted by the end of September, and each

machine had to be available on its respective company’s website

at the time this issue ships to subscribers in late November.

Seven manufacturers rose to the challenge-and this year's

results were shocking, to say the least.

THE LAST-PLACE FINISHER

IS STILL A SYSTEM ANY
GAMER WOULD KILL FOR

RUNNING WITH THE PACK
Though we received seven

different systems, many shared

common components. Most

systems were equipped with a

3GHz Pentium 4 processor (two

had 2.8GHz processors), and

every system came with the new

128MB ATI Radeon 9700 Pro

f
HYPER-THREADING

Five of the machines in this roundup shipped with

Intel 3.06GHz Pentium 4 processors, which

support Intel's latest technology: Hyper-Threading

(HT). HT allows one HT-enabled CPU to process two

threads simultaneously, essentially creating two

logical processors within one physical processor (in

a machine running Windows XP Home or Pro with

Service Pack 1). While Intel claims that by press

time, ail 533MHz, FSB-capable Intel chipsets will

support HT, only the Falcon and Vicious machines

came to us with motherboards offering BIOS that

actually supported it: the Intel D850EMV2 and the

Gigabyte P4Titan533. As of our testing, Asus had

yet to release an HT-capable BIOS.

Not that It necessarily matters. That’s right-l

found that enabling Hyper-Threading didn't have

a significant effect on game performance. In fact,

in some tests, it seemed that HT actually hindered

performance, though not so much that it noticeably

affected game performance. The reason, it seems,

that HT isn't terribly advantageous for gaming

Is that it's designed to benefit multithreaded

applications. And so far, few If any games actually

use multithreading. What will make you appreciate

HT right now is those occasions when you

absolutely must play Medal of Honor: Allied Assault

at the same time you're burning a music CD.
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graphics card. The boutique PC shops overclocked their

graphics cards to boost performance over that of the major

manufacturers like Dell and Gateway.

The top three finishers in our roundup all boasted over-

clocked graphics cards. I considered asking companies to avoid

overclocking, but that's not a realistic request since many
specialty-system makers offer overclocked machines on their

websites. Some manufacturers have been shipping overclocked

machines to reviewers even though their companies don't

actually sell overclocked machines. We’ve been assured that

the machines sent to us are available in the same

configurations we looked at, overclocking and all. If any

companies balk on this, they'll be called on it.

THE VICIOUS PC PALADIN
The big surprise this year? Top honors don't go to Voodoo,

Alienware, or Falcon Northwest, but to the new kid, Vicious PC.

The Vicious machine's awesome performance made that

decision a no-brainer. However, the 128MB ATI Radeon 9700

Pro was overclocked higher than any other card in this

roundup. The core clock runs at 391MHz, and the memory
clock is cranked to 337MH2-compare that with the respective

manufacturer settings of 325MHz and 310MHz. The result is a

machine that scored an amazing 16882 in 3DMark200ISE Pro

at 1024x768x32 with FSAA turned off. The Vicious machine

went on to post the highest numbers in the next three

3DMark2001SE Pro tests: 1024x768x32 with 4X FSAA turned

on, and 1600x1200x32 with 4X FSAA turned on and off.

The Vicious PC was one of two machines that shipped with

the Gigabyte P4Titan533 motherboard, which boasts Hyper-

Threading (HT) support. On the component side, this machine is

a beast, and we’re sure its 3GHz Intel Pentium 4 processor with

533MHz FSB, 1GB of Kingston PC-1066 RDRAM, and Radeon

9700 Pro graphics card had a lot to do with its great showing.

Voodoo doesn't

take cooling for

granted. The

E-Class Glycol

machine features

three big fans and

a digital

temperature

readout.

The E-Class Glycol

also ships with

a liquid-cooled

radiator. According

to Voodoo, the

Glycol-filled

reservoir should

last as long as

the machine.
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Overclocking made the difference in the Vicious PC's

performance, but also created stability issues in Dungeon

Siege and IL-2 Sturmovik. In Sturmovik, we saw visible screen

artifacts during certain segments of the demo, and twice, the

game quit to the desktop in the middle of the demo (nothing a

simple reboot couldn't handle, and I was unable to repeat the

occurrence). The artifacts disappeared once I tuned down

overclocking, but the machine's performance in that game also

diminished. Similarly, Dungeon Siege quit to the desktop twice

at 1600x1200x32 with 4X FSAA turned on before successfully

completing the demo. I also had to test Jedi Knight II: Jedi

Oufcasf in Win 98 compatibility mode. Still, I expected (he

Vicious rig’s copious overclocking to cause a complete crap-out

after a week of intense testing, but the machine fired up every

time and, aside from these few issues, was rock solid.

Because Vicious is a relatively new operation, I'm reluctant to

give it the nod over more proven outfits. But this contest was

about performance, and the Vicious machine has it. However,

before you run out and buy one of your very own, be sure

you're happy with the company’s warranty policies relative to

those of the other contenders. I'd also suggest requesting a

machine that isn't overclocked quite so drastically.
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The panel on the

front of the Diablo

X7 lets you

monitor the

system's

temperature.

VOODOO E-CLASS GLYCOL
I'd be lying if 1 said i wasn't expecting a repeat performance

from last year's winner, Voodoo PC. Like the Vicious rig, the

Voodoo E-Ciass Glycol was overclocked, but it boasted better

stability as a result of its awesome, Glycol-filled, liquid-cooled

radiator, which ran coolant from the top of the case back down

to the overclocked Radeon 9700 Pro, which was right by a trio

of fans. The Voodoo scored an impressive 16806 on

3DMark2001SE Pro at 1024x768x32 with FSAA turned off-

that's a scant 76 points fewer than the Vicious machine's score.

Unlike the Vicious rig, however, the Voodoo machine ran every

benchmark flawlessly, with the exception of the artifacts that

appeared in IL-2 Sturmovik. It seems that Sturmovik just

doesn’t like overclocked Radeons.

The Voodoo was right on the heels of the Vicious machine in

nearly every test and soundly whupped it in every Jedi Knight

II test. In fact, the two machines were so close in performance

that it hurts to not let Voodoo share the title, but rules are

rules. Unlike the Vicious rig, the Voodoo machine shipped with

just 512MB of RDRAM and a single 120GB IBM DeskStar hard

drive. Voodoo also shipped its machine with Asus' P4T533-C

motherboard; its BIOS (at press time) doesn't offer Hyper-

Threading support. Had Voodoo overclocked its machine to the

extent that Vicious did, it’s likely it would’ve taken the crown

(though it would probably have run

into the same stability issues that

befell the Vicious rig).

Where Voodoo stands out is in the

company’s choice of peripherals.

The 21-inch NEC MultiSync FE2111SB

monitor is excellent for gaming, and

anyone who's read this mag knows I

prefer the Cambridge SoundWorks

MegaWorks 510D speakers to the

Klipsch ProMedia 5.1s, Another nice

touch is the Plextor PlexCombo

DVD-ROM/CD-RW combination drive.

If there's one thing Voodoo does

consistently, it’s build superfast machines that are also

extremely stable. Considering that the company is overclocking

its rigs, that's quite a feat-and one that makes it easy to

recommend this rig.

ALIENWARE AREA-51
Alienware is always in the thick of things, and this year's Area-

51 machine didn’t let us down. Its configuration was similar to

that of the Voodoo offering-3Gl-lz Pentium 4, Asus P4T533-C

motherboard, and 512MB of Samsung PC-1066 RDRAM-but
Alienware added touches like a 200GB Western Digital hard

drive and was the only company to ship its rig with Logitech's

awesome Z-680 speakers.

The Area-51 machine, while overclocked, didn't suffer the

same stability and/or visual issues that plagued the other two

overclocked machines. Every test ran smoothly, and this

machine proved to be the most stable of all the overclocked

rigs. Its score of 16050 in 3DMark2001SE Pro at 1024x768x32

with FSAA turned off was impressive, and it was one of only

three machines in this roundup to score in the 16000s. In every

other test, the Area-51 was right behind the top two rigs. In fact,

it tied the Vicious machine with a 3D GameGauge 3.0 score of

85 and soundly won the Dur7geon Siege battle. Furthermore, the

Area-51 received the best scores in IL-2 Sturmovik and

Comanche 4 at 1024x768x32 with FSAA turned off.

Like the Dell rig, the Area-51 showed up with Creative Labs’

latest soundcard, the Audigy. However, by the time this story

hits, we expect that nearly all of these manufacturers will offer

the AudigyZ as an option.

With rock-solid stability, a top-notch list of components, and

Alienware’s newfangled tech-support system, it's safe to say

that the Miami-based company is still at the top of its game.

FALCON NORTHWEST MACH V PENTIUM 4 aO
While companies like Voodoo, Alienware, and Vicious take the

overclocking road to UGM glory. Falcon takes a longer view:

The company didn’t overclock this rig. What it does offer is a

superfast machine that’s about as stable as you could hope for.
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REVOLUTIONIZE THE WAY
TH€ POWER OF FIVE

YOU INTERACT WITH YOUR PC

P5 is an electrifying and innovative

PC peripheral that gives the user

total intuitive interaction with

3D and virtual environments

(Games, web sites,

educational software, etc.).

With P5, brandish a mighty

sword in a video game, walk

through an online room or pick

up objects on a screen, each with

simple movements of your hand.

No complicated keystrokes.

No fumbling of a mouse or joystick.

PUT THE POWER OF

FIVE IN YOUR HANDS -

OCTOBER 2002

Special Premier Edition Features

3 New P5‘Enabied Free Games

Including Hitman 2, Tiger Hunt,

and a Demo Version of

Beach Head 2002.

S S E N T I A L

E A L I T Y
www.essenliaireaiity.com

For a complete list of retailers, visit www.essentialreality.com

software® GameStop
UUU^"

CONTROLLER FEATURES

Lightweight, ergonomic

design for easy, intuitive play.

Weighs just 4.5 oz.

The first wideiy available

virtual 3D controller.

Joystick and mouse control

over all 3D applications.

6 degrees of tracking ensures

realistic movement.

Bend sensor and optical*

tracking technology gives

true*to-life mobility.

Easy, plug-and-play set-up.

Infrared control receptor

with scratch-resistant,

anti-reflective lens

Easy-to-use anywhere —
desktop, living room, etc.
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CD-ROM



TECH

Eight is enough!

The Dimension

8250 ships with

eight USB ports,

six on the back

and two beneath

the fllp'up panel

on the front.

88I886BI
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from a compar^y that will support you better than A.C.

supported O.J. You need to make a run for the border? I get

the feeling that if you’re a Falcon customer, they’ll drive you.

The Mach V Pentium 4 3.0 that Falcon submitted showed up

with Intel’s D850EMV2 motherboard, which, while slower than

the Asus and Gigabyte boards the other machines boast, is

superstable and supports Hyper-Threading. Yes-in a sense.

Falcon is being punished for its strict adherence to stability

and specifications. And it’s this same aversion to wild risk-

taking that's earned the company such a solid reputation.

During testing, the Mach V was right there with the top

three machines. Its 3D GameGauge 3.0 score of 82 at

1024x768x32 with FSAA turned off is just three points below

the 85 earned by the Vicious and Alienware machines. And

while its 3DMark2001SE Pro score of 15777 looks low next to

the 16882 that Vicious scored, it's important to remember

that Vicious paid for that score in stability issues. That said.

the Mach V won two key tests: Comanche 4 and IL-2 Sturmovik

at 1024x768x32 with 4X FSAA turned on.

While Falcon’s Mach V comes in fourth in this roundup, it's

the fastest of the non-overclocked machines we saw-an

important distinction that cannot be overlooked. If you’re

looking for a rock-solid rig in which you know exactly what

you're getting-and one with components that aren’t tweaked

out of warranty-you can’t go wrong with Falcon.

ABS DIABLO X7
In this, its first year in the UGM, ABS made a classic error and

submitted its machine first. Because of that, it was one of two

machines that showed up with a 2.8GHz Pentium 4 processor,

as opposed to the 3GHz chips the other companies waited for.

Similar to the Alienware and Voodoo machines, ABS'

machine is built around the Asus P4T533-C motherboard, so

by the time you read this. I’m sure a 3GHz model will be

available. The machine is pretty solid and boasts nice touches,

like the USB and FireWire ports on the front and a temperature

gauge to let you know when things are getting hot inside. On

the downside, this machine has more fans than Scooter has

free e-mail accounts, and let me tell you-this baby is loud!

ir
- ==>'

FALCON OFFERS A SUPERFAST
MACHINE THATS ABOUT AS
STABLE AS YOU COULD HOPE FOR
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When it came to the benchmarks, the Diablo X7 is definitely

outgunned by the better equipped and overclocked rigs. But its

3DMark200ISE Pro score of 15505 at 1024x768x32 with FSAA
turned off is respectable; it's safe to say that any game you’re

playing these days won’t push this beast past its limit.

tooverclcx:kor
nottooverclcx:k

The Gateway

700XL ships

with a DVD-RAM
/DVD-R drive.

DELL DIMENSION 8250
While its machine lags behind the boutique rigs in our

performance tests, it's easy to understand why Dell is kicking

everyone’s ass when it comes to number of units moved. Sure,

its machine’s 3DMark2001SE Pro score of 35501 at

1024x768x32 with FSAA turned off pales compared to the

16882 that the Vicious scored, but the question is duly begged:

Are those additional 1000 points worth $1,000?

CONTINUED ON PAGE 139

The issue of overclocking has been a thorn in the

side of reviewers (and the occasional customer) for

some time. Back in the old days (1998), over-

clocking made a lot of sense; an overclocked 3dfx

card versus one with factory settings was the

difference between getting 40 frames per second

versus 30fps in CLOuake. Now, with a 3GHz
Pentium 4 with a Radeon 9700 Pro rocking factory

settings, overclocking may get you 90fps in

Dungeon Siege as opposed to 85fps. When you

consider the warranty and stability issues that

overclocking your graphics card may create, getting

five more frames per second In Dungeon Siege may
not be worth it. Why do manufacturers continue to

overclock their machines? The answer is simple: to

win roundups and impress hardcore gamers like you

and me. If you decide to buy one of the machines in

this roundup, ask yourself how important those few

extra frames per second are. While all of the

manufacturers whose machines participating in

this roundup warranty their products, check the

company's technical support record closely,

especially If they're overclocking the graphics card.

That act may void ATI's warranty and leave the

burden of replacing any damaged products on the

shoulders of the system builder.

! J
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TECH

THE UGM ROUNDUP

Manufacturer

Model

Vicious PC

Paladin

Voodoo
E-Class Glycol

Alienware

Area-51

Falcon Northwest

Mach V Pentium 4 3.0

ABS
Dfablo X7

Dell
i

Dimension 8250 '

Gateway

700XL

Price $4,000 $4,000 S3,863 $3,995 $3,378.99 $2,999 S3.569

Score iHrbW.- i'A.OAilr WWW A'/ ****,'.• ***-f-/v

URL www.vlcious.cam www.voQdoopc.com www.alienware.com www.falcon-nw.com www.buyabs.com www.dell.com www.gateway.com

Operating System Windows XP

Professional Edition

Windows XP

Home Edition

Windows XP

Home Edition

Windows XP

Home Edition

Windows XP

Home Edition

;
Windows XP

Home Edition

Windows XP

Home Edition

Processor (CPU) 3GKz Intel Pentium 4

533MHz FSB

3GH2 Intel Pentium 4

533MH2 r$B

3GKz Intel Pentium 4

533MHz FSB

3GHz Intel Pentium 4

533MHz FSB

2.6GHz Intel Pentium 4

S33MHZ FSB

3GHz Intel Pentium 4

S33MHZFSB

2.8GHz Intel Pentium 4

S33MHZ FSB

Motherboard Gigabyte P4TIUn533 ASUS P4T533-C ASUSP4T533-C Intel DB50EHV2 ASUSP4T533-C Proprietary board

supplied by Intel

Proprietary board

applied by Intel

Memory 1GB Kingston PC-1066

RDRAM

. 512MB Kinqslon

: PC-t066 RDRAM

512MB Samsung

PC-1066 RDRAM

512MB PC-1066 RDRAM 512MB PC-1066 RDRAM 1G6 Samsung

PC-1D66 RDRAM

5T2MB Samsung

PC-t066 RDRAM

Hard Drive Dual BOCB Maxtor

7200RPM hard drives

inaRAIDconfig

12DGB IBM OeskStar

7200RPM hard drive

200GB Western Digital

7200RPM hard drive

Dual 185GB IBM Desk

Star 7200RPM hard

drives InaRAIDconfig

Dual BOGS Maxtor

7200RPM hard drives

In a RAID conflg

’ 200Ga Western

Digital 7200RPM Digital

' hard drive

Dual 200CS Western

7200RPM hard

drive in a RAID conlig

Craphics Processor All Radeon 9700 Pro

(126MS)

ATI Radeon 9700 Pro

(128MB)

ATI Radeon 9700 Pro

(t28MB)

ATI Radeon 9700 Pro

(126MB)

ATI Radeon 9700 Pro

(12SMB)

ATI Radeon 9700 Pro

w/ TV-out (SZBMB)

ATI Radeon 9700 Pro

w/TV-oul (t28MB)

Soundcard Creative Ubs

Sound Blaster X-Gamer

Creative Labs

!
Sound Blaster Audigy2

;

Creative Labs

Sound Blaster AudigyE

Creative Labs

Sound Blaster X-Gamer

Creative Labs

Sound Blaster X-Gamar

Creative Labs

Sound Blaster Audigya

. Creative Labs

Sound Blaster Audigy

DVD-ROM Drive Toshiba I6X DVD-ROM

drive

Plextor PlexCombo

DVD-ROM/CD-RW drive

Ltteon I6X DVD-ROM Toshiba 16X DVO-ROM

drive

LIteon I6X DVD-ROM

drive

;
16X DVD-ROM drive DVD-RAM/OVO-R drive

CD-RVf Drive Plextor 40/12/40

CD-RW drive

N/A FVextor 40/12/40

CO-RW drive

H/A Plextor 40/12/40

CD-RW drive

DVD^RWZ-rR drive 4B/24/4B CD-RW drive

Monitor 22" NEC FEI250+ 21" NEC Multisync

FE2II1SB

21" NEC Multisync

FE2I1I5B

22" ViewSonic P225f 22” ViewSonic P225fb 2f'’ Dell PI130 21" Gateway VXI120

Speakers Kllpsch ProMedia S.t Cambridge SoundWorks
;

MegaWorks 5)00

Logitech 2-680 Kfipscli ProMedia 4.1 Klipsch ProMedia 5.1 Altec Lansing ADA-995 Boston Acoustics

8A7800

Keyboard Multimedia keyboard Logitech Elite

Keyboard

Microsoft Internet

Keyboard

Microsoft Internet

Keyboard Pro

Logitech Cordless

Freedom optical keyboard

Dell multimedia

keyboard (PS2)

Cordless ITouch

Keyboard

House Hicrosolt Intelllmouse

Explorer 3.0

Logitech Mouseman

dual optical mouse

Mictosofl Intelllmouse

Explorer 3.0

Microsoft optical mouse N/A Logitech optical mouse Cordless opitcal mouse

Notes

the screen d^uringlt-E"

Knight ii: Jedi Outcast

.
radiator that’s attached

to the fans on the top.

Its puniose is to keep

The ASUS P4TS33-C

motherboard Is fast, but

at press time Asus had

yet to release the new

BIOS that will have

This machine is about

. asby-the-bookas

possible; not only does
'

the motherboard

A lot of fans (this JedI Knight II: JedI

Outcast had to be played

in Windows 9B/ME

compatibility mode;

1 like the DVO-ROM

/DVD-R drive; however,

It should've shipped

with a 3GHz processor.

Siege and^lL2

ulilily that allows system

There were artifacts on

the screen during IL-2

Sturmovik testing.

support for Intel’s new

Hyper-Threading

technology.

but It wasn’t overclocked

at all.

undetslanil the thinking

FSAA,

this machine lacks style,

but Hove all the USB

ports.

Core Clock 39I.5MKZ 376.5MHz 330MH2 N/A 324MH2 N/A N/A

Memory Clock 337.5MH2 327MHz 333MH2 N/A 310,5MHz N/A N/A

BENCHMARKS*
Quake III: Arena 231.30 207.90 214,20 214.80 207.00 206.70 207.30

Comanche 4 56,78 58.49 58.03 59.47 54.00 57.34 52.03

Serious Sam: TSE 96.70 92,60 93.10 90.40 87.00 88.10 85.70

Jedi Knight II:

Jedi Outcast

139.10 165.60 144.20 137,50 134.00 132.00 127.10

Dungeon Siege 87.73
;

7T.30 90.82 85.79 85,00 81.84 77,53

IL‘2 Sturmovik 72.88 7t.6B 72.87 79.54 68.00 70.30 65.19

Unreal Tournament

2003

75.65 66.98 65.23 64.91 67.00 60,27 59.58

NASCAR 2002 50.12 25.82 52.35 50,37 39.00 39.73 39.52

'All of the benchmarks were run at a resolution of 1024x768x32 with AX FSAA.
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Dell put together a machine that's not so much a

sexy paramour as a good, trustworthy wife. The

3GHz Pentium 4 processor, 1GB of Samsung PC-

1066 RDRAM. 200GB hard drive, and Radeon 9700

Pro will meet all your gaming needs for some time,

and you can be confident that the company will be

around to continue supporting you for quite a while.

One consistent knock against Dell is its machines'

use of proprietary motherboards. Another major

problem t have with this Dell is its case design. The

thing is a pain to open, requiring the user to push a

button on the top and bottom simultaneously, then

pull. And because you have to lay it on its side to

open it. you can't really use the machine with its

case opened-not to mention that the highly

specialized design of the case makes it nearly

impossible to upgrade the motherboard.

One plus for the case Is its front-panel USB ports

in addition to the bank of USB ports on the back.

The Dimension 8250 was also one of two machines

to ship with the AudigyZ soundcard.

Dell is the Microsoft of desktop manufacturers:

The company is so big and powerful, it's able to get

new peripherals before anyone else, and therefore

able to roll out new technology quickly. Its size, too.

is reassuring, in that you know that you're not

getting a rig from a fly-by-night operation.

GATEWAY 700XL
To say that we were disappointed with the Gateway

700XL-which sports a 2.8GHz Intel Pentium 4,

512MB of Samsung PC-1066 RDRAM, a Radeon

9700 Pro graphics card, and Microsoft Windows XP

Home Edilion-is an understatement. (Hey, wait-

that's last year's intro!) While Gateway has

improved its components, its efforts pale in

comparison to those of the other contenders.

What the 700XL has going for if is 400GB of

storage in a dual 200G8 hard drive RAID config and

a DVD-RAM/DVD-R drive. Cool, but not cool enough

to really compete with the other machines here.

Because it ships with the Radeon 9700 Pro, Its

performance numbers-while not necessarily on par

with the higher-end machines-are pretty good, and

the 700XL is suitable for gaming purposes. And,

unlike the Dell, I actually found the Gateway's case

easy to open up, though upgrading the mother-

board would still be a major pain. As for the other

peripherals, I like the cordless keyboard and mouse,

and its 21-inch monitor is among the nicer ones.
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POWER
By WtHiem O’Neal

WhitherMy
Beloved Sai^
After laboring in the lab testing

the sevenjmachines In this year's

Ultimate Gaming Machine story, 1

turned in the text (a mere 800
words over my word count) and

slunk off to Beaie Street, Ziff

Davis' not-so-offici»l pre/dortng

/post-work nateiijig hulu, to

"forget’' the experience.

As I worked on my second pint of

Budweiser, Ken Brown, COW’S editor,

came in holding a printout of my
story with a look on his face that

seemed to say, "We need to taikJ'

“Uh'oh,”! thought, "it's not

every day that your boss tracks

you down ta-a-tw. This ain'fqoeJd.'’

'that's up. Ken?" I said, trying

to sound as tough as possible. The

theory being, if I sounded as

though I was annoyed by bis

invading my beer drinking, he

wouldn't think that t was running

away from something^ When, in

fact, i was.

"Hey Wil," he started, *‘l have

some questions regarding how you

UGMisadiag
iaoe,iioltlie

WimtonOqiL

ranked these machines. You got a

minute?"

Essentially, Ken was grappling

with the same issuMnat I had

been dealing with in the lab: How
the heii do you rate these

machines In a waylhars fair to

ail? On one hand, the Vicious

machine was the fastest. But It

aUo overciocked the graphics card

more than anyone else, and it

showed a couple of (unrepeatable)

instabitity issues.

"Can-we give the nod to a

machine that kicked two games

out to the desktop?" he asked me.

After much deliberation, we
decided that since the main

parameter of the competition is

raw speed-yes, «ve can. Because

when it comes down to it, the UGH
is a drag race , no t the Winston Cup.



Pafty Atiitnal
If you've got a game flxx " membership',

then party hard, gaming guru. Join other

hardcore gamers in our tournaments

where you can win big prizes - for FREE.

And if that’s not enough to make you
scream with pure joy, you aJso get up

to 10% off accessories, games, and much
more at CompUSA'.

With a game fixx membership, you can

prove your supremacy over lesser

gamers -because you get priority order

status on pre-order games.

Go to www.gamefixx.com and join

the club -now is the time to rule the

gaming world.

we're your connection!

All the Stuff,

All the Time, coMPsmn
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Winning for dununies Edited by Danii )ongewaard

DIRTIEST TRICK
i
OF THE MONTH

; . In honor of the fourth installment

in our series of Encyclopedia

- WarCraftlea (see paqe 151), we

bring you yet another dirty trick

for WerCraft IH, this time courtesy

This is another trick that uses

shades to block things off, but

Instead of having to create many

shades (e.q., severi or eight ]ust to

block off an entrance or exit), you

can use just a couple to block off

the gold mines of Humans or Ores.

By doing this, you hamper the

progress of your opponent, as he

will not be able to mine for.at least

one mlnute-and sometimes as

many as five minutes. If you block

the mines successfully, there is

almost no way your opponent can

make a comeback.

-Michael Kanik

For your devious nature,

MIclinel, you'll be receiving a

copy of lUtthtieUl 1942-mvi

you can practice evil deeds

wliite playing against tire

Gei nians. All of our other fair

readers, send in tricks lor

current games like Metflevaf;

lotar War and N0LF2. and

you'll be the tiexl to receive a

copy of the entertaining

naff/efiefd I942\

o One Lives
iForever 2

Cate s back
PAGE 142



GAMER'S EDGE

Prima helps you

through the hardest

parts of India



unlocking the door, you hear a rather disturbing

conversation on the other side. Once the lock is

picked, pull out your pistol and open the door.

Shoot the man who charges out at you and

grab his tulwar. Explore the entire room and

pick the lock on the door. Behind it, you find

the evidence that will save Kamal from trouble

with his H.A,R,M. superiors. When finished

here, return to your starting position.

Continue straight. You see a man in white

clothing standing ahead of you in the distance.

The following excerpts take you through the

trickier parts of one of the more difficult missions

in N0LF2: the seventh mission, Double Cross, which takes

piace in india. Be careful, as there are spoilers within. For

more heip, check out Prime's fuil officiai guide.

mynah birds tell you that the police are after

you. If the police see you, they will give

chase, and, if they catch you, your chance

to infiltrate H.A.R.M. will be lost. You must

be very careful not to run afoul of them

as you move through the streets.

Walk forward toward the mynah

bird and turn right. Move to the edge

of the building and listen to the

conversation between the two

police officers. Lean out and get

a look at them so you'll know

what they look like; all the

police wear white shirts and

khaki pants. When done

speaking, they walk off. Let

them go and walk behind

them. Go through the first

large arch to your right.

You will pass by several

people on your right.

Talk to the first one. He

tells you that a man

bought a pink carnation

from him recently, and he gives you an

envelope. Read it. It's a note from Kamal that

' says some agents of Evil Alliance have

discovered he's passing information to UNITY.

Continue forward. Keeping your eyes open for

police officers, walk up to the closed gate and

pick the lock. Walk through and look left. You

find a staircase leading down. Creep down and

get out your nail clipper lockpick. While

Scene 1: Knife in the Back
In the opening cut-scene, a mysterious figure

has appeared in H.A.R.M. headquarters. This

giant mime is Pierre, one of the world's

foremost assassins. Volkov has brought him in

for a very special job-your assassination.

Scene 2: The Password

1

Meanwhile, Magnus Armstrong has contacted

, his friend Kamal, a disillusioned H.A.R.M.

operative. Kamal is willing to help UNITY.

' Although he's not familiar with Project;
l

!
Omega, he believes there may be some

;

important information in the central vault of !

; H,A.R,M.'s Indian headquarters. Bruno thinks

that the best way to get into the vault is not
1

by a direct assault. Instead, you're going
j

undercover. Your task is to join H.A.R.M. and
[

thereby gain access to their vaults. I

You start down the streets of Calcutta with
'

Armstrong. A mysterious figure approaches

and, after a short chase, confesses that he

was sent by Kamal to find you. As he's about

' to tell you where Kamal is, a knife appears in

his back, and the huge mime you saw in the

cut-scene runs off down a side street.

Worse, the police see you and Magnus

standing over the body of the fallen man and

naturally assume that you are responsible for

his death. You've now got to locate Kamal

without being seen by the police, who are

trying their best to apprehend you.

As the scene starts, you hear one of Santa's

wwwx<HT9BtugBmii^.cem 143



When conversation

is over, put a buliet

in his head.

Use the nail clipper lockpick on this door.

There's Kamal In the distance. Talk to him to

get your next objective.

''
* V-.,

the large gate and talk to him. This is Crazy

Harij, and he lets you pass because you've

given him the 50 rupees Kamal gave you.

Once through the gate, look left. There's a

newspaper box here. Open it and get the bug

that Kamal left you. One of Santa's mynah
birds gives you details on how to use the bug.

Move back to the gate to hear a conversation

between a policeman and Crazy Harij, then

back away. That policeman will be walking into

this area in just a moment. The best way to

hide is to run past the newspaper box and

open the door to the right. Run to the end of

this alley and wait for the policeman to appear

and walk past before leaving,

A H.A.R.M. agent named Balaji Malpani

appears. He's in charge of H.A.R.M.'s

passwords. Malpani is on his way to his hotel,

located in another part of town. You must beat

him there so you can use the bug.

Malpani is staying at the Hotel Happy Guest,

around the corner from where you spoke to

Kamal. Run there now-you should easily

arrive before Malpani. His room is on the

second floor, on the left from the stairs. Plant

the bug, then go into the next room and wait.

Malpani comes to his room and speaks with

someone on the phone. While he does this,

pull out your pistol and lean around the

corner. Listen to the entire conversation and,

as soon as it's over, put a bullet in Malpani's

head. Now listen to the tape. Also, search

Malpani's body for the key to his safe.

Open Malpani's safe. It contains a note that

suggests the password "mulligatawny" might

not be the one that's currently in use at

H.A.R.M. headquarters. Now armed with two

possible passwords, you're ready to infiltrate

.A.R.M, base.

Walk back down the stairs in the hotel.

There’s a policeman walking a beat

outside. Wait until you see him walk

past the hotel from left to right

before leaving. Go left on the

street, past where you met

Kamal and then past your

This is Kama!. Go up and speak with him.

Kamal gives you a map and tells you he's

planted material for you in a newspaper box.

He also gives you 50 rupees so you can get

past Crazy Harij.

Return to the flower vendor. Take the left

down the alley near him and go around the

next corner to your right. Wait here for a

minute. There's a policeman on patrol in the

^
area, and you must wait for him to walk past

from left to right. Once he’s gone, walk out to

' the street and turn left. Walk to the man by



Wdt for the policemen to pes;> so you can get

to Crazy Harij. Grab the bug from the newspaper box.

You'll see a locked

gate guarded by a

large thug.

....or just shoot MatpanI In the head. Cither way,

you snag the password.

Here's the Hotel Happy Guest, where you need

to either plant the hug...

starting location. Continue all the way back to

the gate where you spoke with Crazy Harij.

Watch out for the policeman on the other

side of Crazy Harij's gate. When you can, run

straight ahead and around the corner. To avoid

this policeman, stand near the gate you

opened earlier and wait for him to walk past

from right to left. When he does, run back to

the main street and go right all the way to the

end. There’s a large gate in front of you. To the

left of this, on the last door on the main street,

is a peephole. Open it and give the password to

the guard to complete this scene.

Scene 3: Planting a Bug
The man at the gate denies that you’ve

entered a H.A.R.M. facility, or that they have a

chief of security, and even any knowledge of

H.A.R.M. itself. However, he does tell you that

the office of the man you think is the chief of

security, Anoop Banerjee, is on the second

floor and that he’ll retrieve him for you.

Just after the man leaves, Kamal gives you

another bug and tells you that you must plant it

on Banerjee's office phone. You've got to get in,

plant the bug, listen to the conversation, and

return before anyone knows you are gone.

Turn right and walk down the hall, all the way

around the grating. Open the double doors at

the end and walk through. This takes you to

another open atrium. In this room, there's a

door to your left that leads to a hallway, but

the guard on the other side won’t let you pass.

Don't worry about this. Go up the short stair-

case in the room and then through the door on

the left. This takes you to a long hallway.

Left in the hallway is a locked gate guarded by

a large thug. To your right is a double door that's

guarded, and at the end of the hall is another

door. Enter this door, which leads to a bathroom:

although you are supposed to stay put, you do

have permission to use the bathroom.

The bathroom is behind the single door on

the right. From there, you can get out to the

grounds surrounding the house. Inside, walk t(

the window and jump onto the ledge. One of

Santa’s mynah birds tells you that you

must avoid being seen, or you’ll be

taken back to your starting position

and will have to try again. Go to the

end of the ledge and drop to the

ground below. Hug the building on

your left. Walk straight across,

still hugging the wall, and go

around the corner to your left.

Take the first door ahead to the

left. You’re inside the building

again and very close to

Banerjee’s office.

Back inside, follow the hallway

around the corner to the right. Take

the first left into a large, open room.

The guards here should be looking away

from you, so run quickly up the first set

of stairs. On the landing, go right and up

the second set of stairs to the second

floor. Banerjee’s office is at the end of

this hallway through the double doors.

Plant the bug on the phone. Almost

immediately, the phone rings. You've got

to hide. The best location is behind the

screen in the back corner of the room.

Wait until the conversation is over and

Banerjee leaves the room. When he does,

go listen to the recording. It seems that Evil

Alliance has been causing problems for

H.A.R.M. again.

Once you’ve listened to the bugged phone

conversation, the scene switches. You a

taken in to meet Banerjee himself.
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The cop you are tailing has walked off to

your left. Peek out to the right. There's

another cop here. Wait for him to turn around,

then follow the first cop and grab the poster

at the end of the street. Follow the corner to

the right. Get the next poster a little farther

on. Turn left and run until you have a choice

of going left or right.

The cop has gone right, so you should go

left. Peek around the corner to the left and

wait for him to place another poster. When
he's done, go grab it. Follow him around the

block and wait for him to hang the last poster.

While he is doing this, return to your starting

location. Watch out for the policemen

patrolling the area.

Go past where you grabbed the second

poster. You pass a boarded-up movie theater.

At the end of the street, you find a gate, which

you may have to unlock and open, Beyond it,

locate the last wanted poster. Grab it, and

Crazy Harij comes to talk to you. He tells you

; that Kamal wishes to speak with you. but Harij

,

doesn't remember where Kamal is. Kamal can
' be In many different locations; you must comb
the city carefuliy to find him.

Once you locate Kamal, talk to him. He tells

you that there is an out-of-order phone booth

near the movie theater. He also gives you the

combination for the lock. Make your way back to

the theater. The phone booth is across the

street from the theater. It's blue and difficult to

miss. Inside, you find a note from Kamal telling

you that the abandoned theater is the Evil

Alliance headguarters. Also in the package

are a note and a map from Santa. When
ready, leave the phone booth and walk past

the theater. Use the hairspray welder to burn

the lock off the door just past the theater. Walk

forward to complete this scene.

As you may expect, Banerjee denies working

for H.A.R.M. and also denies any knowledge of

Evil Alliance. You suggest that you can bring

him the contents of the Evil Alliance safe and

destroy their operation. After a moment's

hesitation, Banerjee agrees that such a

deed would guarantee employment.

Scene 4: Wanted
The ultimate goal in this mission is to infiltrate

the headquarters of Evil Alliance. However,

you've got a problem. The police are starting

to put up wanted posters of you and Magnus,

and neither of you blend in with the crowd in

Calcutta. To start, you must follow the police-

man walking his beat and remove the wanted

posters before civilians can recognize you. You

must also avoid being spotted by the police.

The first poster is easy; the policeman

puts it up right next to where Armstrong is

standing. Wait for the cop to walk away, then

go get it. While you are waiting, get your

purse from Armstrong, who is more than a

little perturbed you made him hold it. You'll

get the utility launcher. Put a tracer on the

cop with the posters. Stay here for a bit and

lean around the corner.

The cop walks away from you and puts up a

poster. When he's done, he walks back toward

you and places another one before turning up

another street. Wait for him to place these

two posters, then run and get both. Grab one

more a little farther up the street when the

second cop turns around. Go back toward your

starting location and turn right at the corner.

When you turn around after grabbing the

third poster, you see a man standing in front of

you. Walk to him and turn right down the alley

he is by. Follow it to the end, go right, and get

the poster you see on the post by the road.
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Bruce and Tom fight

for Europe in the
Middle Ages in three
custom battles, one set

in each period (Early, High. Late),

with 5,000 florin budgeted per

battle per side. They must

choose a different faction each

game. To avoid the inevitable

"defender camps atop the nearest

hill" scenario, the map will be

flatcoastalOl with a randomly

chosen terrain type. The loser of

each game will choose whether to

attack or defend for the next game.

For the first game, Tom wins the

coin toss and chooses to defend.

TA T
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Ttie Poles overwhelm the Almohads.

IGAMEONE
^The Early Period
I
Bruce's Poles attack

f
Tom's Almohads
Bruce's pregame

,

Early units are all pretty much the same, so 1 just

go with the Poles and choose a core of 4x100

spearmen. With their good defense but poor

attack, they’ll advance but won't contact Tom's

troops. 4x60 feudal men-at-arms and 2x40

feudal foot knights will carry the attack. I split

my cavalry between light and heavy units: 2x40

alan mercenaries and 2x40 feudal knights,

respectively. My king will ride with 20 royal
'

knights, who have the same values as the feudal

knights. I pump every unit up with 1 point of

valour and use the leftover points (and single

. remaining slot) on a single unit of fOO fanatics.

Their high attack and morale values make them

I a good, cheap unit to throw in once the battle

. starts going my way. I skipped missile units

because the ones available in the Early Period,

archers, aren’t really worth it.

Tom's pregame
We're in the middle of the desert in the 15th

century and Bruce has chosen the Poles,

probably out of some misguided obligation to

the Geryk family name. I intend to show him that ]

his Polish army doesn't belong here by selecting •

the indigenous Almohads. My basic plan is to

have a heavy complement of missile units to

back up a core of foot soldiers. My front line will

I be formed from 240 Almohad urban militia units,
'

I
each with valour cranked up to 3. These guys are ^

i expensive, but they're heavily armored and have

Bruce's Essential Tips

I
i> The first rule of army selection is

balance. It's also the second and third i-

rules. A slow, heavily armored force is

:
going to get eaten alive by a good

I combination of missile units and tight

; cavalry with heavier units at the core.

I

Always have some light cavalry to slip

I into the enemy's rear, whether you're the

: attacker or the defender. If he doesn't

I
have anything to counter It, that

: seemingly Impenetrable line of chivalric

I foot knights will melt away when hit from
: the rear while already engaged from the

|

'

I

front. Be sure to know what you want i

'

! your units to do: Chivalric sergeants have
\

[
a lousy attack, but if you're defending,

I
.
they're the perfect choice to absorb the

!
attacker's blows while you maneuver lor a

counterstrike. Tor this reason, even the

;
defender needs good attaching units,

!

but selecting units that are good at '

I
everything Is wasteful. Putting the right

i

; units In the right positions Is what

i battlefield maneuvering Is about. ^
Archers in flight.

a high enough attack value to counterattack

;= anyone who engages them. I'll support them

with 360 desert archers, who will shred

•• approaching Poles and then retreat behind the

• line of militia. My general will stay out of the way

with 20 ghulam bodyguards. I spend extra florin .

upgrading the archers' weapons.

Outcome
Bruce wins. Bruce's valour; 3,214. Tom's valour:

1,510. 514 out of 620 of Tom's Almohads lost to
'• 302 out of 600 of Bruce's Poles lost. The
: Almohad general was killed, and the Almohads

were routed.

Bruce’s postgame
Since I didn’t have missile units, 1 attacked

during a sandstorm to reduce the effectiveness

of any ranged attackers Tom might have

chosen. Good decision. I kept my light cavalry

close to my advancing infantry and on the

flanks, and was able to charge Tom's archers

while they were unprotected. As that happened, t

I marched my spearmen up to Tom's infantry,

who were spread across a short front since they

consisted of only four 60-man units. I was easily

able to outflank them while his archers fled in
|

disarray. The panic became infectious, and I was

able to use light cavalry to kill a lot of units they

would have been unable to touch otherwise. If

you can get units to start running, you can keep
i

them running much more easily. It's the concept I

of inertia applied to morale!

Tom’s postgame
"Shoots poorly in bad weather." That's one of

the data entries for my archers, who were

loosing their arrows into a sandstorm. Lovely.

'. Also, I had them too far forward, because when
j

.
Bruce charged them with cavalry, not all of

them could get back in time, and they started

E taking casualties. Suddenly, my archers were
* running around like idiots while Bruce’s Polish

I
horsemen rode them down. I used my only

I cavalry, the ghulam bodyguards, to hit some of

I
his cavalry from the side. Before I knew it, my

I
bodyguards were outnumbered and tangled up.

I
This got my general killed and left Bruce free to |

I
wrap his infantry around my surviving militia.

I
Focusing so much money on ranged units was a I

I waste of florin, considering they barely had a

I
chance to fire their arrows. I'm choosing to

I
defend in the next game. This time, I'll be ready I

I
for Bruce's light cavalry.
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Saracens grappling with Byzantines.

GAME TWO
The High Period
Bruce's Byzantines attack

Tom's Turks

Bruce's pregame
Once again, we're on a desert map. I chose

the Byzantines because of their heavy cavalry,

which i want to use to break Tom like so many
Turkish aspirations in front of Vienna. It's not

exactly the Middle Ages, but the spirit fits.

I can’t pronounce pronoiai allagion, but I

know what they do, and two of them plus

2x40 kataphraktoi give me a serious heavy

cavalry force with which to charge Tom down.

It's a little foolish to put a bunch of heavy

cavalry in the desert where they tire quickly,

but I plan to conserve their energy and charge

only when it matters most. I'm still not a fan

of missile units, but naphtha throwers cause

fear, so I hope to be able to disconcert Tom's

front line with a pair of these units, and then

follow up with a cavalry charge. Three

Varangian guards, four Byzantine infantry, and

two spearmen round out my force. I give both

spearmen and one Byzantine extra valour. I

have a lot of elite units who ignore nonelite

routers, so I can safely press home attacks

without worrying about my weaker units

causing my stronger ones to rout,

F Tom's piegame

I Time for my young Turks to send Bruce's

Byzantines sailing back to Byzantium. This

time, no missile units. Instead, I'm going to

I
base my defense on a wide, strong front line,

f The line will alternate between powerful

Saracen infantry for strength and peasants for

I
filler, to ensure I can't be outflanked. Whereas

i my militia from the Early Period had only 60

5 men, these Saracens and peasants have 100

men and can spread out more. Since they're

the cornerstone of my defense, I boost the

Saracen valour to 3. 1 buy three units of

!
ghulam cavalry to secure my flanks and a

k squad of ghulam bodyguards to accompany

., my general.

^ Outcome

I
Tom wins. Tom's valour: 2,750. Bruce’s valour:

850. 558 out of 864 of Bruce's Byzantines

lost to 454 out of 1,040 of Tom's Turks lost.

The Byzantine general fled, and the

, Byzantines were defeated.

Bruce's postgame
My naphtha throwers' range was so short that

by the time they were almost in range to

attack, Tom just advanced and caught them, so

I wasn't able to follow up a kataphraktoi charge.

My attempts to cause his peasants to flee just

led me into a Saracen infantry sandwich, as his

peasants backed off and he converged his

infantry on my attackers. My Byzantine infantry

didn't have the morale to withstand that kind of

cauldron. Since my heavy cavalry was too slow

to maneuver around behind, I had to settle for

some frontal assaults, which Tom withstood.

The desert didn't help, either.

Tom's postgame
As 1 surveyed his approaching army with my
cursor, I realized that all of Bruce's units

sounded iike pasta dishes. This can be a

problem with all the different units in

Medieval: If you don’t know what's coming at

you, you have to wait for those infernal tool

tips to slowly cycle through their vague

descriptions. Luckily, I knew what those

naphtha throwers were, and I was able to

intercept them before they could cause any

damage. Once I got my men back in line, it

became a straight-up. head-to-head fight.

Since Bruce went for the easy targets first-

the peasants-l was able to draw his attackers

in and collapse the Saracen infantry on them.

The ghulam cavalry at my flanks seemed an

effective deterrent to keep Bruce from trying

to get around me. This was a textbook

example of how sometimes, the best course of

action for the defender is to just stay put.

^... liA

Saracen valour holds out against the onslaught.

Tom's ghulam cavalry hold back Bruce's

flanking attempts.

i> Buying weapons, armor, and valour

: for youf units might seem a bit

mysterious, but It's really quite simple.
;

' Each point of weapons adds +1 to a
j

unit's attack. Each point of armor adds
|

•kl to a unit's defense and armor value.

However, each point of valour adds +1 to

;

attack and bonus, as well as +2 to a

I
unit’s morale. The cost of each Increase

: is progressively higher. You'll get the

most bang for your florin buying valour,

but this isn't always the best choice for >

,

specialized units. For instance, If you’re
!

I using your cavalry to strike at weakened

I

opponents, it’s a lot more practical to
i

^ Just buy weapons for the attack value
{

1 rather than paying extra for the
'

defensive bonuses that valour will

.
provide. The cavalry won't need that.

Similarly, If you're using infantry to

simply hold the line, buying a point or

.
two of armor, In addition to valour, will

: go a long way toward boosting their

defensive value.

/



Bruce's piegame
I feel more comfortable on the offensive, even

though this time, I'm taking the Italians. I like

the Italian infantry, so I take 3x100 of those. I

also like the Hospitaller knights, so I take

2x40 of the cavalry and 2x40 of the infantry.

These are all tough shock troops. If Tom is

playing the English, he's bound to take

longbowmen, though, so I'll need to have

plenty of fast cavalry to hunt them down or

my knights will get slaughtered, just like at

Agincourt. 4x40 mounted sergeants should

suffice. I spend my few remaining florin to

give the infantry a point of valour.

Bruce’s cavalry emerge from cover for a charge.
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GAME THREE
The Late Period
Bruce s Italians attack

Tom's English

Tom’s pregame
OK, you’d think I would have learned my
lesson about missile units in the Early

Period, but I can’t resist the English

longbowmen, who are archers without equal.

I’ll take a pair. The Late Period also offers

firearms like the handgunners and

arguebusiers. I take two of each. Hopefully,

Bruce will buy a lot of heavy metal again,

and I’ll have an opportunity to throw

7 §
ammunition at him. The Late Period also

offers some superlative anticavalry units,

particularly Swiss pikemen. I take two

regular pikemen, two Swiss pikemen, and

two Swiss armored pikemen. Now it’s time to

pray for no rain, since firearms will be

useless in wet weather. No matter what the

j
.

! Outcome
Bruce wins. Bruce’s valour: 960. Tom’s valour;

680. 516 out of 880 of Tom's English lost to

361 out of 620 of Bruce's Italians lost. The

^ English general fled, and the English were

defeated.

Bruce's postgame
Since we're in temperate terrain, the plain is

broken up with a few forests. Tom has

arranged his troops with either flank anchored

by a forest, so there's some maneuvering here

before the battle is joined. By the time I

emerged from the tree line, you'd think my
troops had never seen firearms before, by the

way they broke and ran. I was able to rally

them quickly, though, and followed up with a

deadly Hospitaller charge that routed his

gunners for good. Meanwhile, my light cavalry

kept Tom's longbowmen on the move and

unable to fire, and eventually trapped and

annihilated them. Once a battle is joined

(especially on flat terrain where archers can't

get a range advantage), it will usually become
so chaotic that the missile units will eventually

get tangled up in melee, which almost always

means curtains for them. If you have heavy

units and they can survive until this point,

their effect is telling.

Tom's postgame
ll^’i The weather’s great and the trees offer me

some good defensive options. But in the

process of jockeying for position, it turns out

that Bruce managed to approach through a

forest, which meant he had a shorter distance

to cover while under fire from my longbow-

men. Still, the longbowmen and firearms

managed to inflict enough casualties to turn

back some of Bruce's approaching infantry.

Unfortunately, since I had no cavalry

R protecting my general other than the royal

knights, I was helpless to do anything about

his mounted sergeants, who kept riding

around and harrying my missile units so they

couldn’t fire. Eventually, Bruce managed to

rally the guys I'd turned back, and they were

able to deploy in front of my line with only

minimal interference from my ranged units.

We started wheeling our armies around in

flanking/counterflanking maneuvers, and he

was eventually able to hit me from the side

and from behind with his cavalry. This sent

my pikemen running off through the trees

and ruined England’s chance to conquer a

country with better cuisine. And this is why,

when you ask people what they feel like for

dinner, no one ever says, "Let’s have English

food tonight."

The Italians try to work their way around

England's Swiss pikemen.

Overall Outcome
Bruce wins two victories to Tom's single

victory. Tom shakes his fist and vows revenge.



WarCraft III: Reign of Chaos
Secrets of the Undead By Elliott Chin

hile the Human alliance and Ore

horde are familiar to WarCraft

veterans, the Undead are a

completely new race for players to learn and

master. They're also a fascinating faction with

lots of great abilities. Here are some general

tips on how to play the Undead, as well as more

detailed looks at how to use spells and take

advantage of the Undead strengths and

compensate for their weaknesses.

Undead basics

The first unusual aspect of the Undead is their

unique resource harvesting. Undead don't send

peons into mines, They haunt a gold mine and

then station up to five acolytes around it to

siphon gold. The advantage to this is that you

don’t waste time bringing the gold back to your

town hail, and when expanding, you don't need

to build a town hall near your expansions.

One aspect of the Undead economy that you

shouldn't overlook is the ability to unsummon
buildings. You need the acolyte to unsummon
the building, but when you do so, you get back

50 percent of the building's cost. A sacrificial

pit, for example, returns 100 gold and 40 wood
to you. If the building you unsummon is

damaged, however, you'll get fewer resources

back. Use this ability when you are hurting for

cash, usually after the enemy has attacked you

and you're out of money for units or buildings.

Another element of the Undead that bears

mentioning is the blight. Undead units only

regenerate on the blight, regardless of the time

of day. When off of it {which is usually always if

you are on the offensive and exploring), your

Undead units cannot regenerate hit points.

When on the blight, they'll regenerate faster

than any other race's units. After battles, it is a

good idea to send severely wounded units back

to the blight to recuperate.

The value of corpses

Corpses are used by necromancers to raise

skeletons, by ghouls to heal hit points, and by

death knights as victims for the Animate Dead

spell. For raising skeletons and healing ghouls.

any corpse will do, even critters. Don’t overlook

the seals and pigs sitting on the map. If your

ghouls are hurt and there are no enemy corpses

around, kill a critter and eat. If you need bodies

to raise a skeleton, use a critter.

Undead can save corpses for later use with

the meat wagon, which can hold up to eight

corpses. You can set the meat wagon to

automatically gather corpses. When held, these

corpses don’t decay. A good tactic is to kill

critters as you explore and store them in your
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Use the Undcad meat wagon to store corpses for later use. That way you always have a ready

supply for raising skeletons and heating ghouls.

meat wagons. Then, just before you attack an

enemy base, unload the corpses and have your

necromancers raise a great army before

attacking. Using the meat wagon and necro-

mancer combo, you can give yourself a portable,

instant-made army.

When stored in a meat wagon, the type of

corpse is remembered. This is useful when using

the death knight's Animate Dead spell. After

killing particularly powerful creeps, like ogre

fords, troll warlords, and centaur khans, load

them onto the meat wagon. Don't let your

ghouls or necromancers use them. Then, when

you are ready to attack, unload them near your

death knight and have him animate them. These

units are as powerful as high-level units like the

tauren and knight. When animated, however,

units lose any special abilities, spells, and

upgrades they had.

Choosing a hero
When the time comes to make your choice of

hero, the Undead have some interesting options.

In general, the Undead heroes aren't as durable

as heroes of other races, so keep them alive

through careful micromanagement. While the

death knight has the highest hit points of the

lot and can heal your units, the dread lord is

actually the best hero to recruit. He can do it all:

damage multiple opponents at once, immobilize

heroes, and bestow a useful aura. And his

ultimate spell is awesome.

Why the dread lord is king
The dread lord gives you the ability to

immobilize opponents with his Sleep spell. Early

on, when you are fighting creeps, you can use it

on leaders so you don't have to deal with them

until after you mop up the followers. Sleep can

also be very useful for taking heroes out of the

fight for a short while, or stopping them as they

flee. Use it also on high-level units like frost

wyrms, druids of the claw, and others. Sleep is

an excellent counter to high-damage spells like

the archmage's Blizzard and the priestess of the

moon's Starfall, since the casting hero stops

maintaining the spell once he is put to sleep.

Vampiric Aura is also a great first ability, as

it heals your units when they deal damage.

However, it only affects melee units. Because

it is an aura, it also benefits units that are

immune to spells, like the infernal allied dryads

or your own units that are being protected by a

banshee's Antimagic Shell. However, note that

Vampiric Aura will not let you heal when your

units are attacking creatures with natural spell

immunity, like dryads and golems. Level up this

skill quickly so that your units have vastly

improved longevity. For quick healing after

battles, attack creep buildings like tents, or your

The Undead's
...Hard.lime .Healing...: j:i.

One weakness of the Undead is their

lack of healinq-they have no normal

unit that can heal their units en masse.

Undead players who want healing must
commit to the death knight hero. He can

be a potent means of quickly healing a

unit's health, but still doesn't provide

Undead players with the prolific healing

available to Human or Night Elf races.

Even the slow hit point regeneration

available to other races is a little more
restrictive for the Undead, who cannot

heal naturally away from the blight. To

compensate for this weakness, you want

to research the ghoul's Cannibalize

ability, which lets this unit devour

corpses to heal hit points at the rate of

to per second. In addition, the dread

lord's Vampiric Aura is a must-have, as

it lets your units convert damage they

deal into heating. At its highest level,

Vampiric Aura can heal back 45 percent

of the damage your unit deals. The dread

lord's Aura Is very large, so a tot of your

units will benefit from this healing, and it

can’t be dispelled like the Ore's Healing

Ward and has no micromanagement

needs or mana cost. The only drawback

is that it only affects melee units.

enemy's buildings-this will help you quickly

regain hit points. You cannot hit your own
units or buildings to regain health.

Carrion Swarm is a good second choice

because it is an area effect attack, like the

lauren chieftain’s War Stomp. When using the

dread lord, be careful with him in combat. He

is a melee hero, but needs to be kept alive

because his aura and spells are vital to victory

in battle. Stock him up with potions of healing

from the goblin merchant to ensure he lives

longer. Keep the dread lord out of melee

combat unless you need his strength, and make

sure he doesn't get surrounded. To make him

even more durable in combat, recruit a death

knight as your second hero and have him use

Death Coil to continually heal your dread lord

when he is wounded.

Leveling up your dread lord is essential, not

only to get maximum Vampiric Aura but also to

get the inferno ultimate spell. You can cast this

at range and it will stun all units in the area for

four seconds. It also summons an infernal unit,
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You can use the necromancer's Unholy Frenzy

as a finishing move to kill a fleeing hero.

which is a huge brute with spell immunity,

1,500 hit points and +6 armor that does 49 to

60 damage, and a permanent immolation aura

that does 10 fire damage to ail surrounding

enemy units. It also does chaos damage (as

opposed to piercing or normal damage),

meaning it has full effect on all armor types.

The infernal goes away after 180 seconds, but

during that time, it’s a terror on the battlefield.

Be aware that despite its spell immunity, it can

be damaged by dispel magic spells like Abolish

Magic and Purge.

The death knight

The death knight, because of his healing ability

and Unholy Aura, Is usually your best second

choice. Death Coil ensures that you can keep

your troops alive longer. Unholy Aura is also

good because it improves your units' speed

and gives hit point regeneration off the

blight. Death Pact isn't as useful,

especially because its low-level version

is so weak, but it's the only way to heal

your death knight since he can't use

Death Coil on himself. However, you

often can’t afford to lose units to this

spell. Death Pact is really only useful if

you have necromancers around to raise

skeletons as fodder. His ultimate spell. Animate

Dead, is useful for calling up an instant army of

six corpses, but the animated bodies only last

for a few minutes, and they don't have any of

the special abilities they had in life.

The lich

While the death knight is usually taken second

for his healing, the lich is also a worthy choice

because of his high damage potential. Always

choose Frost Nova first, which does damage

to enemy units but also slows them for five

seconds, reducing attack rate by 25 percent

and speed by 50 percent. Frost Armor is a

great second spell, since it beefs up a unit’s

armor by +3, +5, or +7, depending on the spell

Stacking a death knight and dread lord's auras

gives the Undead much-needed healing ability.

level. All units that attack the frost armor unit

are also slowed. The lich’s Dark Ritual spell is

like Death Pact, except that it gives mana
instead of health. Like Death Pact, it is really

only useful if you have skeleton warriors to

spare. But if you can use Dark Ritual, combined

with the low cooldown of the Frost Nova and

Frost Armor spells, you can wreak havoc on

enemy units and give added armor to your

whole army. The lich's ultimate spell, Death and -

Decay, is a great way to demolish buildings. It

destroys 4 percent of a building or unit's hit

points per second, but the lich must maintain

the spell for its duration of 35 seconds. Use

it to wipe out whole arrays of towers, clear

forests, get to walled-off gold mines or enemy
bases, or kill units. Unlike the Ore farseer's

Earthquake spell, Death and Decay does

damage to units, but it also hurts your own

troops, so cast it on enemy ranged units or at

the back of an enemy army.

Undead units

With your hero selected, it’s time to move onto

your units. The choices are pretty simple once

you familiarize yourself with this race. By late

game, you should use abominations over

ghouls. The Undead are vastly more powerful if

you use their spellcasters. Of all the races, the

Undead have the highest damage potential. The

abomination, crypt fiend, and frost wyrm do the

most damage of any melee, ranged ground, or

flying unit in the game, respectively. The

gargoyle is also a quick hit-and-run unit that is

a good antiair unit. Research their Stone Form

ability so they last longer. They are awful in a

stand-up fight against ranged ground units.

One thing to consider about the mighty frost

wyrm: Its high hit points and massive attack are

very compelling, but don’t be fooled. Unless you

go with a large number of these beasts, they

will be chewed apart by ranged units like dryads

and riflemen. Support them with melee ground

units underneath to distract enemy archers. A

frost wyrm's attack also does a modest amount

of splash damage and slows those hit, reducing

an attack by 25 percent and movement speed

by 50 percent. When making town sieges, bring

along a few frost wyrms. not for their damage,

but for their Freezing Breath upgrade, as it will

stop building production. Units will be halted in

mid-build, lowers will cease to function, and

Night Elf buildings will be unable to uproot. Even

uprooted Night Elf buildings will freeze for the

five-second duration. The best thing about

Freezing Breath is that it is passive: the frost

wyrm’s breath is always freezing once the

upgrade is researched. You can actually get

frost wyrms in less than 10 minutes if you rush

up to it, to the exclusion of all else. And in large

numbers, the frost wyrm can be hard to stop,

especially if under an Unholy Frenzy spell. But,

except in numbers of eight or more, the frost

wyrm shouldn’t be your mainstay. When you do

use these units, because they are so slow to

build and expensive, you’ll want to have the

death knight's Death Coil handy to heal them

and have Frost Armor available to add armor. Of

far greater benefit are the Undead spellcasters,

the necromancer and banshee.

Using necromancers
The necromancer is an essential part of the

Undead army. Raise Dead is an obviously

powerful spell that creates two skeletons from

a single corpse, it ensures that even as you lose

units in battle, your army still grows and can

swell to unstoppable numbers as you add the

enemy’s fallen to your forces. Keep necro-

mancers in the back of your army, as they are

very easy to kill. You can use meat wagons to

store corpses and unload them for the

necromancers just before battle to create

a ready-made army on short notice.

Yet Raise Dead isn't the necromancer’s best

,_Sha.(lfts:.TJhe^Ulttaate UndeacLBM^^
The Undeail hAve an unmatched ability to scout out their enemies with their shade units. You

caa create shades as soon as yod upgrade to a halU of the dead, so you can have them very

early in the game. Decausa players tend to lunoro invisibility detection, you can alt a shade In

the middle of your enemy's base and he will never Hnow. This la a great way to see what your

enemy la doing so ygu can plan accordingly. You can also place shades near gold mines to

alert you when (he enemy starts expanding. The shade is an often overlooked unit, but you

can reap huge rewards by using him (or Inteiligenet. You should also have a sacrificial pit built

)ust ir> case you yuureelt are facing Invietble opponents, like an Ore blade master or enemy
Shades, because shades are also the Undead's only means of InvisibllUy detection.

In gearaeial, Uitdbad heroes aranH as dbutable

as heroes of the other races; keep them alive

througih microntaiiagemeni
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spell. Unholy Frenzy is an amazing buff for your

troops, increasing attack speed by 75 percent

for the cost of 4 hit points per second. A unit

with a slow attack speed actually gets bumped

up three levels to fast attack. Use it on high-

level units like abominations and frost wyrms.

Don’t bother using it on low hit point units like

spellcasters and ghouls. The best combination

for Unholy Frenzy is the dread lord's Vampiric

Aura and abominations. Because the

abominations do so much damage, they'll heal

more than 4 hit points per hit, completely

negating the Unholy Frenzy damage. One clever

way to use Unholy Frenzy offensively is to cast

it on highly damaged, fleeing units (obviously

you don't want to cast it on the enemy when it

still has enough hit points to go a few rounds of

battle). The unit will suffer 4 hit points of

damage per second for 45 seconds. And unlike

persistent damage abilities like the wyvern’s

Envenomed Spear or abomination’s Disease

Cloud, Unholy Frenzy will kill the unit.

The necromancer's final spell is Cripple, and

this is the best negative spell you can cast on

a unit in the entire game. Cripple reduces attack

speed and damage 50 percent, and decreases

movement 75 percent. Like with most other

percentage-based modifiers, the damage

reduction is based off of the victim's average

damage. So an enemy abomination with an

average attack of 45 suffers a -22 damage

penalty! And it attacks two steps slower, going

from average to very slow. A combination of

Unholy Frenzy on your own units and Cripple on

the enemy's heavy hitters nearly guarantees

Undead victory. Use this spell on enemy heroes

immediately to reduce their effectiveness and

to slow them down when they run.

You'll usually cast Unholy Frenzy before you

enter battle, but Cripple is cast when you see

the enemy. Therefore, you should turn off

autocasting of Raise Dead so you don't

_.Undeacl Expansion
The Undead have an easy time

expanding because all they need to do

Is build a haunted gold mine and their

acolytes can then start mining. But

theso expansions are highly vulnerable

to attecH, unless you surround them
: with defenses, which Is easy with the

Undead. Although you don't need to,

build a necropolis by your expansion

and then upgrade It to a hails of the

dead. This has two benefits: Your

heroes can now Town Portal there

(they can't Town Portal to a haunted

gold mine) and the halls of the dead Is

basically a double'-strength spirit tower

with triple hit points. When expanding,

you should send an ocolyte to the

expansion area and summon a haunted

gold mine, a necropolis, and several

xlqgurats around the gold mine.

Upgrade them to spirit towers and you

should have excellent defenses around

your base. Unsummon these buildings

to regain resources when you'ue

depleted the mine.

accidentally spend mana on skeletons in battle.

Use Cripple first and then resume autocast.

With so many useful spells, you'll want at least

five or six necromancers in your army.

Screaming Banshees
While not nearly as popular as the necromancer,

the banshee is underrated and incredibly useful,

Her Curse spell gives an enemy unit a 25

percent chance to miss when attacking. Used

against a mob of enemy units, that works out to

1-in-4 units not even hitting your units. Having

just a few banshees can turn the tide of battle.

The banshee's learned spells, Anti-magic Shell

and Possession, are very potent additions to

your arsenal. Anti-magic Shell is the Undead's

sole means of dispelling negative magic. When

cast on a unit, it will cancel out any negative

and positive buffs in effect on the unit, and

render the unit immune to any spell for the next

minute. With the banshee, the Undead are the

only race that can prevent their units from

succumbing to damage spells, like Storm Bolt,

Chain Lightning, War Stomp, and such. Cast it

on your heroes before they enter battle, since

heroes are often the targets of high damage

spells like those. Keep in mind that once

protected by Anti-magic Shell, your unit won’t

be affected by beneficial spells either. Auras,

though, will still benefit the unit.

Possession is the banshee's final spell and

lets her control an enemy unit, although the

banshee is lost in the process. You cannot

possess flying units or mechanical units, or

take over creeps level six and higher. Using

Possession, you can break the food cap. If you

are at 90 food, and you possess an enemy

knight, for example, your food cap will grow to

92 (since the knight takes four food as opposed

to the banshee's two). Don't waste Possession

on low level units. Use it instead on Level 5

creeps with special abilities and give the

EssentiaJUjjdead Abilities..

When playing as the Undead, there are

a lew abilities you definitely should

research. Skeleton Longevity Is a must*

have II you use necromancers, as It

makes skatoton warriors last a third

longer. Web Is also an essential ability

to research^ In the scheme of things.

Its cost Is minimal, as It gives you an

Instant counter to enemy air units so

you are never caught with your pants

down when your foe rolls gryphon riders

or chlmoera into your town. If you wish

to use ghouls in the late game,

Cannibalize and Ghoul Frenzy are also

vital. However, you'll probably use

abominations. In which case you should

not Ignore Disease Cloud. While on

Infected unit can't die from the disease,

It will lose up to 120 hit points, if you

ore fighting Undead, though, Disease

Cloud Is a useless upgrade, as Undead

units are Immune to its effects.

Undead access to powers they don’t normally

possess. For example, you could possess a troll

high priest and gain use of his Heal, Abolish

Magic, and Inner Fire spells. Or possess an ogre

mage and get Bloodlust. A good idea is to go for

a creep leader with an aura, like the gnoll over-

seer, which has the Command Aura that gives

every friendly unit in range +10 percent damage.

Units possessed lose any weapon and armor

upgrades they had. However, possessed units

still have their special abilities, so you can

even possess peon units (ike peasants and

wisps, and gain access to another race's entire

lineup of abilities and heroes. With this ability,

no secrets of any race are beyond the ability of

the Undead to learn.

In a pinch you can unsummon buildings for

rosoiircos.
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Scorched

Hate Is My Anti-Drug
Yeah, I know I suck, but so do you By Robert Coffey

I
t'S a level of thanklessness that can

only be appreciated by the mop guy

at a peep show.

After four-and-a-half years of

Greenspeak owning this page and a

sizable chunk of the gaming community's

mindshare, I have been asked to

cough up roughly just enough

words each month so we'l

have something to print

opposite that snazzy ad ^m\
on the inside back cover,

It's a lot like waking up

and finding out you’ve

become Zeppo Marx.

Thanks a lot, Jeff.

Am I particularly well-

suited to take over this

page? Quite probably not.

And I completely expect to

hear about it. for months

upon months upon months

to come, from every sad, sad

miscreant who's subscribed

to this magazine so long that

they can remember stuffing

it into the back pocket of

their rented chocolate

polyester tux with the extra-

wide lapels and big, droopy

purple bowtie so they could

read Scorpia's 5,000 word

review of that RPG with the

amazing ASCII graphics at their

"Spirit of '76'' high school prom when

they should have been dancing with a

girl. They and many others, and quite

possibly you, will send me hate mail, and

I, in an ill-advised act of self-flagellation,

shall endeavor to answer every bitter

screed. Well, within reason. There are

some ground rules, so sharpen your

poison pens and take some notes. The

hate mail line starts over there, right

behind Stevie Case.

Profanity will not be tolerated.

Rather, it will be embraced. Nothing

quite touches the rubbery black thing

that passes for my heart like a

beautifully constructed string of utter

filth. Let yourself go. Get into it. Throw

in a goat and a meathook and see what

you can do. Unimaginative gutter-

mouths, the ones whose emails start

with ''F**k you a**hole,” will have their

missives deleted faster than you can

type "Bzzt" on an Internet forum.

Do not call my children chronically

inumrus sJrt S-A.ijO tor svr(«6 m.jH Po.tmLw Send Jfldrsw c

inlotiirillonjl Poh’i Mai! Proiluc! iConodri L'liltibutioni Sale: Agree

Go for it. Dad!

Do not fill your email with "L33t''

speak. This doesn't make you cool, it

makes you illiterate or, at the very least, a

really bad typist. I haven’t the time,

patience, nor secret Bazooka Joe decoder

ring to translate such gibbering. For the

record I do not "suxorz," I "suck." Please

be kind enough to recognize this.

Do not write my superiors and

demand I be fired. Actually, you

can do that just so long as you

do me the courtesy of

sending me your boss'

e-mail address so I can

return the favor. Then

that's totally OK. A

word of warning:

Raven Software tried

this after my
review of the first

Soldier of fortune

and I'm still here.

Probably just an
"

administrative

oversight, but y'know,

•^3. forewarned, forearmed, blah

?.'t' blah blah.

That about covers it. My
plans for this space extend

A L about as far as the bottom of

\T*j7 this particular sheet of paper-

f, V
‘ so already way ahead of Jeff

T.''.'?

' '
" right there-thus I’ll probably be just

,
as interested/appalled as you as

Scorched Earth develops/devolves/

Wiflt hide, ni stundile iqKmaway to

make this page nu»e of a total fiiuoa

disturbed hellions. I'm a father, for

God’s sake. Don't you think I already

know this about them? The truth doesn't

hurt, it sets you free.

Do not accuse me of owning a three-

foot Real Doll with an appendectomy

scar and a lazy eye. See above about

being set free.

Understand that the hate bar has

been set very high. Can anyone top my
mother’s "Thank you for the especially

excruciating new barb in the crown of

thorns your life has become for me. I

should have thrown you down the stairs

when you were 5"? Frankly, I doubt it,

but you are more than welcome to try.

( 0,3«i: Ucgia. Inc. ZS £ ZQih SI . Nw Yoik. m 100(6. Sutnciiiitioii rale

lOti lo Ccmi'-jlifr Cdnirnu Woilil, PO. B'n 57167. Boui(Ii;t. CO 6032S nfif. i

nt H,1 1058649. PdfioOic.rl: [itrtldg-- pal,! jl Nvw VorX, KY 10016 .inO aOcl

profoundly disappoints. With luck, I will

stumble upon a way to make this page

more of a total fiasco and less of a

tragic waste. It's going to be hard; I’ve

got freakishly large Bozo shoes to fill,

In the meantime. I'll be tap-dancing

merrily down the plank, noose and

albatross saucily wrapped around

my neck.

And keep those cards and letters

coming!

What Jeff doesn't realize is that Robert

is panic-stricken, having run out of ideas

after ghostwriting Greenspeak for two

years now. Tell him how much you /oafhe

him at robert_coffey<S>ziffdavis.com.
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ABS™ Diablo X3
Intel^ Pentium^ 4 Processor at 2.53GHz with 533F! B
Blue Kingwin Aluminum Case w/Acrylic Windows & Neon .ight

Enermax 330-Wau Power Supply

Asus P4T533 Intel 850E Chipset Motherboard w/S33FSB 8 USB 2.0

Samsung5l2MB 1066MHz RAMBUS Memory | |
Western Digital lOOGB 7200RPM UltraATA 100 Hard Drl^/8MB Cache

Pioneer I6X DVD Player & Mitsumi 1.44MB Floppy Drive

40X 1 2X48 SMART-BURN*’ CD-ReWritable Drive

ATI Radeon 9700 Pro 128MB DDR8XAGPVideo Card

Creative Labs SoundBlaster Audigy Sound Card & Mic

3Com PCI 10/100 Network Card & USRV,90 PCI S6K Modern

Microsoft Internet Keyboard & Optical Mouse

Microsoft Windows® XP Home Edition

Free I Year Onsite Service and 7/24 Tech Support

FrceABS'“ PC Organizer (3" Color Binderjfor Manual. Drivers, etc.)

ABS^“ Diablo PCs with the

Intel'"’ Pentium® 4 processor

$1749
ABS^” Diablo X
Intel* Pentium® 4 Processor at 2.80Gl|lz with 533FSB
Black Kingwin Aluminum ATX Case w/3 Windows (Picture Shown)

Enermax 550-Watt Power Supply

Asus P4TS33 Intel 850E Chipset Motherboard w/533FSB & USB 2.0

Samsung SI2MB 1066MHz RAMBUS Memory

Two 80GB 7200RPM Ultra ATA 1 33 Hard Drives

Lite-On I6X DVD Player & Mitsumi 1.44MB Floppy Drive

PICKtor 4BX 1 2X48 CD-ReWritable Drive

NVIDIA® GeForce'“4 Ti 4600 W/I28MB Video Card

Creative Labs SoundBlaster Audigy XGamer Sound Card w/IEEE 1 394

Integrated Intel Network Controller

Black Multimedia Keyboard & Optical Mouse

Microsoft Windows® XP Professional

Free I Year Onsite Service and 7/24 Tech Support

FreeABS'” PC Organizer (3" Color Binder for Manual. Drivers, etc.)

Monitors
ViewSonic 19" P95F+ White
SONY 21" CPD-GS20P White
NEC 22" FE2IIISB Black

Speakers
Kllpsch ProMcdia 2.1 THX-Certifled 200W
Klipsch ProMedia S.l THX.Certified 500W

Gamepad & Harness
GuillemotTHRUSTMASTER Fire Storm

dual Power Gamepad

Gear Grip-Pro Computer Harness

ULTIMATE GAMING
MACHINE

PIcasB use hill URL to gel latest prices and specialpnmolieas.0ww*907«7 7# 7 www.abspc.com/cgo'i
Sales Hours: Mon-Fri 8:30AM-5:30PIV1 PST Technical Support: Mon-FrI 8:30AM-5:30PM PST

Technical Support: 800-685-3471 General Office: 562-695-8823 9997 East Rose Hills Road, Whittier, CA 90601



Sound Blaster® Audigy™ 2 withTHX® certification delivers 6.1 surround sound with Unreal®Tournament 2003, Hitman 2:

Silent^sassin'”, and over 400 existing EAX®ADVANCED HD” and DirectSound® 3D games. Distinctly hear enemies

approaching directly behind you and blow them away before you end up in their crosshairs. Experience 106dB SNR
clarity and Advanced Resolution™ DVD-Audio from multi-channel 24-bit/1 92kHz DACs and 24-bit ADVANCED HD™

Inspire

6.1 Surround

CMSS® 3D up-mix technology and Dc

surround for CDs, MP3s, and DVD mi

combining Sound Blaster^Audigy™ 2 or

Sound Blaster® Audigy™ 2 Platinum

including internal connectivity drive

with Creative Inspire™ 6.1 6600-

the only PC speaker system with

rear center speaker and 120 v/atts

system power.

For more information, check out

www.soundblaster.com.

>y Digital® EX support provides 6.1

'ies. Make 6.1 surround a reality by

DOLBY
I

*

DIGITAL EX
EAX
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