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% MAX PAYNE 2, CALL OF DUTY.“ TEMPLE OF ELEMENTAL EVIL,

SAVAGE. WARLORDS IV, C&C:
GENERALS-ZERO HOUR. & MORE!
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^ 45+ HOT GAMES & GADGETS“ EVERY GAMER CRAVES. DON’T
GO SHOPPING WITHOUT IT!
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SONY ONLINE
ENTERTAINMENT

Game Experience May
Change During Online Play



empire" DIVIDED
Welcome to Star IVare Galaxies’ Massively multiplayer online gaming set In a galaxy far, far away. The Death Star has been destroyed and the

galaxy Is torn by civil war. Choose your allegiance - Rebel, Imperial or neutral - and Immerse yourself in the S/ar te' universe like never before.

This fall pu'll experience even more thrilling content, with player-run cities, creature mounts and authentic vehicles. Brace yourself

WWW.STARWARSGALAXIES.COM
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Moving THE ACTION
GENRE TO THE NEXT LEVEL

STOP ME I GAML iNrORVlUR

® 2003 Ubisoll Eniedainment. Basud un Prince ol Persia created by Jordan Muclincr. All Riyhis Reserved. Ubisnit arrd Ihc Ubisolt lotjo ere trademarks ^
Ubisotl EiUcrtainnicnl in Ihc U.S. and/or oilier couiikIds. Prince of Persia The Sands of Time is a trademark of Jordan Mochner used under license by UbisonI

Entertainment. NVIDIA, the NVIDIA Logo and Ihc Way It'S Meant to be Played Logo are registored trademarks or trademarks of NVIDIA Corporation in Ihel

United States and other cauntiics. (£J 2002 Gamclolt. All Riyhis Reserved. Gameloft and the Gameloft logo arc registered trademarks of Gamcloft S.A.'

w ^ ^



IN THE WAR THAT
CHANGED THE WORLD...

A
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“THE MOST INTENSE WWIl

,a, SHOOTER EVER."

PC Gamer

k-k-k-k-k

“ElVE OUT OF FIVE STARS."

Maxim

“IN THE BATTLE OVER WWIl
EPS ACTION. THE IMPRESSIVE
CALL OF DUTY SEEMS DESTINED

TO WIN ALL THE MEDALS."
GamePro

Best PC Game
Best Action Game

Top Games Of £3
6 2003 Activision. Inc

conlsins sollware locF

United Stale:



NO ONE FOUGHT ALONE
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24 EPIC SINGLE PLAYERMISSIONS - SPANNING FOUR CAMPAIGNS
WITH ONE GOAL - BERLIN

AcnViaoN.

AVAILABLE NOW
DOWNLOAD THE DEMO AT

WWW.CALLOFDUTY.COM

les. PuDItshcOard d^inbuled by Aclivision Publishing. Inc. Activision Isa tegisteiod trademaik and Call o> Duty Is aliadomaik ol Activision, Inc., and ilsaftiliaias. All righls lesotved. Dovelopod by Infinity Ward. Inc. This product

»JfTcin IdSothvare ('Id Technology') Id Technology 6 1999-2000 IdSollwaio Inc. NVIDIA, the NVIDIA Logo and the Way Its Meant to be Played Logo arc teglstoicd liademarks and/or liademaiksol NVIDIA Corporation in the

untries PC CD-ROM Logo TM & £1 IPMA 2003 The ratings icon is a legistercd liademailt ol the Enlcrtamment Software Assoaalion. All other trodemaiks and trade names arc the properties ol Ihmr rospective owners.



For thoss wlio wish to pamper themselves with the steely

feel of an upgraded Link Gun. the gut-twisting speed of a

space fighter and the piquant smeil of fresh Wood.,,

your game has arrived.

The greatest gladiator sport ever created is redefined for 2004, Now,

experience more than double the content of our previous model with

refinements for the discriminating thrill seeker who likes their action fast,

futuristic and gloriously bloody,

We introduce: the Unreal-'''' Tournament range of vehicles. Just one of the

massive new additions that comes standard with the 2004 edition. Pleasing

to the eye, powerful to the touch, punishing to the enemy.

-A

Pilot over land, sky and space, across 40+ all-new maps - including

some for those that consider themselves 'professional' combatants.

Revel in new weapon details (like optional dual assault rifles), a

fresh Assault mode, a brand new Onslaught mode and the return ol

some nefarious characters.

m
Visit www,esrb.arg

or C8II1-8D0-771.3772

for more ratings

infomiation.
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[a^Ka^ettewaJlvdI^ei^^5m^,tMil^^10sUlm1 tiuriiiim2C01v^uaiiHll;/ttKGamuslrciiiifDiQttaiBaretii!S SA«iurriAioJartriir*l«0Jl\Aar,lns,Nw/Yort,NV.



The New Unreal Tournament is here

3

SCORPION 4X4 Subwoofer Gear Ratios: -O.b, 0.4,0.65. 0.85. 1.1

AW-X 20.0L 6 Airbags AKA 'GOIIATH.’ Chassis Oimensions. 27.2 x 10 2 * 5.6 ft

Liandri DH-85 4x4 AirCenditioriino S-73 'SkyMine' anli-personnel and G07fanti'aiicfaft turret

LEVIATHAN Diesel
All Season

Floor Mats The lamily transport (seats 6). 'Visit' the enemy base.

J-1280G Raptor Attack
4 gyroscopic

Clip-holders Automatic pusntum-phased disniplion boll launcher

**

MANTA Hovercrati In-door Med-Kil D-4D MFtI; 1 6 seconds. lop speed: 1 15.2 MPH

1
FIGHTER H. Undisclosed Trunk Organizer 18-way power seat fits ore bumaooid comlonably

1 FIGHTER SK. Undisclosed Xerron Lighis For the most demanding alien warrior ^

SORTOFGREEN DAY-OLD BRUISE NUCLEAR WINTER

All uclions are si^^i locliange

Reload. Rev Up. Ride Out.

Test drives available - check www.unrealtournament.com for details.

$10 discount available lor 2003 model owners via mail-in robaie with proof of purchase.
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We’ve redesigned the magazine again,

and, amazingly, even our bumbling leader

noticed,

24 Letters
Readers confront the Cronenberg-like

n[ghtmare of Robert Coffey's online cross-

dressing. Plus the usual gaggle of love

letters, death threats, and desperate pleas

for attention.

36 Radar
Yes, Read Me has a new name—try not to

go to pieces on us (how many Readme
files do you read?). Radar has some of the

things you liked before, plus new things

like the Nerd Herd. This month we also

bring you exclusive first impressions of

Counter-Strike: Condition Zero.

50 PreuiGUJS
We've got a fine batch of games coming

down the pipe this month. We've got the

skinny on the new Splinter Cell game's

multiplayer, there's lots of new info on
NovaLogic's upcoming Battlefield-killer

Joint Operations, and Jordan Mechner
checks in with the simply brilliant Prince

of Persia.

zom Issue #23M

Holiday Gift Guide
Life stinks, and then you die. What's

the point of it all? Why try at all when
you're just gonna end up a rotting

skeleton in the dirt? Well, anyway, it's

the holiday season. So we thought

we’d get all cheery here and spread

some joy around with gift ideas.



90 RGUiGUJS
It's the time of year when everyone is

pushing their games out the door.

Unfortunately, this month a few got

pushed out too early, including some big

names. We'll fill you in on the

bugginess/greatness of titles like Max
Payne 2, Temple of Elemental Evil,

Warlords IV, Call of Duty, and the game
we know you’ve been dying for—

Neighbors From Hell. Who loves ya, baby?

130 TGCh
Wil beats the crap out of 12 high-end

machines, all in the name of crowning

this year's Ultimate Gaming Machine.

Check out the redesigned Tech section to

see what $5,000 can get you. And of

course everyone's favorite column, Wil

Power, is back.

149 ChGck Out
Check me out, baby—this is the brand-

spanking-new buying guide and

recommendation section. We've scoped

these fine products out. kicked the losers

to the curbs, and added the "dimes" to

our lists.

160 Tom us. BrucG
And the quest to rule the Age of

Mythology.

164 Scorched Earth
All Robert wants for Christmas is your

two front teeth.

96

98

Max Payne 2

Commandos 3

Command & Conquer:
Generals—Zero Hour

Space Colony

100 SimCity 4: Rush Hour

100 Freedom Force

102 Call of Duty

104 Age of Mythology:

The Titans

104 American Conquest:
Fight Back

m PREUIEUUS"

50 Prince of Persia

52

54

Splinter Cell:

Pandora Tomorrow

Mythica

56 Joint Operations

58 Kuma War

58 The Hobbit

108

HO
no

n2

TI4

114

n6

n8

120

60

60

61

61

61

Blade and Sword

Horizons: Empire
of Istaria

Track Mania

Spartan

Space Rangers

UFO Aftermath

Starsky & Hutch

The Sims:

Makln’ Magic

Chaser

Neighbors From Hell

Revisionist History:

Halo, Madden
NFL 2004

Warlords IV

Savage

NHL 2004

124 Temple of

Elemental Evil



Trials of AHanlis: the latest eypanslon to the auiard uiinninq online rolepIdM

aame: Darh Aae of Camelot. Eyolore the ancient ruined civilization. '1game; Darh Aqe of Camelot. Eyplore the ancient ruined civilization,

find pouierful magical treasure, and discover the Atlanteon lore.
|

- nine neui ETIaster Levels, gained onls^ by passing eacft;of the nine Trials ofl
- 10 neiu zones to eyplore - underuiater, desert, underground, and ruined isli

- Oceans full of sunhen ruins, treasure and legions of deadly netu monsters,

- Player controlled boats tahe you around the Oceans of Atlantis.

- Graphics engine upgrade presents Atlantis in stunning realism.

s/ rT
k: •

j

\ ii



Violence

uuuu

MYTHIC
iifciL E N T E R T A I N M E N T



Ultimate Gaming PC

• Intel* Peniiiim* <5 Processor with HT Technology at 3GHz

with 800MHz Front Side Bus

• Microsoft* Windows* XP Home Edition

• 5!2MB Dual Channel ODR SDRAM at 400MHz

• 80GB Ultra ATA/100 Hard Drive (7200 RPMl

• 17" (16.0" v.i.s., ,25dp) M782 Monitor

• 128MB NVIDIA* GeForce fX 5200 Graphics Card

with TV-Out and DVI

• 16x DVD-ROM Drive

• Sound Blaster* Audigy- 2 (0) Sound Card

• Speakers Not Included

• Integrated Intel® PRO 10/100 Ethernet

• WordPerfect* Productivity Pack

• 1-Yr limited Warranty* with XPS Telephone Support,

1-Yr At-Home Service'

85lowas$54/mo*'
^ I #33 E-VALUE Code: 19094-D51117m

Ultimate Mobile Gaming Powerhouse

lntel*Centfino'' Mobile Technology

• Intel* Pentium" M at 1 .TOGHz

• Microsoft*' Windows* XP Home Edition

• 15.4" UltraSharp” Wide Screen UXGA TFT Display

• 768MB DDR PC2700 SDRAM

• 8066 Ultra ATA Harrt Drive

• 24x CD Burner/DVD Combo Drive

• 128M8 ODR NVIDIA* GeFofceFX“Go5650 Graphics

« Front-Mounted Stereo Speakers for a Complete

Multimedia Experience

• 72Whr Li-Ion Battery with ExpressCharge* Technology (9 cell)

• Internal fax Modem and NIC Included

• Intel* PRO Wireless 2100402.1 1h Mini-PCI Wireless Card

• WordPerfect* Productivity Pad

• 6 Months of America Online* Membership Included'

• 1-Yr limited Warranty! 1-Yr Mail-In Service

as!owasS81/iT)o!Xfl #3 E-VALUE Code; 19094.D8t126m

I WANT EVEN MORE JUICE?

I

Add more eutting-edga technology to yourXPS system.

I
• Intel* Pentium* 4 Processor with HT Technology at 3.20GHz

i
with 800MHz Front Side Bus

j

• 1GB Dual Channel DOR SDRAM at 400MHz

!
• 24OQ0 SATA RAID 0 (Data Striping)

: • 19’ (18.0' v.i,s., ,Z4dp) M992 Monitor

' • 4x CO/OVD Burner (OVD+RW/4fi'Drive| (2- Bay)

• NEW 256MB DDR ATI RADEON~9800 XT Graphics Card

j

• Dell Gigabit Ethernet*

I

• 2-Yr limited Warranty* with XPS Talef^ne SuBJorl

I

2-Yr At-Home Service*

^33 E-VAlUECoda:19094-D51132m

j

TAKE IT UP A LEVEL
;
Add more cutting-edge technology to your Inspiron sysfenz.

;

• 4x CD/DVD Burner (OVDeRW/+R' Drive), add S199

!

*168 DDR PC2700 SDRAM, add $100

• 3-Yr Limited Warraniy! S-Yr At-Home Service! add $269

Dell recommends Microsoft" Windows’’ XP

j

Games. Joyslicks. Dell can help you

load up on all kinds of game gear!

• Logitech* Z680 5.1 Speaker System, $299

• Logitech* MX 700 Cordless Optical Mouse, $55

• Belkin* Nostromo n50 USB SpeedPad, $26

• Ptantronics* DSP-400 Stereo PC Headset, $63

• Logitech* MOMO Force Gaming Wheel, $129

• Unreal 11*. The Awakening, $39

• Gravis Gamepad Pro USB. $19

• Logitech* Freedom 2,4 Cordless

Joystick, $55 (shown below)

Click www.dell4me.com/cgw
»>Call 1-800-847-4106

'America Online: New U.S. mombers only, age 18 or older. Must register lor America Online service within 30 days el dale of invoice. TO AVOID BEING CHARGED AN AOl MONTHLY FEE, SIMPLY CANCEL BEFORE THE
5 MONTFtLY f'ROMOllONAL OFFER PI RIOO ENDS. Premium services cany surclratges, and communicaiiori sutdiarges may apply in certain areas, including in Alaska, even during the piomoltonal offer period, Members may incur

plinne cliaiges on llieir leleplione hills, depending uii ilicir calling plan and iocaiinn, evon during the promoiional after period. Additional charges may apply, AQL mny bo opiimizing some of your compuior sellings lo enhance your

experience on AOL A major billing iiieiliod is ictiuired. America Online. AOL, and the Tfianglc design, arc ragisleied liademarksol America Online, Inc., TopSpeed is a trademark of America Online. Inc. Priciny/Availabillly: Prices,

specilrcaiiuns, availabilily and terms of oilers may change vviihoul iioiicn Taxes and shipping charges are extra, and vary. Valid lor U.S. Dell Homo Systems Co. new purchases only. Dell cannot be responsible Inr errors In typography

or phaiography. Gigabfl Etfiernel; This term indiraics compliance with IEEE standard 602.3ab lor Gigabit Etltcmcl. and does not cannoie actual operating speed ol 1 GB/sec. For high speed transmission cotuteciion lo a Gigabit



Dell Gaming PCs:

Machines that redefine the term

adrenaline rush

Unleash the full power of your games with Dell PCs. Dimension XPS Desktops. Inspiron 8600 Notebooks.

Machines custom built just the way you want them. Machines that make serious gaming more affordable,

Machines that fear no droid, no alien, and no undead. Machines built with the latest technology to blur the line

between game and reality. Go online or call now and get a machine that brings to life an enemy.

A machine that lets you hear what lurks in the darkness. A machine that’s been pushed to the limits of

testing—both inside and out—to perform in the real world, and the world that consumes your mind.

Service and support is available 24/7/365, But the nightmares you get from the games are your own problem.

Intense Gaming. Easy as

[lliomet server and iislwotk initasituciure is teciuired. Software: Sotlware. rlacumBnlalion or packaging may (lifler Itom iclnil versions. Limited Warranty: You can oei a copy of our limited warranties and guarantees l)y writing

Dell USA LP, Attn: Woiiamies, One Dell Way. flouiid Rock. TX 7&682, To purchase wunonly only or lor inlormation on oilier service options please call 1 -eon-915-3355 or visit www.deilflnie.com/teimsandCDnditions. Service: At-

Home service provided via lliird porly comrecl with customer. Toclinician will be dispatched, if necossary, following phone-based irouhleshnoting. Availability varies. Other cnndilhjns apply OVD-f RW and DVD-fRW/-fR Drives:

Discs burned with this drive may nut be compaliblB with some existing drives and players; using DVD+fl media provides maximum compatibilily, PURCHASE PLAN; Dell Preferred Account: Offered by CIT Bank to qualified U.S

residents with approved credit Taxes and shipping charges arc extra and vary. Tredomerkii/Copyriglit Notices: Intel, Intel Inside, Pentium and Coluron ate irademerks or registered trademarks of Intel Corporation ui ns

subsidiaries in llio United States and other countries. Microsoft and Windows are rugistered tradomaiks of Microsoft Corporation. ©71108 Dell Inc. All rights reserved.

Unreal 11^: The Awakening

An intense epic adventure

featuring superb graphics.
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CGUU’s Extreme
makeouer
JEFF GREEN Efi>lvoRON*cnir.F

Hi! I'm Jeff Green! You might remember me from

such magazines as Computer Gaming World.

Actually, in case you don’t recognize it, you’re hold-

ing the new CGW in your hands right now. Yes, that’s

right, friends, we’ve redesigned once again, and if

that scares or angers you, 1 humbly ask you to relax.

We’re still CGW. We still love PC games. We still

devote our lives here to making you happy. Hopefully, we just look a tittle prettier

for you now, so you’ll be less embarrassed being seen with us in public, We're like

your new trophy wife. There are changes both big and small throughout the mag-
azine, but let me point out one brand-new section, it’s called Check Out, and it’s

an extensive monthly buyers’ guide for hardware, software, and goodies galore.

You have money to burn? We’ll help you burn it. So tell us what you think. Do you
like the new iook? If so, credit me, i’m a genius that way, Hate it? Blame art direc-

tor Rob Schultz, who did all the real work. Seriously, all of us here worked really

hard (for once) on this, so let us know. We’re here to serve.

knows witen he started, or why he’s

still here. We jusi shove lood under his

door and smile nervously when he

oasses by in the halls.

least the only

one we krww of. We haven’t ail been

naked lorielher, yet. so you never know.

In a roomfui of stackers, Dana makes

this whole operation work. Wilhout her,

we're nothing.

ROBERI COFFEY

(Kcutivr

EDItOS

Children fear

him. Women

weeo. Animals

routinely

disappear. Meet

Robert Colley, lire most disturbing mind

In America nol currently behind bats. Ke

runs the Reviews section and shares his

mental ick on the back page every

month. We're sorry.

WIlllAM

O’NFAl

TECH EerroR

He's either the

editor

you love to

hale, or you

just flat-out

hate him. Either way, it sucks to be Wil,

Still, he's surrounded by stale-oMhe-

art toys every day. so he doesn't really

need the test of us. Except dunng

happy hour.

JOHNNY HD

Action hero

.Johnny D'u is

new here, so

he has to do

all the work

while we watch IV all day. Plus, he has

to sit near RoberL Johnny edits the new

(heck Out sectlot5-at least until he

breaks down In tears and cpits.

ROBSCHUIIZ

«HT tllREUOS .

r Rob Schultz is

.theirxredibiy

^talented

artiste who

designs this

magazine.

Every aay, wniie surrounded by kxid.

obnoxious tetks goofing off Rob sits

quietly in his offlee and actually does

his job, like a professional. Al least we

think so. It's either that or he's planning

all our deaths.

MICHAEL

JENNINGS

ASSQCMIEACr
DIRECTOB

"Ladies love

MJ" is the

refrain around

here, and they

do. Heck, half the guys on the staff have

amu^ on him. loo. Or they would if

they would confront those feelings

openly. Surfer, partyer, stealth genius,

Michael Jennings helps make us look

good, and looks good doing it

COMPUTER

€MMU\IC
WORLD

EO TORUVL DEPARTMEhTT
Editor-in-chief

Editor

Managing Editor

Executive Editor

Technical Editor

Previews Editor

Assistant Editor

CO Editor

Jeff Green

Ken Brown
Dana Jongewaard
Robert Coffey

William O'Neal

Darren Gladstone

Johnny Liu

Ryan Scott

DESIGN
Art Director RoD Schultz

Associate Art Director l^ichael Jenntngs

CONTRIBUTING EOtTORS
Charles Ardai, T. ByrI Baker, Loyd Case.

Tom Chick, Bruce Geryk, Jeff Lackey, Raohael

Liberatore. Thomas L. McDonald. Erik Wolpaw

Founder RusseN Sipe

ZIFF DAVIS GAME GROUP
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Editorial Director John Davison

Creative Director Simon Cox
Business Director Cathy Bendoff

COPY DESK
Copy Chief Kristen Salvatore

Copy Editor Tom Edwards
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PRODUCTION DEPARTMENT
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Assistant Production Teresa Newson
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PRINT SALES
Group Publisher Lt-H; Uniacke
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Bay Area
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District Sales Manager Mary Gray

Account Executive Aaron Galiion
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To coritact Sales 8 Ad'.-ertising, please call 4I5-5A7-8O0O.
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INI S-rORBS NOW

lOM STDRM

Oeus Ex; Invisible War™. ©2003 Ion Storm.Developed by Ion Storm. Published by Eidos Inc. DeusEx:lnvisibleWar.lon Storm and the ton Storm logo are trademarks of Ion Storm. Eidos

andtheEidosInc. logo are trademarks of Eidos Group ofcompanies.NVIDlA.the NVIDIA logo, NVIDIAThe Way Its Meant to be Played logo and other NVIDIA marks are trademarks of

the NVIDIA Corporation.The ratings Icon Is a registered trademark of the Entertainment Software Board. All Rights Reserved.
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Letters

:edl Rcademyi
Tdd Easy or too hardP
Where has Mr, J, Green been buying his

crack? Do some tough love and get him

on OxyContin fast. He reviews Jedi

Academy and complains 'cause he has so

little time to do so [November 2003],

Hello, it’s your job, Mr, Green! In the review

he says the game is too easy on normal

setting. Then play on the HARD setting.

Then he says the boss was easy to kill by

getting to a ledge it could not reach. Id

did that in Quake. Mr. Green, jump off that

ledge and battle the boss...DUH!

Anonymous

Hi. I just wanted to tell you guys that in

your review of Jedi Academy you said that

the game was too easy. Weil I have to dis-

agree with you, THE GAME IS SO HARD!!!

I read what you said and it seemed like a

nice and easy game, but it's not. I played

the game and it took me days to finish it, I

didn’t think there could actually be a

game that was harder than Jedi Outcast,

but now I see there is. You said it would
have been fun in the level where you're a

prisoner to not have any weapon at all-

well, that little blaster pistol was the only

thing that helped me survive the level.

Anyway, it is a really cool and fun game.
Francisco

Rnd don't do it oilth

George fTlichael. either

I'm one of those people who spend so

much time on the computer at work that I

never got Into gaming. Plus I'm poor. And
married to Stalin. Having said that, I still

get a chance to read CGW in the men’s

room stall at work, where one of my more
fortunate (single) brethren routinely

leaves a copy. Anyway, yesterday I read

Robert Coffey's Scorched Earth column.

Pretty damn funny. Hey Robert, do you
write anything else for those of us a few

i
Rduics from
Dana's stalker
Last month’s decision to have Gamer’s Edge
edited by Dana Jongeward was a mistake. I’ll

admit I’ve glared for hours at her staff photo,

wondering just what sweetness lies below that

soft neck, but hot activity cannot counterbai-

ance boring writing. I enjoy doing the personality

tests from Cosmopolitian in my doctor’s office

more than that cut-and-dried stuff. We read your

publication for entertaining commentary and Incessant

ranting, not the secret to using the in-game cantinas. So
teli Dana that I iove her, then teii her to assign articles to

staff writers or do it herseif.

i Matthew Jones
1

We couldn’t agree with you more, Matthew. Which is

, why we’ve killed the Gamer’s Edge section, in its place,

i
we now have a monthly buyer’s guide, which will hope-

' fully be more useful and entertaining. And fans of the

!
Bruce vs. Tom articles—fear not! They’ll still appear

I every month.

these people look like. These people are

more important to me than all the celebri-

ties in movies and on TV. yet nobody
knows who these people are because you
don’t know what they look like. Please do
more of these in the future.

Jason Reid

Good grief

Apparently your magazine supports

gamers who enjoy causing other gamers
grief and headaches. This is the second
month in a row that your Dirty Trick col-

umn has rewarded a PlanetSide player for

causing his teammates grief. Perhaps you
don't understand the definition of a team-
mate? Or perhaps you yourselves enjoy

this kind of treatment or acting in this

manner? You must if you reward these

tricks from PlanetSide. Either way it leaves

doubt as to your staff's credibility. You
obviously do not realize the power of

media and your potential to influence

change. No doubt your rewarding these

griefers has lead to even more of these

immature players plotting better ways to

cause grief to their teammates and not
the enemy in order to win your column. I'll

be sure to post CGWs support for griefers

in my clan's and outfits' forums. And I'l

also be sure to pass it onto all PlanetSide

players I know.

Shawn

rungs down on the social ladder? Or do I

have to keep meeting you in the crapper?

Andrew Barber

Just a word of advice, Andrew: Never

offer to meet Robert Coffey "in the

crapper.’’ Those who do are usually never

heard from again.

Thrilled uuith Sill

Hey, thanks for doing that interview with

Bill Roper [Read Me. October 2003]. I had
never seen what that guy had looked like

until now, and he's one of the biggest

names in PC gaming today. I would love to

see more interviews with other program-

mers/developers/big name people in the

world of PC gaming in the future, com-
plete with a picture of them. It's nice to

know not only who is doing what for PC
gaming today, but it's nice to know what

mall Wil, don’t let those lamers who complain about you Thanks for the free stamp on my

Bites
reviewing non-PC Items get you down. They Just don’t renewal invoice, i used it to send

understand and love all technology in the same way that in my selective services draft

some of us do. —Charles ‘‘Hamled’’ Ellis card. —Branan Roughgarden. Q
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Intense Violence

Mictx>soft

Counter-Striker'the world's #1 online action game* is even better

on Xbox L/verWith graphically superior action, 7 exclusive maps,

up to 16 player game play and a vast arsenal of weapons, this Is

the best Counter-Strike yet. You may want to practice offline

before you enter the merciless online arena. Here, you can go it

alone or you can assemble an elite team of gamers and talk

strategy over the Live Communicator on how to defuse bombs,

rescue hostages and take on terrorists from all over the world.

The competition will be tough, so you'd better come prepared.

£- Micfosotl Corpcrsron, All rights reserved l/crosoft, the Mihicsoh Qama SiutUt

•n tns Umtec Stales ana or other countries. Counter-Slii'e. the Counter-SinVe Icgi

nes. 'Source GameScy 09 0£03 GameSpy slats 'or rru^iplayer onine action gai

I the Xtox logos are either regsierea Iradefai

! itademarics or traoemarns o! Vatre CoroeraG
2003 Valve Corporaw

t trademarks ol Mctoi

Counter/Tstrike'

It s good to play together
xbox-com/councerstrike



LETTERS 1

CJHow could you REWARD the people

who write in with ways to kill YOUR OWN
TEAM!? Now everyone is going to try to

use those strategies to kill their team-

mates. I love online gaming, but it is peo-

ple like that that make me want to find

those people, break their door down, and

proceed to torture them before letting

Robert Coffey have them to finish off and

do whatever his gruesome heart desires.

David Beaver

While in the short run, these Dirty Tricks

made us laugh, the fact is they are not

cool. Like it or not, griefing is part of the

online experience these days, but that

doesn't mean we have to go out of the

way to encourage it.

Hype US. reuleujs
I really appreciated Jeff Green’s candor in

his November editorial, in which he

described the dilemma of being chosen

by LucasArts to be the first to review Jedi

Academy. Most gaming magazines would

be afraid to speak so honestly about their

relationship with a major advertiser and
game publisher, but you shed light on
some of the behind-the-scenes stuff that

goes into making a magazine. I hope you

set a good example for your competition

by breaking what seems to be a vicious

cycle of gaming coverage:

1) Big publisher announces big game.

2) Gaming magazine runs enthusiastic,

nonjudgmental coverage of the game in

almost every issue leading to its release.

3) Game goes gold.

4) Excited readers buy it.

5) Magazine review arrives in mail. The
review pans the game and calls it a big

disappointment.

6) Magazine laments low sales of other

critically acclaimed games.

I think you're taking some steps to break

this cycle, but I think you should go fur-

ther and deconstruct the game magazine
biz a bit more for us. We'd appreciate it.

Ben Stein

One of the reasons I've been a subscriber

for the past six years is because I trust

you guys. If LucasArts gave you a disc full

of doo-doo, I have come to expect that

you guys would say so. I want to know
that when I drop $50 for a game, I will get

enjoyment out of it. I would hope that

LucasArts gave you a first look because

they know you won’t pull any punches

and they value your opinions.

Computer Dave from NJ

Tyne Daly. Dack the Ripper,

and Rphert Coffey
Regarding Robert Coffey’s claim that Jack

the Ripper did not play computer games
[Scorched Earth, December 2003]; I have

it on good authority that a time traveler

from 2143 left Jack in possession of a

coal-powered Windows ME machine and a

copy of Daikatana. I believe that particular

combination would drive even Mahatma
Gandhi into a homicidal rage.

Regarding your comments about Tyne
Daly: Recently declassified documents
from the CIA demonstrate conclusively

that Saddam Hussein was attempting to

acquire Tyne Daly as a Weapon of Mass

Destruction. Just a little more evidence

that your assessment is most likely correct.

Catman

He ujeeps
l am saddened that single-player gaming
is dying out, a fact that I had denied

until I heard someone comment on
the fact that he couldn't get

excited about a single-player

game anymore. I began to

think about it and I realized

that all anyone ever cares

about is multiplayer. I

weep. I weep because, in

my humble opinion, a big

part of what makes a

game good is the story it

tells. In this, the golden age
of multiplayer, story has

been reduced to little more
than a backdrop for the game.

Although I find many multiplayer

games fascinating due to great game-
play, many people online are retards or

jerks. I can't stand retards or jerks.

Therefore, the only time I enjoy multiplay-

er is when I'm around people I know, i.e.

LAN parties. I only hope that when I go to

college next August I will be abie to be in

a LAN party environment more often— If

I'm not, I fear I might lose interest in the

gaming industry.

If that happens, I will lose a part of my
being: 1 will have a hole in my soul, a hole

that can only be replaced with drugs, hard

liquor, sex, or God. I really am not interest-

ed in the careers of junkie, alcoholic, pros-

titute, or priest. I silently shed a tear every

time I hear the letters MMO. Recently my
eyes haven't stopped leaking.

JP O

FrGakIn’ moron ujorld

You freakin' morons! What's up! I've been
a loyal subscriber for awhile now and y’all

go all slip-shod on me! WHY IS WILL
WRIGHT GETTING INDUCTED TWICE
FOR IN YOUR HALL OF FAME? Do you
not recall inducting him back four Hall of

Fame articles ago (in late ’9a/early ’99)

with Rainbow Six and Age of Empires?
Are you going to make me go back and
pull out my personal library copy?

Jonathan

No need. You’re right. We’re freakin’

morons. Jeff Green was complaining as

he wrote up the Will Wright piece that he
felt like he’d written it already—but we
Just took it as his usual senility.

Llonheart; the goodP
Despite the one-and-a-half stars you gave
Lionheart [November 2003], I thought I’d

buy the game anyway. I don't

know why you guys didn’t

give it an extra star or

two. I mean, thanks

to the guys at

Black Isle. I have

a life again.

After charging

through an

area. I have

so little mana
that I can go
see a movie,

get a tan, talk

to girls. The real

kind that look

good and also

smell nice. And when
return. I'm only a couple

minutes away from having my
mana reserves filled again. I raise my glass

to Black Isle for giving me a life.

The not-$o-pasty HrobigjimsD

mail Your December 2003 issue was the 5h**iest ever, and Is it me, or CGWs December cover

Bites
that’s really saying something,

—Andrzej Waiczewski

a Schwarzenegger-ized version of

Wil O'Neal?

—SomeGeekWithNothingtoDo Q

26 COMPUTER GAMING WORLD



Visit www.esrb.org or

call 1-800-771-3772

for Rating Information. ^ENLIGHTPC wwWeeralT.gItrit.^m

CD-ROM
RESERVED.COPYRI^© 2003 ENLIGHT INTERACTIVE INC. ALL R^S

j__
li

Iflih

^^^PTTfOSfiirSiri 1 1 Ii.-1 3f > 1 • 1 1

1

1 <r< 1 1

1

tmi*:

WAR R TO'R S vLvl i

fifiBQSESS8gSQ£ai

1
3>.

•a
>3.

tfJ’mNof
' V..-.'

The year is 1429 - The' armieTj''5''^th'e ¥
English kings are laying claim to the throne.,-

of France, The Hundred Years’ War hasS

begun. Can you develop your troops into an :

effective and powerful fighting force, one ;**

that will vanquish your enemy and pave the v

way to victory? In Joan ofArc the destiny of •?'

Europe lays in your hands’-



The crying game?
The November issue's Scorched Earth has

to be THE single most disturbing game-
related article I've ever read, and I don't

say so because of Robert Coffey's involve-

ment in it. Please, for the sake of my sani-

ty, tell me it never happened.

Ibasi Oci (SWG-Ahazi)

After reading Coffey's last article about

the dancer class and trusting a girl on an

MMORPG, I have ripped out my eyeballs

and brain, chewed them up, and spat

them into a meat grinder. Thank you.

Slavick 20

OK, this is not what I signed on for when I

paid the price of subscription. Coffey as a

hootchie-kootchie girl. When I’m reading

my favorite magazine, 1 want the mental

pictures of StarCraft locked in mortal

combat or the erection of great civiliza-

tions. Not the vision of hairy men dressed

in gold lame bikinis (yet another good
reason not to play Star Wars Galaxies').

What's next. Green as a WAC in Medal of

Honor? Let's leave our private predilec-

tions as just that: PRIVATE.

Brian McGowan

All I can say after reading Robert Coffey's

latest Scorched Earth column: Either

Robert is simply an over-obsessed Star

Wars geek, or he possesses some incredi-

bly repressed homosexual tendencies.

Either way, seek therapy. Rob: these are

issues that need to be acknowledged.

Rebel in Dreamland

Loue to loue you
Help me. CGW, please help me. I recent-

ly started playing Magic: The Gathering

Online and I keep getting ripped off, I

don't know all the prices of all the cards.

Every time I trade I get a lame a-- who
tells me "I never give out how many
tickets I want for my cards." Why? So he
can rip me off. I buy a card and then

someone asks me, "You paid that

much?" Furthermore, Magic: Online

doesn’t put a price guide up for any of

us to use as a reference. As you can see

I have no one to turn to. Please, CGW, I

love you, I have always loved you. If you

help me. I’ll love you even more. Help me
please so we can have a lot of love

going around. Thanks.

The Lover

We love you too, The Lover. But the only

tip we can really offer you is to stop

playing that game. This is what we call

tough love. Love, CGW.

H feuu of his fauorite things
Just a brief note to say how I very much
enjoy certain aspects of your rag.

The Bruce Geryk/Tom Chick strategy

showdowns are the best thing since...well,

since a really good thing that I enjoyed a

lot and made me laugh but I can't think of

right now. Keep it upl

Robert Coffey’s column isn’t as warm
and fuzzy as Greenspeak—Jeff still has

something fleshy beating inside of him,

whereas Robert clearly does not—but it

does remind me of all those psycho-killer

bio-pics in which it's revealed that the

person who just killed and ate 14 people

liked to play computer games when not

torturing small animals. Keep it up! (At

least untii the first lawsuit.)

Sub-nod to the artist whose signature I

cannot read who supplies the illustration

for Robert’s column. 1 cannot tell if your

pictures are made more horrific by
Robert’s scribblings, or the reverse. I have

the same problem with Siegfried and Roy.

Keep it up!

doolall

snare tne Louef
Hate onlinel

Hey kids, now you don't have to wait

a whole month to tell us you love us!

Just go to the official CGW message
board at boards.1up.com/zd and post

right now! That's right, within

seconds of reading this, you too can

have your opinions on everything

from WiTs hair to our latest reviews

published online for the entire world.

Including your mother, to seel So, go
now! Post! Big up yourself! Don’t be
part of the silent majority! Be part of

the annoying, whiny minority!

mall Just finished your November 2003 issue Is it just me?
Bites and 1 have to say that Tom vs. Bruce is Or is Hah not

a still my favorite new section of the maga-

zine. Keep it going. —Eric Schwartz

very good?

—Michael
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BLOOD AND GORE

VIOLENCE•c
Game Experience May

Change During Online Play.

In the lost age of Norrath, three powerful

Empires will join in battle ! Only one will

emerge victorious from this epic war, so

choose your strategies wisely. War Calls.

Answer with Force

!



t Three Diverse Empires

t Three Epic Campaigns

t Fifteen Customizable Lords

t Hundreds of Units, Weapons, Spells, and More

t Online Multiplayer Gameplay up to 12 players A REVOLUTIONARY RTS EXPERIENCE AwaITS !
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MEDIEVAL AGE
Command your nation in lightning warfare, strategic,

long-term empire building or online Multiplayer action.

Machine gunners

entrench for

close combat.

RUSSIA

GUNPOWDER AGE
Rule as history's greatest heroes in 3 story-driven adventures.

Overcome conspiracies and intrigue to guide your empire to greatness.

FRANCE

KOREA

— IMPERIAL AGE
Lead 1 ot 7 completely distinctive civilizations through 1000 years

of history in dramatic land, air and sea battles.

GERMANY

'.ENGLAND

CHINA

COMMAND THE DEEPEST
RTS IN HISTORY.

COMING THIS FALL.

EMPIRESRTS.COM

ONE BATTLE CAN
CHANGE THE FATE OF
A NATION. 1,000 YEARS
OF WARFARE CAN CHANGE
THE FATE OF THE WORLD.

From thundering cavalry charges to roaring blitzkriegs,

command spectacular battles from the Medieval Age

through WWII. Rule one of the world’s seven mightiest

civilizations, armed with realistic weaponry, powerful

technologies and unique military and economic abilities.

Build an empire to conquer the globe and rule the ages.

• WORLD WAR T

Get a general’s eye view of the action with a rotatable, zoom-capable camera,

detailed 3D graphics and amazing in-game cinematics.
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DIED AS DAMIEL GARNER
I WAS SENTENCED TO SERVE IN PAIN SOMEWHERE BETWEEN HEAVEN AND HELL. 1

LOST MY FAITH, BUT GAINED A NEW NAME. NOW^I AM THE ANGELS' ONLY PRAYER .

HEAVEN’S GOT A HITMAN

PAINKILLER
PAINKILLERGAME.COM



LOWOOWN

Condition SNRFU
The long, ping-pong path of Counter-Strike: Condition Zero

I

leven months ago we
wrote that Counter-Strike:

I Condition Zero “has gone

I

through a rather convolut-

I ed development," but now
I that seems woefully
I understated. In May 2001,

we broke the story of Valve's attempt to

create a single-player version of Counter-

Strike, and since then it’s been through

five development teams. Ironically, the

game that is scheduled to ship November
18 only took about four months to put

together, but that’s beside the point. The

point is this: Why did it take so many peo-

ple so long to do a single-player version

of a game that a couple of high school

kids did in their spare time?

Olell. let's ask them
We took our question to Jess Cliffe, who
codeveloped Counter-Strike with Minh Le

while still in high school. (See our

December story, page 107.) Valve subse-

quently hired them, so Cliffe and Le have
been able to follow the development of

Condition Zero since its inception in 2000
at Rogue Entertainment. Shortly after-

ward, Valve yanked the project back
(resulting in Rogue’s demise), worked on
it internally for a while, and then shoved it

off on Gearbox Studios. Several months
later. Valve again reclaimed the project,
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Inside

B Many of the missions involve hostage
rescue, bomb defusal or outright bloodbath.

lier this year. Bots would be a critical com-
ponent in a single-player game, so Valve

leapt at the chance to incorporate Turtle

Rock's bot tech into CZ.

this time moving it to Ritual Entertain-

ment. About a year later, Valve did the

whole thing again, this time shifting it to

start-up Turtle Rock Studios.

Why the ping-pong treatment? Says

Cliffe, "At Valve we're pretty tough on our-

selves. If something is 'worth playing' to

us, then it's not good enough. We're

devoted to producing content that excites

our fan base. If that means trying different

approaches collaboratively with different

companies, we're comfortable with that,"

Oeleled scenes
Although Ritual's logo still appears on the

interface, its contribution to the game has

been relegated to a desktop icon called

Deleted Scenes. We played a near-final

version of Condition Zero for this story,

and it was obvious why they were

deleted. The 12 levels are so heavily

scripted that it's easy to predict enemy I

Early on it’s like trying to wrangle a
bunch of noobs, but at least they are
intelligent noobs.

attacks. Armed enemies sometimes

charge you without actually shooting. One
enemy ran right up to our A.I. squadmate,

who shot him point-blank in the face.

Dated graphics give these missions the

feel of an amateurish mod rather than a

campaign befitting the Counter-Strike

name. When asked to comment. Ritual's

art director hostilely declined.

Ritual's campaign might sound like a

joke, but that was the heart of the game
when Valve shipped it to the European

press this summer. The European media,

who tend to be forgiving, tore it to shreds.

Valve then turned the project over to

Turtle Rock Studios.

If you've never heard of Turtle Rock,

you're not alone. The tiny group of four

ex-EA employees was formed only last

year, but it had a crucial feather in its cap:

They developed the "official Counter-

Strike bot," which was tested in CS 1.6 ear-

Hot bots
We played the near-final version of

Condition Zero that Valve described as

"content complete with A.I. still being

tweaked." The heart of the game is a

series of challenges similar to Tony Hawk's

Pro Skater The player must meet mini-

objectives like "shoot five terrorists, slay

one terrorist with a sniper rifle." before

going to the next of 18 levels. There are no

new weapons, the graphics are the same
as those in CS 1.6, and most of the maps
have been recycled.

Obviously, the real strength of CZ lies in

the A.I. Each CPU soldier is graded in four

categories (skill, bravery, cooperation, and

weapon preference) and from the begin-

ning does an all-too-good job of recreat-

ing real-world players. Score one for Turtle

Rock for creating the first newbie emula-

tor. We lost track of how many times

Morris disobeyed a direct order. Yes, early

on it's like trying to wrangle a bunch of

noobs, but at least they are intelligent

noobs. You issue orders, but they also

have minds of their own. They'll also give

you a heads up if they've spotted bad

guys or objectives. With time and some
patience, you'll be able to unlock new O

WWW.COMPUTERGAMING.COM 37



Q levels and more
skilled players.

Turtle Rock's lead

designer Mike Booth

says the bots don’t

cheat. "A bot only

knows what a human
player would do in

the same situation.

This makes communi-
cation between bots

(and human players)

critical.

‘In CZ, they actually

speak to each other

using a new voice

chatter system

equipped with hun-

dreds of lines of dia-

logue. This not only lends personality to

the bots and adds intensity when you

hear them panic, but most importantly

this chatter allows human players to keep

track of the situation and make tactical

choices during the match."

For example, during a match the bots on
your team will call out ("I’m camping A" or

"They took the hostages!"), and they'll

report the locations of enemies spotted.

Human players can give them orders by

using the standard CS radio commands.
Says Booth, "The voice chatter allows the

bots to work as a team, coming to each

other’s aid during a firefight, announcing

their intentions, and generally communi-
cating much as human players do during a

match.” Except, they won't say things like

"Way to go, dumbass!" or insult your

mother when you lose.

Hopefully next month we can bring you

a full review, if the code has been finalized

The Deleted Scenes look like budgetware.

by then. For now, our short take is that

Condition Zero is basically Counter-Strike

with training wheels. That's not a bad
thing, because it's tough turning a multi-

player action game into a single-player

experience. Just ask the folks at Valve or

all the developers of Rogue, Gearbox,

Ritual, and Turtle Rock Software, Q Ken

Brown and Darren Gladstone

Ouerheard
Quotes from the wacky world of gaming

"Jeff Green is a doody-head. It's true. “Will

Just try denying it." whoever

borrowed
DIDA LOTOF

THINGS TO MINIMIZE

THE ‘GRIND,’ AND

NONE OF IT SEEMS

TO HAVE WORKED.”

“Would you
rather eat your
own children or
have someone
eat them for

you?”

my battle

ax and

sword

please

return

themr’

The Good, the Bad
a the Ugly
News and views from the Wild West

The Good

Well whaddya
know!? A PC
game that

shipped on time!

Just like

Rockstar said it would! At a time

when most publishers struggle to

get their games out even in the year

they originally promised, credit

Rockstar and Remedy for delivering

Max Payne 2 precisely on time, and
in solid condition, too. Somewhere in

some seedy rundown bar, Duke
Nukem weeps softly into his beer.

Hie Bad

Okay, so The

Temple of

Elemental Evil

is buggy.

Nothing new
these days, sad

to say. But what really sucks is that

Atari was so stow to issue a patch

that a group of fans, called the Circle

of Eight (www.co8.org), had to take

It upon themselves to make their

own patch. Is this what it’s come to?

Companies charge for broken prod-
ucts, and then make the fans fix it

themselves? Great! How about we
just make the whole game, tool

fSi
Condition Zero

Deleted Scenes

The Ugly

Imagine hav-

ing a year's

worth of your

work relegat-

ed to Deleted

Scenes. Ouch! Ritual Entertainment

must be smarting to see Its

Condition Zero campaign receive

such Ignominious treatment. But
after piaying a near-final version of

it, we could see why Valve chose to

dump them. Sloppy scripting, brain

dead A.I., and poor graphics quality

makes it look more like a mod than a

boxed retail release. We asked Ritual

to comment, but all they had to say

was something that rhymed with

“luck off.” Classy.
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The fortunes of German pilots everywhere are about to take a severe

downturn. In this intense WWII flight-action game, from Secret

Weapons of Luftwaffef TIE-Figfiterf and X-Wing® creator Lawrence

Holland, you’ll join a secret,, elite fighter squadron. Your mission:

thwart the most insidious plans of the Third Reich. Over Europe and

other theaters, you'il pilot nearly two dozen authentic aircraft, and

face over 30 air-to-air and air-to-ground combat scenarios. And you

\woir’t need ariy flight training. Just nerves .of. steel, a steady hand,
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F
ive years after Sierra announced
Middle-Earth Online, we’re finally

starting to see progress on it.

The massively multiplayer game
is emerging from vapor at Turbine Soft-

ware (developers of Asheron’s Call) and

is tentatively slated for late 2004,

MEO Is set after the Fellowship exits the

mines of Moria. The game lets you choose
from one of four races (Men, Hobbits,

Elves, and Dwarves) to bash ores, explore,

craft objects, and own homes in places

like Bree, The Shire, or Rivendell.

. Three new character classes have been

announced: soldiers, sages, and elven

scouts. Soldiers are obviously good for

fighting. Sages are students of lore and
the secrets of Middle-earth. Although

weak in melee, their healing spells make
them invaluable in a fight.

Elvish scouts patrol elf realms to counter

the menace of ores and other interlopers.

Scouts are completely at home in the wild

and are able to turn the terrain of the land

to their advantage. Stay tuned for more
news in coming months.E Ken Brovm

Desert island Games
You’re stranded on an island with only three PC games... which ones?

5. 10. 15 Years
Rgo In CBUU
What we said when you were nursing

f I w-rrimiHiTBIl

GAMIlUC
5 Years Ago,
January 1999
In a bouncy world

made of sponge,

one woman braves

a terrible prehistoric

threat with nothing

but stackable crates

to protect her! That should have

been the box copy for Trespasser,

quite possibly the Worst PC Game
Ever and the recipient of the most
scathing review In the issue. Horribly

designed and buggy, this game had
nothing going for It unless you
enjoyed “checking your health” by
glancing at the depleting heart tat-

too on your character’s pontoon-
sized boobies.

10 Years Ago,
January 1994
Maybe we were all

drunk back then.

There's no other

way to explain our

calling Video Cube
Space, a PC version

of Rubik's Cube only with NASA
video, “quite compelling." Maybe our

minds were destroyed by Man
Enough, a “game” that took out

a full-page ad in this issue. This

Mature CD-ROM featured FMV char-

acters like Blair the Rich Girl, Fawn
the Sales Rep, and Quinn the

Anchorwoman, each one looking

more like Dixie the Big-Haired Chain-

Smoking Hardbitten Truck Stop Tart

than their alleged character. Geek
porn is scary.

15 Yeats Ago,
January 1989
Hey you old-timers,

remember Larry

Laffer? This issue

had hints and tips

for Leisure Suit

Larry II: Looking for

Love (in all the Wong Places), the

sequel to Land of the Lounge
Lizards. Besides LSL2 and Infocom’s

Battletech, there weren’t many big

exciting games back then. We had
such a lackluster line-up that we had
an ad scavenger hunt. Basically, we
offered prizes for reading the ads in

this issue. Ah, the good old days,

when we were deep in the advertis-

ers’ pocket. Thank goodness no one
accuses us of that anymore.
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The Return of

Leisure Suit Larry
Larry’s nephew gets schooled in Magna Cu|n Laude

Suzi Comoro

Reconnaissance?

n Rescue?

Just need my space?



The Counter-
Strike Kids
How six guys learned to frag for fame and fortune

T
hey call themselves Team3D, and
their job is playing Counter-

Strike. For six to eight hours a

day, seven days a week, they

hone their skills bagging virtual bad guys
online. The goal; to be the No. 1 CS team
in the world, and to make so much money
they don’t have to work. So far, it's paying

off. The group, aged 19 to 23, have racked

up more than $370,000 in winnings in the

three years they’ve been playing together.

They have top-of-the-line PCs supplied

by sponsors CompUSA, Nvidia, Shuttle,

and Asus, They make a monthly stipend,

and all their expenses are paid when they

travel for tournaments. The team has

flown around the country as well as

Europe and Asia to compete.

The team members found each other

over the Internet. For most of the them,

competing with Team3D is now their main
focus. Some are in college, but they all

seem happy to be playing games and
earning serious cash.

Team leader Dave "Moto" Geffon, 21,

says, "1 took some flak from my parents,

but their attitude changed when we got

interviewed on CNN and ABC."

"My parents were skeptical until we
started making money," adds Ron
"Rambo" Kim, 19. The other members of

the ever-more-intimidating team are Kyle

Miller, Sean Morgan, Ognian Gueorguiev.

and Johnny Quach. Q Ken Brown

I

“My parents were skeptical until we
started making money.”

—Ron Kim, 19
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The Nerd Herd
Coniments from the geek on the street

What do you think
about the Half-Life 2
code theft?

AmyH,1S

Dacy Espeleta, 21

NEWS

Ualue Gets
Hecked -

Theft of Half-Life 2 code rocks the gaming woHd

t’s the gaming community's equiva-

lent of the sensational “Dwarf Rapes
Nun, Flees in UFO" story. On
September 19, a hacker gained

access to Valve’s development network
and made off with PC gaming's biggest

prize-the Half-Life 2 source code.

Valve's Gabe Newell said the team dis-

covered that someone installed keystroke

recorders on some of Valve's computers,

which could be used to record passwords.

Newell also pointed to Microsoft's Outlook

Express as being the likely security hole

the hacker was able to use to gain access

to Valve's network.

The game will undoubtedly be delayed,

but no one knows for how long. Initially, a

Vivendi Universal executive said the

release would slip until April 2004 but

later backed off and simply said the publi-

cation date would be up to Valve. Valve so

far hasn't offered a new release date.

Id Software has also had its share of

unauthorized code releases. Id CEO Todd
Hollenshead believes that "Valve is essen-

tially wasting time that could be spent

making the game better on non-produc-
tive things like patching security, assess-

ing damage, PR damage control, trying to

shut down unscrupulous websites that

host the files, sending their lawyers after

people, etc. And that's not even counting

the morale factor.”

In addition. Valve will probably have to O

I

The theft of
Valve’s Steam
was just as
serious.
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O This could have been you playing HL2 over the winter hoiidays, but noooooo.

Osift through the game to make sure the

hacker didn’t insert malicious code while

having access to Valve's network.

stand by for tech difficulties

The stolen code is playable, according to

some who have downloaded it. Freelance

writer Jason McMaster pieced the code
together and found that "The E3 demo lev-

els are present and mostly bug free. There

are a few other levels included that haven’t

been seen or mentioned that, other than a

few missing textures, work as well."

Perhaps just as serious for Valve was the

theft of Steam, Valve’s new content deliv-

ery system. Steam allows Valve to upload

new content and executables onto play-

ers’ computers. Valve's Doug Lombardi

said that Steam accounts and credit card

information were not compromised:

"They’re completely separate entities,"

from the HL2 source code and Valve’s net-

work," he said.

The impact of the theft compelled other

developers to redouble their security. One
developer who asked to remain anony-

mous admitted, "We spent three days and

nights hardening firewalls, patching

servers and updating our PCs in desperate

fear of being the next target.”

Hollenshead says he sympathizes with

the victimized team. "You pour yourself

into a creative work. If someone takes that

and distributes it in an incomplete state,

it's a rape of the artist. I hope that their

efforts at tracking down whoever did this

are successful and. just as importantly, that

this person lives in a country that isn't

beyond the reach of whatever measures

might be used to punish him." Q Mark Asher

Developed on

To be played with NVIDIA.

FINAL FANTASY Xl OFFERS INFINITE CHOICES,
BUT YOU CAN ONLY FULLY EXPERIENCE IT WITH
AN NVIDIA GEFORCE FX GRAPHICS PROCESSOR.

b 2C03 NVIDtA Cofporabcn. NVIDIA, the NVIDIA eye bgo. The way it's meant to be piayed logo, and GeForce are regisleied trademarks and/or trademarks of NVIDIA Corporalron m the Urated Slates

and other counines. AJI reserved. © 2001-2003 SQUARE ENIX CO.. LTD. A1 Reserved. TtUe Design by 'foshitaka Amano. FINAL FANTASY is a regtslered trademark of Square Erw Co., Ltd.
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THIS MONTH'S TOP 5THIS MONTH'S TOP 5
H

Half-Life 2 (sierra) Research

scientist Gordon Freeman

finds himself on an alien-

infested Earth being picked

to the bone, its resources

depleted, its populace

dwindling. He is thrust Into

the unenviable role of

rescuing the world from

the wrong he unleashed back

at Black Mesa.

Counter-Strike; Condition Zero

(Sierra) 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.

The Sims 2 (Electronic Arts)

Your Sims will be more life-

like, responsive, and more

complex than ever before.

You'll be able to control

your Sims over their entire

lifetimes. And since every

Sim will have Its own DNA,

their appearance and per-

sonality will be passed down
through the generations.

Doom 3 (ActMsion) One of the

most highly anticipated

titles of 2003 and the next

revolution In action gaming

and technology. Featuring

an enhanced storyline,

spine-chilling, bloodcurdling,

altogether unfriendly

environment, and music-

by Trent Reznor of Nine

Inch Nails.

Lords of the Realm 3 (sierra)

A real-time strategy game of

historic medieval conquest

that spans castle building,

siege, politics, religion, and

conquest. This game takes

Into account the powerful

clergy and merchant classes

of the time which are impor-

tant factions in the player's

quest to become King.

RELEASES
Civilization 3: Conquests

Expansion Pack (Atari)

Expansion pack for wildly

popular strategy game and
includes seven new civiliza-

tions, new units, disasters,

techs and wonders. Plenty

of new abilities and game
options to explore for one
or more players using LAN
or Internet connection.

URU: Ages Beyond Myst

(UBi soft)7tie most immersive

and ambitious Myst experi-

ence ever created. Bigger,

better, and more innovative

than any of the previous

Myst adventures. Players

will be part of an ever-

expanding world that brings

more areas to explore and
more mysteries to solve.

Call of Duty (Activision)

Delivers the gritty realism

and cinematic intensity of

World War ll's epic battle-

field moments like never

before-through the eyes of

citizen soldiers and unsung

heroes from an alliance of

countries who together

helped shape the course of

modern history.

Neverwinter Nights: Hordes

of the Underdark Expansion

Pack (Atari) This expansion

will make numerous addi-

tions to the original game.

Including the new epic

characters rules that will

let players take their char-

acters from the already

high character level of

20 all the way up to 40.

Star Wars: Knights of the Old

Republic (LucasArts) It is the

Golden Age of the Republic.

The Galaxy is reeling from

a recent conflict with the

Dark Lords, and the ongoing

battle between the Jedi

and the Sith rages on. Your

actions will decide the out-

come of this war-and your

destiny as a Jedi.

All available now at the

Computer & Video Games store at

amazon.com.
Get thousands of game titles at amazon.com/videogames



CGUU Top 20
Wasted time well spent

Rank Game Rating

1 Grand Theft Auto: Vice City (Roocsiai)

2 WarCraft III: The Frozen Throne
(Sivan})

3 Madden NFL 2004 (EASuons)

4 Battlefield 1942: Secret
Weapons of WWII (Fa sem«)

•
•

-r

5 Tony Hawk’s Pro Skater 4
(AiuvisKnl

ir-i

6 Midnight Club II (Mstaj

7 Enter the Matrix (Aian)

8 Freedom Fighters (Ea Games) -•k

9 Rise of Nations (Kaosoiti

10 Star Wars Galaxies (lucasA-u)
— -V*-*-

Survey results of games from the last six months. lo vote, go to

X,.

‘^:r

laia •.

iRank Game Rating

n Age of Mythology:
The Titans (Nxrosoft)

kk

12 Galactic Civilizations (Strategy Rsti k

13 SimCity 4: Rush Hour siectrcncArts) k

14 Tron 2.0 iDisnev)
k

IS Homeworld 2 tviwnn k

16i Delta Force 3:

Black Hawk Down Okrraiogx)

k

17' Day of Defeat (Acuwsion]
k

18 NHL Hockey 2004 (EAGames) Ir

19< PlanetSideOixivOrijneDXenainmerXj
...

. ^

1 20 Medieval: Total War—H Viking invasion cuiivi^

. .---k

GREAT DEALS ON PC GAMES

Dark Age of Camelot: Trials of

Atlantis Expansion Pack (Uythio

I

I

The ultimate collection of the

bestselling Blizzard strategy

games Including Warcraft III:

The Reign of Chaos and

Warcraft III Expansion: The

Frozen Throne

Fettures:

’ Contains strategy guides

from Brady Games
Perfect for entering the epic

war between Azeroth and the

demonic Burning Legion.

Brings the best elements of

the real-time strategy world
j

together with the epic story-

line and depth of EverQuest.

Features;

• Three unique and different

perspectives

• Three completely different

factions, each with their own
special units and strategies

• Over 75 hours of single

player gamepiay.

An action-packed story-driven

title inspired by TRON, the

groundbreaking science-fiction

motion picture.

Features:

• You are Jet Bradley, son of

TRON creator Alan Bradley

• Fight digital opponents, find

your father and get out of

the digital world alive

• Intense battles Including light

cycle races.

The expansion will add the

capability for players to ex-

plore the primarily underwater

lost civilization of Atlantis.

I

Features:

I

• All new underwater areas,

I

effects, dungeons, and

exploration capabilities

• A new advancement system

that teaches your character

new abilities, spells, combat

styles, and much more.

Regular Price: SS-M9 Regular Price: Regular Price: Regular Price: SSD.-OO

Sale Price! $42.99 Sale Price! $44.99 Sale Price! $34.99
I

Sale Price! $24.99

Check Out More Great Deals Online at

amazon.com.



Preuieois See ’em now, play ’em soon
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We got the latest scoop

on the new modes,

vehicles, and some
sweet screenshots.

Prince of Persia
The Sands of Time
The game formerly known as Prince (of Persia) is back

n
n its first attempt to go 3D in

'99, the Prince of Persia series

was overthrown by various tomb
raiders. Now, we’re happy to

report that Ubisoft’s latest effort, Prince

of Persia: The Sands of Time, actually

does the series justice.

As before, you're a nimble, scimitar-

swinging prince on a mission to kick ass

and take names. Our swashbuckling hero

has evolved considerably since we last

saw him, too— he's got an entourage of

slick new moves that make his long-jump-

ing, ledge-hanging antics from the early

Prince of Persia titles look like child’s play.

serves up the coup de grace.

Sands of Time exhibits some serious

style in other areas, too. The character

design is flashy and eye-catching, a com-

plete overhaul of the stereotypical turban-

and-baggy-pants Arabian prince of the

original games. The bevy of sweeping

environments follows suit, encompassing

a wide range of stylish designs. Under-

ground waterways, city landscapes, and

towering palace parapets pepper your

journey, with each stage bringing some-

thing new to the table.

Each stage also brings something new
to the story, with the game’s narrative

O Creepy corridors and gargantuan palaces
make up a good part of the game.

I

The game often requires you to think
spatiaiiy in order to solve many of the
gravity-defying puzzies.

Your character has plenty of flexibility in

how he can move around. He can climb

ledges, run up walls, swing around on
flagpoles and other objects, and generally

defy the laws of gravity in an impressive

variety of ways. The mouse and keyboard

controls feel very tight and intuitive, with

most of the acrobatics handled by the

spacebar and a few mouse clicks.

Hall to thB king
Much of the gameplay revolves around

clever puzzle elements, requiring you to

scrutinize your immediate environment as

you deduce the best possible way to

move forward. The game also forces you

to get pretty creative at times, often

requiring you to think spatially in order to

solve many of the gravity-defying environ-

mental puzzles you’ll come across.

Plummet to your death and you can

reverse the flow of time with your magic

dagger, but do so one time too many and

it's lights out for the prince.

Beyond puzzle solving, combat plays a

big part in Sands of Time. You’re armed
with your trusty sword and a magic dag-

ger, and there’s a basic combo system in

effect. With it, you're allowed you to string

together sword strokes with a number of

cool-looking flips and kicks—the dagger

unfolding in several cut-scenes spread

throughout the areas. Our intrepid prince

is on a quest to right the wrongs perpe-

trated by a sinister vizier whose dark

magic has unleashed all manner of chaos

upon the prince's people. The prince is

joined on his mission by Farra, a local no-

nonsense princess, who is pursuing a simi-

lar vendetta against the twisted vizier.

This makes for a formidable team, as Farra

provides a great deal of backup firepower

in many areas.

H zoom uulth a uIguu
With all this good stuff, there's got to be a

trade-off, right? At this point. Sands of

Time's biggest flaw seems to be its cam-
era, While by no means unmanageable, it

does tend to be rather bothersome when
you're too close to a wall, in which case

you'll have to do quite a bit of fumbling to

get the right angle. Hopefully, this nitpick

will be addressed in time for the impend-

ing retail release.

Camera criticisms aside, Sands of Time

is shaping up to be a solid piece of work.

With any luck, it should be on store

shelves by the time you finish reading this.

Look for a full review soon. O Ryan Scott

Theaiord,!

Two questions for
the /?ea/ Prince
Itilnk ot Jwdan MKtiner as gaming royalty. As Uh creator of

Karsleka,^ Prince oiPefriaiala, and tire 1997 sleeper hit Ibe

LaslExprea, he's pioneered some cool gaming conventions. As

he wraps up IbeSands o! T/me-and enjoys seeing tils documen-

tary, CharezPavIne: A los Angeles Story, hit lire bigscteen-

Hechner had lime lo answer some Questions.

Q: How did you get Involved in this game?

A: Ubisoft approached me in 2001 with Ibe idea ol doing a new

Prim ol Persia. At fcl. Urey just asked me to come on as a con-

suitant But when 1 met with Ihe learn and saw what they wanted

to do, I lound myself wanting to do more. I didn't want to do a

new PrirKeolPasiagxKlhA was just mapping the old game

into a 3D world, and neither ^d [Ubisoft Montreal].

0: TheSandsolTimetasin interesting narrative. Care to com-

merit on the importance of story?

A: The game really should be ihestoiv, not forcing you lo watch

10 rninules ot dialogue. In TheSands ol !m. every cut-scene is

short and leads direcliy into ihe game. Games are meant to be

interactive, and the second you start watching more than playing,

it's no longer fun.
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1

There's more
than one way
to move along
this train.
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Splinter Cell;

Pandora Tomorrouu
Cell today, pandora tonnorrow

S
plinter Cell bored into us with

stealth-based missions grounded

in reality, and it got under our

skin with chilling lighting and

shadows. How do you follow up a game
like that?

In a word: multiplayer.

Julian Gerighty, assistant producer of

Splinter Cell: Pandora Tomorrow, promises,

'The offline will be very good, but the

online will be revolutionary."

The new mode pits mercenaries against

masked spies in training (read: generic

non-Sam Fishers), These combating

classes have different skills and abilities

that contrast and reflect one another.

The offensive-bent mercenaries have

heavy weaponry, while spies must rely

on stealthy tactics.

It sounds like a sneaky Counter-Strike, but

here’s the catch: While spies play in the

Splinterish third-person perspective, the

meres play in first person, it may not sound

like much, but it adds a lot of tension.

While the spies can pan around the envi-

ronment, looking for good hiding spots,

meres fumble in the dark...but they

have onscreen visual cues to help

them hone in on peripheral noise.

Neuj stuff

Multiplayer is filled with these

checks and balances. To maintain the

stealth gameplay, the maximum num-
ber of players has been limited to

four—otherwise, the game
would turn into a traditional

deathmatch. The players

can be mixed up among
the two classes in

any combination.

Headsets for

audio communi-
cation will be
fully utilized,

transform-

ing the

cursory

into an essential espionage tool. Talk to

teammates, use laser-guided mics to

catch enemy conversations, and our

favorite-taunt your opponent when you

sneak up behind him and hold a gun to

his head.

Eavesdropping, radar, and real-life

gadgets were thoroughly researched to

create new devices for the sequel—and

sometimes these spy tools were just too

sci-fi for the game. For instance: a sonic

device that can put pain on your spleen.

Sam Fisher wielding a spleen gun just

doesn't seem right.

Besides tools, there will also be more
moves better integrated and usable in

more situations. The split jump, used mini-

mally in the original, has been expanded

to include a half split jump that allows for

a ledge grab.

The single-player mode Is not forgotten,

following the continuing story of Sam
Fisher. J.T. Petty, scriptwriter of the origi-

nal Splinter Cell, returned to plot Pandora

Tomorrow. "Approaching this story, I

sought out illustrations of real national-

security issues—matters that interest

me personally."

The same format of mission-

Q Make sure nobody inside the train sees you getting

spiattered by the 6:40 express.

Instead of simply running straight through

the train, Fisher can open a trapdoor and
crawl underneath the bottom of the train

or hop out through the door and shimmy
his way across the outer railings.

The lighting effects in these sequences
look amazing, from the thundering

One mission is four times the size of
the largest mission in the original.

based gameplay is

used, but NPCs will

be more integrat-

ed and the mission

areas are much
larger. One mission

in Pandora

Brlfl Tomorrow is four

times the size of

the largest mission in

the original.

Pandora Tomorrow
aims to create a more
free-form experi-

ence. A train stage

presents the

challenge of

creating non-

linearity out of

a distinctly

linear map.

oncoming trains to the fluid realism in

Fisher's context-sensitive animations.

Pandora Tomorrow looks to again push

the edge in the visuals department.

The first Splinter Cell sports industrial

themes. Pandora Tomorrow will be much
more varied, including a grassy open field

in the jungles of Indonesia. The develop-

ment team is remiss to share all the differ-

ent stages that will be included.

"We don't put the game together with

the mindset that we need a snow stage

and then a grass stage. We start from the

story.” says Gerighty.

Perry interjects, smiling, "But if the story

happens to go somewhere especially

exciting, well then, that's convenient."

Look for Pandora Tomorrow in the first

quarter of 2004, Q Johnny Liu

ISTEALTHORAMA I
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He’S caltod the Harvester of Flame, but you can Just call him That

Big Evil Bastard. In 2004, Mythica hopes to break out of the

MMORPG pack by serving up a heaping helping of real'time gang-tackle*

style combat. No “Fetch the Bucket of Lore” FedEx quests hero—players

sally forth Into private play spaces to beat the Infernal stuffing out of

monstrous creatures and their henchmen. Since you’re striving for Norse

godhood, everything In the game is being ratcheted up to appropriately

deific levels, with brutal combat animations, thunderous spell effects,

booming sound, and titanic enemies like Mr. Happy Face here. Look for

more on Mythica In an upcoming issue of COW.

PREUeUJS
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0 PUBLISHER: NovaLogic I
)[- Vid.OI’fcR' NovaLogic GEMHE First-person shooter lil LfcASh DATE: 01 2004

Doint Operations;
lUphoon Rising
Revamped, reinvigorated, and ready for combat

n
few months ago, we saw some
potential in NovaLogic’s Battle-

field killer. Then, the PR folks

goaded us into coming back,

dangling the promise of exclusive Info

and pictures that would blow our minds.

They have. Thanks to an infusion of fresh

insight and direction. Joint Ops now has

blockbuster potential written all over it.

Enter new producer Joel Taubel, whose
passion and direction have invigorated the

project. "No one can stand alone in this

industry," Taubel says while howling—he

just shot down an Indonesian Super Puma
helicopter with a Stinger missile. "It’s a

team effort all the way." Taubel's Impact

and the enthusiasm from the development

team can be felt. Now. small but important

features originally left out of the game-
such as skins, voice support, a weapon-
accuracy model, and balanced gameplay—
are alive and kicking.

One Bad Mofo
You've seen most of tliese tliarader classes before: ilfleman,

sniper, heavy gunner, medic, and engineer. But tlrere's more bai-

ancfng here, to ensure team-oiienled bailies. The engineer, for

eumpie, can use a variety of explosives or fire a mortar. The

vehicles and abcraftthat once dominated the battlefield mil now

have to contend with Stinger missiles and the like. Yep, ground

troops now have a chance-espedally the Spedal Ops dose-guar-

lets battle dass-wlu'ch adds mote depth to gameplay. Spedal

Ops units lack long-range capabilities, but they can move silently.

"Being a dose-quarters-combal tan myself, I fmmediatefy l^i in

iove with the idea ot the Sp«lal Ops class popping up In front of

the enemy and i^ng up within five feet (o t them], but we

need to balance vehicles on each map,” says Taubel. "We want to

strike fear into the hearts of the enemy ptayer. When he sees a

small helicopter with four Spedaf Ops units cm the boards diop-

ping In behind a tree line and [then] watches the bird lift off

empty, he knows trouble Is coming.”

Taubel, a former OA tester who worked

his way up the NovaLogic ranks, puffs up

with pride. "I am just a gamer with one

hell of an opportunity to work with a very

talented group in an industry I love." So
far. it appears the team is gelling well, but

more important, it also has a clear direc-

tion. As a tester, Taubel paid attention to

what consumers had to say, and as a

hardcore gamer, he’s been playing a lot of

stuff for perspective-games such as

Battlefield 1942, Counter-Strike, Medal of

Honor, and Day of

place Jo/nf Ops
great game category right beside these

titles," he says. Sure, they have some stiff

competition from the likes of Battlefield:

Vietnam, but Taubel doesn’t seem
fazed. "A game can have some
great innovative technology, but if

executed poorly, it will fail. On the other

hand, a well-executed but cookie-cutter

game can fall into the same trap. What 1

can tell you is that we will come out

swinging and give the competition a run

for its money."

Slated for a late Q1 2004 release, Joint

Ops looks primed to deliver. The improve-

ments and added features could launch this

game into stardom. ES Raphael Liberatore
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PIPELIIME
Ship dates and slip dates for J
games in die channel i

i Alias Acclaim .Jtinuary ..t
2004

Anned & Dangerous LucasArts December .•

2003

Armored Assault lEntertainment

Network
December
2003

Atlantis Evolution The Adventure
Company

January

2004,

The Bard's 1<ile mXile.'

Entortainmsnt

Q4 2004

Battle Engine Aquila Encore Software 04 2003

Battlefield Vietnam EA Games March
2004

Black & White II EA Games March
200C.

Blade and Sword WhiptaQ lnteractiv«Q4 2003

Blowout Majesco^rhes' Jonuary

2004

Callof Cthulhu: Dark
Corners of the Earth

Bethesda-
•'

Softwdfks
Pebruary
2004,

City of Heroes NCsoft March
2004

a Codename: Panzers CDV Software 012004

Contract JJt.C.K. VrverxJ Q4 2003

Delta Force: Black

Hawk Down-
Team Sabre

NovaLcgic February
2004

Deus Ex: Invisible War Eidos Interactiye December
200.?

Doom 3 Activision March
2004

MV., 3 Atari March
2004

Dungeon Siege II MtoDsoft 2004

Egyptian Prophecy Tfie Adventure
Company

January

2004

i EverQuest II SOE March
2004

Evil Genius Vivendi 6.32004
••

Fading Suns:

Noble Armada
Matrix Games January

,2004

uotsoii Febniary
2004

Forever Worlds the Adventure
Corrxtany

January
2004

Full Spectrum
Warrior

THO 2004

Ground Control 2:

Operation Exodus
NDA-prdductions Q1 ?.004

Guild Wars NCsoft 2004

1 Half-Ufe2 Vivendr April 2004

Inquisition Strategy First 04 2003

Jack the Ripper The Adventijre

Comoany
Jarniary

2004

Kelly Slater's Pro Surfer Aspyr 04 2003

IdlLswItch hip Interactive February
2004

' Lineage II: The
Chaotic Chronicle

NCsoft February
2004

LOTR: The Battle

for Middle-earth
6A Games June 2004

Lords of EverQuest SOE December I

2003
j

B PUBLISHEF5: Kuma Reality Games DEVELOPER Kuma Reality Games GENRE First-person news

RELEASE DAI: February 2004

Kuma UUar
News at 10, games at 11

R
eality hits the PC,

and we’re not talk-

ing about Joe
Millionaire. Kuma War is a

subscription-based war

game that turns current

events into cannon fodder.

Did you want to be a part of

the squad that took down
Uday and Qusay? It's now
possible, thanks to satellite

imagery that creates accurate

maps of real-world locations.

It might sound like exploita-

tion, but there's a surprising

amount of tact here. "No real

names or faces of allied

forces are used in the game," says director

of game development Dante Anderson.

He adds that a council of military advisers

ensures realistic scenarios.

The core release includes three missions

played in the first or third person, but

thanks to a library of textures, weapons,

and vehicles, new missions will be avail-

able every week. Anderson says gamers
can expect one or two months between
an actual skirmish and a game scenario.

Graphically, what we've seen looks pass-

able, but the real hook here will be for

news junkies. O Johnny Liu

i'iTHIffiKINEWSWORTHY

The Hobbit
Bilbo’s excellent adventure

D;I
he Lord of the

Rings mania is

running wild.

With two epic feature

films under its belt (and

a third looming just over

the horizon), the swords-

and-sorcery fantasy

series is quite the hot

property these days.

Adding to the inevitable

holiday merchandising

blitz brought about by

the release of the final

film. Vivendi Universal

asks the question, "Hey,

what about the book

that started it all? Has anyone exploited

the license for The Hobbit yet?"

Assuming the unassuming role of Bilbo

Baggins, you'll run, jump, climb, and fight

your way through the world of Middle-

earth. En vogue, this platformer will be
packed with action-adventure, stealth, and
puzzle-solving elements. During your trav-

els, you'll cross paths with such luminaries

Q That’s quite a jump he’s about to make.

as Gandalf the Grey, the dragon Smaug.
and everyone's favorite feral hobbit

fostering a severe case of paranoid schiz-

ophrenia, Gollum. With a cutesy look and

decent gameplay, it might make us forget

there won't be a new movie based on this

hobbit. Q Ryan Scott

l PRECIOUS
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Introducing the AMD Athlon^'^ 64 FX processor. Simply the most
amazing gaming engine there is. See the bloodshot eyes of your quivering

enemy, Get all the burning rubber, flying sparks, and white knuckles you can take.
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may you reign. Get the AMD Athlon 64 FX edge at www.amd.com/athlon64fx
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PIPELINE
Lords of the Realm III S:3{/

J

The Matrix Online Ubisoft .

Medal of Honor lA Games
Pacific Assault

Hen of Valor Vietnam SiO'r.'

Middle-earth Online viv. 'ii> ;>

The Movies Activi:,]v;i

Operation Flashpoint 2 ’odoniosters

Painkiller -OreafnCatoier

Postal 2: Share the Pain v

• Priest J

Prince of Persia: The l

Sands of Time

Psychotoxic C

RC Cars

Rebel Trucker

Rome; Total War

erociiv.-.Q,1 2C03

JC Erie'-rairvnenr fW 2005

L-'Uibofi Uecsmber
2003 .

C.DV 04 2003

WhiOtO:; ilUi(6CClve04 i

GioU'i Sts'

Stalker Oblivion Lost

SWAT: Urban Justice

Thief III

Tram Simulator 2

Tribes: Venoeance

Ultima X: Odyssey
.
FAChiid'

Vegas: Make It Big .prnplre

Enlirjhi

Q4 :'(Xi3

Occember

World of WarCraft

New Update

BPUBLISHER Whiptail Interactive ! . .OPER Pixel Multimedia GHNKt Action RPG RELEASE DATE Q42003

Slade and Suuord
Ancient Chinese secrets, huh?

<»> .v-
•'

^
'-H . f

; ‘-N v"

ung fu meets Diablo II

in this chop-socky

take on the action

RPG. A few years ago, Sierra

tried to do it in Throne of

Darkness-, today, Blade and
Sword looks like it’s on the

right track. Set in ancient

China, the story unfolds over

40 levels across three chap-

ters of gameplay.

Blade and Sword steps up

the action, giving you control

of each individual move and
strike. Nearly 50 unique attacks—not to

mention three different characters (a

stealthy character, a hardened warrior, and

something in between), each with its own
style—makes for plenty of flashy acrobat-

ics, even allowing you to create your own
custom combo strings for maximum ass-

kickage. Another fairly impressive feat:

The graphics look decent considering this

game is built to work on a "blazing-fast"

Pentium II 266MHz system. In addition to

the standard single-player experience, you
can saddle up with a multiplayer posse for

either Internet or LAN play. Q Ryan Scott

The UloraBiaaaa .

Horizons:
Empire of Istarla
Prepare to explore brave new worlds

which means there will always be plenty

of new content and areas to explore.

Horizons looks like it might hold a few

interesting twists, although it remains to

be seen whether it will stand out in the

crowd-something few MMO games seem
to be doing these days. O Ryan Scott

S few months ago, we gave

you a taste of what lies over

the horizon for this ambi-

tious game. Now that we’ve had a

chance to walk through its world,

we wanted to report back before

the game launches.

Horizons gives players plenty of

interesting options not found in

many other MMO games— like the

ability to play as one of the most
unlikely of races, a dragon (there

are nine races to choose from).

Beyond the ubiquitous monster-

hunting experience (sorry, player-

versus-player lovers—no dragon

hunting here, unfortunately), char-

acters can also take up craft skills, allow-

ing them to forge useful weapons and
armor. Cooler still are player-owned cities

and housing, which create the potential of

a thriving community, something most
MMO games sorely lack. And for those

who are worried about running out of real

estate, the world's zone structure allows

for constant revisions and additions,
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IGITRL UNDERGROUNDGames cornin’ from out of nowhere

DEVELOPER. Nadeo GENRE: Racing simulation AVAILABILITV 2004

Track
mania

AVAILABILITY. Q1 2004

Spartan
Word on the street The
ancient city of Sparta was
renowned for its warriors.

Taking command of the

legions, you'll struggle to

unite Greece in an ambi-

tious turn-based strategy

game set atop detailed

handmade maps. Siege cas-

tles, battle at sea, and cata-

pult fire over enemy walls,

all in glorious 3D. or down-
grade to 2D encounters if

you're on a low-end

machine. Internet and LAN play, provisions for diplomacy

and trade, and over 100 featured nations ensure it's never

the same campaign twice.

Sounds kinda beat Slitherine Strategies isn’t an unknown
name, although you'll wish it were...the British outfit pro-

duced such clunkers as Chariots of War and Legion for

Strategy First. Therefore, we're not entirely convinced the

product will live up to prelaunch sales hype. Then again, a

fresh setting and brand-new start for the company—which
has yet to announce a deal with its former publishing part-

ner—could help the firm regain some credibility with a

now-skeptical fan base.

DEVELOPER: Slithorinc Strategics GENRE; Tum-bascd strategy

Word on the Street: Arcade racing isn't a new concept; a

title that lets you build your own custom-made courses

to compete on is. Wheelmen can collect all 300 blocks

in the virtual construction kit’s tool set by participating

in individual contests (Rally, Speed, Stunt) and then

erect desert, countryside, and even theme-park layouts

as desired, much like your own Hot Wheels set.

Approximately 50 solo challenges will get you started,

while online play compatibility lets both dial-up and

broadband users put the pedal to the metal.

Sourxls Idnda beat France's Nadeo is renowned for its

Virtual Skipper sailing simulation franchise, not automo-

tive offerings. Nor has the developer established any

footholds In America. Additionally, a track-builder utility

is only as useful as one makes it, and let’s face it—not

every budding map designer is a Levelord in the making.

However, with proper backing from a publisher who can

cultivate strong levels of community support, it could

speed up charts.
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Space Rangers
Word on the street From Russia with love comes an ambitious

strategic romp through the outer boundaries of the universe.

Playing as a volunteer fighter who must defend the Galactic

Council from invasion, you’ll choose from five races—the mal-

oqs, peiengs, humans, faeyans, or evil klissans—to buy, trade,

and sell goods; engage in ship-to-ship combat; and converse

with extraterrestrial NPCs. Gorgeous and teeming with subtle

intricacies—plus balls-out action-combat encounters—Space
Rangers is the heir apparent to Star Control's throne.

Sounds kinda beat: A hit in Eastern Europe, the game has

made virtually no noise overseas while being retooled for a

Western debut, which we find a tad disconcerting. Perhaps it's

a cultural thing—after all, Britain’s chart-topping Private Dancer

never received a domestic unveiling—but we fear there’s more
to the story. Furthermore, creator Elemental Games has previ-

ously cut its teeth solely on freeware releases. Still, with a little

luck, our friends might yet conquer the galaxy.
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D “Hello? Tim? Where’d you go?”

"The pacing is intentionally slow," says Willits. "After all, we put

all this work into [the environments] and we want to give people

the opportunity to explore them. Otherwise, what's the point?"

He says this while unloading buckshot into a zombie commando.
A whiplike tentacle snakes out from its right arm and lashes at

the screen. There are plenty of other details in the carnage,

including a bloody handprint on the wall and a disemboweled
body hunched over a table. Walt. Was that the sound of a

cracked pipe hissing...or something else?

Willits opens his in-game PDA for the next mission objective.

The PDA contains maps, goals, e-mails retrieved from bodies, and

Creepy, crawly trites skitter right at you.

ROBERT DUFFY MUST DIE. I'll let him finish working on Doom 3
first, but his day is coming. The programmer Is tap-dancing

around my rocket fire...and when I'm just about to get the drop
on him, the lights go out. How did I come to be so owned, you
ask? After three years of development with minimal press infor-

mation (and hundreds of stories for every gib-sized morsel of

information). Id promised CGW a behind-the-scenes peek at the

latest progress on Doom 3. no holds barred. In a single day,

they'd show everything: Ali the big questions would be answered,

all the weapons would be revealed, and previously unseen levels

would be explored. Welcome, gentle readers, to your Doom.

Hellfire. TeKas
In the same building that houses the office of the mayor of

Mesquite, Texas, sits the unassuming headquarters of Id Software,

Once inside, it’s obvious these offices aren't for selling insurance.

There’s a 6.1 THX-certified conference room equipped with a plas-

ma monitor and a Falcon Northwest PC with Doom 3 emblazoned
in neon lights on the side, Our demo driver for today is lead

designer Tim Willits. He fires up the single-player game, talking

about how he "wants to scare the s— out of people." Since the

only thing scary about the original Doom for me was the multi-

player competition, I take Willits' warning with a grain of salt.

Do we really need to go into the proprietary physics, shadows,

and A.I, being poured into the Doom 3 engine? It's been praised,

it looks good, and everyone has said their two cents. Seeing it

firsthand, however, makes me feel like I’m on the set of Aliens.

The slow pacing, claustrophobic environments, and use of shad-

ows all add a great deal to the game's palpable tension.
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It’s funny at 33 years old
being an old man in the
[game] industry. I wrote my
first game for the Apple II,

^tadowforge, about 16
years aga —John Carmack

0^

\

Q Stop us if you’ve heard this one: A revenant, an imp, and a space marine walk into a bar._.

so on. It's a cool little window into the world, but if you read

some information carefully, you'll find hints to secret areas, inside

jokes, and other minutia. For example, at one point you read an

e-mail that you’ve downloaded to your PDA from a supervisor.

In it, you're asked to fix the loose floor panels in the Alpha Labs
before someone falls through and is injured. If you read the

e-mail, you'll know where to find the broken floor panels, which

lead to a secret underground passage. You can then sneak up
behind a number of demons and zombies and kill them before

they can ambush you.

Back in the game, a stray shot at a window suddenly breaches

the base's atmosphere. Oxygen is getting sucked out to the

Martian surface. You'll die from suffocation if you're not careful,

but the developers, unfortunately, had to kill the visual effect of

getting sucked out along with the air. "The calculations for the

physics of shattering glass are bad enough, but trying to factor in

[getting sucked out a window] is just too much," says Willits.

Now, we're walking in the dark and escorting the NPC Ed
through some corridors. Lit only by Ed's lantern, imps pop out

from the shadows, and I jump back for a second, laughing. These

aren't some pixellated little buggers. They are detailed and com-
ing right at you. It feels like a movie. Don't want to know what
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The shotgun from the
was actually modeled on a
toy gun. It still sits in Id’s

Hot pockets
Deep in the caverns of Mars, at an excavation site, we start

seeing signs of a previous culture. A huge temple with

It’s a little hard to show
cut-scenes in a magazine, so
hopefully you can make due
with some storyboard shots.

In this scene, Jim finds out the
baby is his.

Othis "movie” is about just yet? Skip

the next section if you don’t want the

story line spoiled.

Spoiler alerti

You start the game as a marine walk-

ing through a research outpost on

Mars. "You don't jump into the action

right away. As soon as you want to

begin, you report for duty and go out

on patrol," Willits says. Before long, a

gateway to hell opens, leaving you as

one of the few survivors. Ah, but see-

ing as how you played the original

Doom, you already knew that. But did

you know that there's an ancient civi-

lization buried deep in the heart of

Mars? Did you know that this had also

happened centuries ago and the

demons were beaten back with some ultimate weapon?
While the folks at Id didn’t have any artwork to show of this

nifty bit of alien gear, we can give you a hint: The new weapon,

called the soul cube, has nothing to do with Hellraiser. This con-

traption, though, was powerful enough to beat back the

demonic hordes once. Realizing its power, the hordes grabbed

it and brought it back to hell to make sure it couldn't be used

again—which means you're going to have to go down into

the bowels of the underworld, where this superweapon is

being guarded, retrieve it, and stop the inevitable invasion

of Earth. OK, end of spoiler.

Here Is Kenneth’s
Mend ’’Bumle." Check
out this model progres-

sion to get an Idea of

what goes Into creating

the fiery undead.

writings on the wall means more secrets for you to uncover. Little

pockets of hell are busting though the walls. Normal areas meld

with brimstone, and pentagrams appear on the ground. But

there's no time to see the sights, as a couple of revenants start

launching plasma balls and a demon floats overhead. Next come
waves of zombie security guards armed with shotguns. A couple

shots connect, sending you reeling.

This is one part of the game that surprised me—the visceral feel

of each blow. Whether you get slashed by a zombie or take a

shotgun blast to the grill, your "head" snaps away, making it

tough to focus and aim properly for a few seconds. And, thanks

to the per-poly hit detection, the strength of that shot and the
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The face of the space marine
you control in the game is

that of Kevin Cloud, artist

and co-owner of Id Software.
Nobody has told him yet.

subsequent blow varies. Some bits hit your armor, but the

strays that actually connect with flesh are going to do more
damage...and every projectile is precisely calculated with the

physics engine, whether you're taking potshots or just knocking

out the glass from a window.

Ulslons of hBlI

The art in Doom 3 looks like an H.R. Geiger nightmare. Lead artist

Kenneth Scott starts by showing the cast of prezombified char-

acters, each with different types of heads and effects. He uses a

blending technique to shift a woman from the normal state to a

sallow zombie. "Early shots we've sent out only have a couple

zombies in them. People are probably thinking they all look alike,

but they don't," says Scott. There are lots of gruesome ways to

die, and they'll all be on display. Various chunks from a body
could be missing, an exposed skull here, no stomach there. Then

there are some personal favorites, like the security guards who
still wear cracked goggles after their eyeballs have burst. There

are effects also being added to some, like "Burnie," for example.

This zombie model has flames licking off parts of his body, and

you can see the charred flesh underneath.

But this is saying nothing of the bigger, tougher denizens of

hell: fearsome hellknights, Thing-inspired trites that make Half-

Life'% headcrabs took like the catch of the day, and lots of as-yet-

unnamed creatures. There's a spidery demon boss that skitters

around and has a pouch in the back that looks like it'll spawn lit-

tle tritelings. Scott's favorite: the sinister hell cherub. "Hey, heav-

en's got 'em," he says. Not like this though: Twisted baby faces

top tiny, disfigured bodies that fly around with insect wings.

A huge monstrosity fills the screen for a split second. “Oops, I

don't think I was supposed to show you that!" The unnamed

Jurassic demon is so big it can't be seen in its entirety in one
screen. While Scott can't go into detail on what it is. he assures

me that this isn't the final boss. Now that's a scary thought.

If you want scary, though, you also need to get a feel for the

animation work being put into Doom 3. "The trick is to add little

sequences in the game engine that don't pull you out of the

game," says lead animator Fred Nilsson, who was one of the ani-

mators for Shrek. So how does creating that movie's gingerbread

man torture sequence compare to working on a game like Doom
J? “Games are a lot more creative. You've got to do a lot of

things, like creating models and setting up the characters and
skeletons."

The large number of bones in each character allows for detailed

animation. Whether you're observing a marine's face contorted in

pain, seeing a mouth form words, or simply noticing sets of eyes

darting around the room, it all sells the realism beyond theC3

wea While Id had only a few renders available, we learned about all the weapons that will be
in the final game. Not pictured here are the flashlight, grenades, the rocket launcher, the

Infamous BFG, and the soul cube.

O Machine gun
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'AS ADRENALINE-PUMPING AS ANYTHING YOU'D SEE ON THE SILVER SCREEN."

***** GAMESPY

"STUNNING...MAX PAYNE 2 IS JUST A REMARKAGLE PRODUCTION."

EDITORS' CHOICE AWARD. GAMESPOT

"SIMPLY BEAUTIFUL."

94%. HOMELAN

THE FALL OF MAX PAYNE

A FILM NOIR LOVE STORY
WWW.ROCKSTARGAMES.COM/MAXPAYNE2 WWW.MAXPAYNE2.COM

REMEDV""

intense Violence

Strong Language

Blood

Mature Sexual Themes
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“I'm not nearly

as big of a

game player

as a lot of the

guys [at Id].

Part of taking

a step back

from being a

designer to

the directorial

role is that I

may not be
the best per-

son to design

games. I can

code certain

aspects, but

I'd rather have pas-

sionate people that

have a vision they

want to get In. I’m

more the engineer

and technician who
wants something to

work well."

John Carmack
Read more from Carmack at Iup.(om.

Meet Fred Nilsson, lead animator and the
sinister end boss at Id Software.

to come out. "Early ads said that Doom 3 was coming in 2003,"

says Id CEO Todd Hollenshead, "but we knew that probably

wasn’t going to happen." People are getting anxious, though—
anxious enough to distribute the game early. A year ago, the E3

build was leaked to the public, and the recent news of the Half-

Life 2 source code leak brought up some painful memories.

So when will Doom 3 ship? Hollenshead gives the stock answer

on cue: "It'll be done when it's done." Looks like we're going to

have to settle this with a deathmatch before I hit the road.

'Lllet's get ready to Glllllllllior

graphics. And, after a two-day motion capture marathon, it's

easy to overlay mannerisms, staggers, and the like.

But the really creative part is being able to place cameras down
and edit the scene. Using Maya, and the in-game engine, Nilsson

briefly yanks the camera out of your control. The next 10 seconds

in one scene focus on a pinky demon knocking over a railing,

jumping down, and ramming a door. Only then do you get con-

trol back. Finally. Nilsson gets to be the director.

Technically, you'll get to be one as well, since the editing soft-

ware will be available when Doom 3 ships. This is Rob Duffy’s

domain, programmer and the keeper of the tools.

"The fact that we include all the tools, source maps, and tex-

tures on the disc is big. This is the first time this has been done."

You won't get the 3D modeling (Lightwave) and animation

(Maya) tools that we used, but there are light versions and free

programs available on the Web. "Because of the things the

engine can do, we can expect to see some great things [from the

modding community].’’

You see. Doom 3 may be intentionally slow-paced, but that

doesn’t mean you can’t get some serious speed. The physics

engine allows for vehicles, if desired. You can also get fast and

furious combat, as in the upcoming Quake 4. (Duffy confirmed

that Raven Software is working on Quake 4 right now in tandem
with the Id folks, but other than that, mum’s the word.) What’s

Duffy looking forward to? More single-player mod offerings. "All

the mods lately have been multiplayer. If you have a team that

wants to break into the business with a commercial venture, a

single-player mod is the best way to get noticed."

In order for those coders to get crankin’, though, the game has

The single-player game may be intentionally slow, but the pace is

kicked up for multiplayer. No adrenaline meters required on the

six to eight maps that’ll come with the game when it ships. You'll

be able to manipulate switches, activate security cameras, move
objects, close shutters, and turn off lights. There may only be
four people playing at a time, but Hollenshead explains, "We
knew we were onto something because we started lining up to

play it in the office."

Imagine moving a canister in front of a doorway and turning off

the lights. You hide in a corner and—whoosh— the door opens, All

you can see is the silhouette of your enemy in the doorway and

it’s time to open fire. Just pray your target isn’t in berserker mode.

Scott describes the berserker mode as the sci-fi drug "red-eye"

that was seen in an episode of Cowboy Bebop. As you slap the

berserker helmet on, the world goes crimson; you run uncontrol-

lably at a full sprint, and you’re only able to punch or club some-
one with your flashlight for ridiculous amounts of damage. And
all the while, you're maniacally screaming.

Which catches us up to where we are now: I’ve already been

brained twice with a flashlight by a berserking Marty Stratton,

and Duffy once again has me in his sights. Click. I forgot to

reload. His shotgun blast catches part of my armor and sends my
"head" reeling. The visceral screen shake, combined with the 6.1

surround sound, makes me feel the impact of every bit of buck-

shot. It's over. I come in second place with seven kills. The sad

part? I know they were going easy on me.

There’s always next time—especially since Nilsson waits in the

wings like some sinister end boss. Everyone in the office fears his

deadly aim, but not me.,.not yet, at least. I’ll be in training until I

head back down to see whatever’s next from Id. Q
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THE HIGHEST RANKING RPG OF THE YEAR IS NOW AVAILABLE ON PC.
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I 1^ Oh, never mind. Who are we kidding?
^rn _I_IW > _L'W We’re writing this in October! We haven’t

even bought our Gollum masks for Halloween yet,

and we’re supposed to pretend it’s Christmas?
Well, forget it! Not this time! We're no poseurs!

But, still, we do have a great list of, uh, holiday recommenda-
tions for you here. That fact hasn’t changed. This is indeed our

giant annual gift guide to ail the best games, hardware, gad-
’ gets, and more, for the upcoming holiday season, OK? We
hope you like it. Tis the season, oh dreidel dreidel, etc., etc.

Just please don’t ask us to exude any holiday spirit right

this second. Because, frankly, we’re not there yet. We'll get

there eventually, but not right now. Enjoy our gift guide.

Find yourself and your loved ones some good presents.

Just dim the lights here and leave us alone. We promise to

cheer up by December.

S By the CGW staff

78 COMPUTER GAMING WORLD





?!

Knights of

the Old
Republic I

^ IT’S 10 YEARS coming and borrows

liberally from Grand Theft Auto, but the

first great Simpsons game is cause to

rejoice. The story line is lovably idiotic, the

dialogue is hilarious, and the gameplay

offers addictive action with tons to do.

Best. Simpsons game. Ever.

THE BEST Xbox

game of the year has i

made the jump to I
the PC. Bioware has I
created an instant M
classic in this ridicu^P

lously addictive Star\1
Wars game. It’s

action-packed, full of

adventure, stuffed

with great character

choices, and truer in

spirit to the license

than George Lucas'

last two movies. J

Maybe these guys

should take over?

Rrmed a
Dangerous

“MONTYPYTHON meets
Star Wars" is a good way to

describe this screwy take on

an action game. You've got

an arsenal of messed-

up weapons and you

need to unload on some-

thing between laughs. ^
HZ: «-men
United DUD
Has EVEN BETTER than

the first movie, X2: X~Men
United is one of the best

comic-book movies ever,

with smarts, humor, a ^
great villain, and a

killer opening

sequence featur-

ing Nightcrawler.

Purge the ick of

Daredevil with

DVD.

cncKfhendJy ^KUMencDy ^^fTltsry

Rise Of Nations
THE BRAINCHILD of

Alpha Centauri mastermind Brian

Reynolds, Rise of Nations Is a clever

amalgamation of real-time and turn-

based strategy games. Take control of

any of 18 different civilizations as you

vie for supremacy, waging war against

up to seven other players online.

Galactic
Cluilizatlon

IN SPACE, no one can

hear you scream—and scream you

will, at the scum of the universe as

they strategize around you. A great

design, 36 races, and branching

paths equate to stellar strategy. Return of

Battlefield IBMZ
Expansions

BOTH The Road
to Rome and Secret Weapons of World

War II are excellent expansions to the

best multiplayer shooter of the last few

years. These packs are must-haves for all

BF1942 fans, and a good excuse for

newbies to dive In.

mM EA DIDN’T bring last

year's Two Towers game to PC, but we
do get the series finale. ROTK is a fast-

paced D/ab/o*esque action-RPG with

excellent graphics and cool clips from

the upcoming movie. Another must-

have for all Tolkien geeks. i
iv
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Unreal
Tournament 2004

THE NEWEST generation of

Unreal Tournament restores the beloved

assault mode and also provides some
excellent onslaught levels and new vehi-

cles. Get ready to once again brace your-

selves as you listen for the unforgettable

voice of the announcer yelling, "VEHICU-

LAR MANSLAUGHTER!"

Prince of Persia

THIS GAME is making jaws

drop. The graphics, the preserttation,

and the story all combine to make
you want to stay up 1,001 nights to

play it. Game god Jordan Mechner
lends his ability to tell a story and
create a good game to this terrific

action-adventure title.

Y-

Call of Duty
FROM THE creators of

Allied Assault, Call of Duty builds on
Medal or Honor-style play with more
scripted events, better A.I., and more
cinematic battles. The graphics have

been improved over the MOH series,

but the enhanced A.I. alone makes this

- game worthwhile.

Raindouu Sl« 3:

Rauen ShlEld

INCORPORATING the

Unreal engine into the Rainbow Six

series was a smart move. You get amaz-
ing-looking visuals, easy-to-master

gameplay, and, finally, the ability to

see which weapon you’re firing.

microsoft Flight

Simulator 2004
fl Century of Flight

LOADS OF both current and histori-

cal aircraft, super-realistic controls, a

dynamic weather system, and a wealth of

options all contribute to form one of

the most excellent avia-

tion simulators ever.

Easily one of Microsoft's

best efforts in the genre.

Raiders of
Lost Rrk
DUD set

IF LONG-OVERDUE
a name, it's Indiana Jones. Paramount is

putting together the comprehensive DVD
set with all the films, plus an extra disc

stacked with documentaries and never-

before-seen footage from all three films.

\i

'I

c
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Frselancer
SPACE PIRATE, bounty

hunter, or old-fashioned Interstellar

hero? Those are the choices that await

you in this sweeping space opera. Sure,

there’s a story in Freelancer, but the real

rewards in this game come from explor-

ing the incredibly huge star systems,

upgrading your ship, and blowing up
bad guys. Available at a galaxy near you.

\

Rge of mythology
The Titans& THIS expansion to

last year’s hit RTS game con-

tinues the epic battles of the

Greek. Norse, and Egyptian

pantheons, who now have a

fourth faction to contend with—

the legendary Atlanteans.

Additional units and god powers
round out the new features.

Family Guy DUD
bo«ed sets _

THIS short-

lived series set

records for the most
random scatological ^
references in a sin-

gle half-hour u ^

episode. These two T “ -

volumes are freakin’

sweet, containing the entire run of

the show, as well as one episode

that never made it past the censors.

Tran 2.0
computer versus humans game o

the year isn’t the craptacular'
"

Enter the Matrlx—W’s a graph!-

cally gorgeous and surpris-

ingly deep shooter based

on a 20-year-old Disney

movie. Taking a small cue i

from System Shock 2, Tron '

2.0 drapes a very cool RPG h
factor over witty run-and-gun

action to create one of the

most memorable gaming
experiences of the year.

Silent Storm
SQUAD-BASED tactical

strategy games are pretty few and far

between these days, but Silent Storm
aims to rekindle the magic of classic

games iike^f-Com. There’s plenty of

ij Axis and Ally goodness for gamers to

explore. And who doesn’t en]oy some
good clean Nazi-exploding fun?

Korsun Pocket
^SwSi IT ONLY sounds like a

cheese-and-chili-stuffed microwaveable

snack product—in reality, it's pretty much
the best hex-based war game ever. Korsun

brilliantly distills gameplay into a series of

strategic decisions, thanks in iarge part to

a slick interface that lets gamers game
while the computer does the boring stuff.

lL-2 Sturmouik:
Forgotten Battles

THE EXPANSION for IL-2

Sturmovik, Forgotten Battles brings fiight-

sim fanatics 45 new planes, such as the

German Stuka and American P-47, as well

as 30 more missions. Perfect for the arm-

chair pilot in your life.

fiction I^Oieap OUck friendly Kid friendly ^^ fiTRaru multlptayer
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Grand Theft
RutO: Ulce City

WHAT’S BETTER than running

around town, stealing cars, and beating

people up with your trusty baseball bat?

Running around town, stealing cars, and
beating people up with your trusty base-

ball bat while listening

to Michael Jackson,

Run-DMC. and Mr.

Mister! This

sequel to CG^Vs
Game of the Year

is even more fun

than the original.



Violence

Blood and Gore

Join the battle. Live the epic adventure yourself. Unlock the secrets of Halo to save

mankind from the ruthless Covenant swarms. Take the fight online in customizable

head-to-head multiplayer competitions against up to 1 5 rival Master Chiefs. Break

open a redesigned arsenal complete with the wicked new fuel rod gun. Then go

mobile in the redeveloped Rocket Warthog and Banshee. This is Halo evolved.

BUNGiE gearbpx www.microsoft.com/Games/Halo

02003 Mcrccotl Corporation
. Al nghis leserveo. Mcrosofl. Hafo. and the Microsolt I

herein may be tradenaiks c/ ineo reopectivc OMters. A> rights reserved The ratings <

ilhorrogslererfliademarhsorlradematlisofthsMictosotlCorpoialponinlhDUS and'or other counines Other products and company names menlicned

ilnloractivo Digl^ Software Associalion.GameSpy and the 'Powered by GemeSpy'despn are tiademarhs of GameSpy Industries. Inc. AB rights reserved.
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medieual; Total
UUar-UikIng
Inuasion ^

tsK’ AN outstanding expan-
sion to one of the best strategy games
of all time. The Dark Age campaign
introduces lots of new units, but the

expansion also adds features that

strengthen the overall game. A must
for Total War fans.

f

' Tv#'

'

Nomad
muUo NH
«ew CREATIVE LABS adds some much-
needed features to its 128MB MuVo MP3
player. Insert the MuVo into a USB port

and it pops up as a 128MB drive. Drag the

MP3s over and you're ready to go. The
MuVo NX adds more features, such as

recording capabilities and a small LCD.

Pioneer DUR-810H
DUD Recorder/8D
GB Tluo

THIS IS officially the first sign of

the end of your social life; an 80-hour

TiVo DVR and DVD-recorder built into the

same deck. Record shows, burn them onto

DVD, or watch whatever movies you
brought home. But do you have the 1,100

bones to pay for this beauty? We sure

don't, which is why we’re being extra

good for Santa this year.

FI ChallEnge
’99-’02

BOASTING advanced physics and

superrealistic detail, FI Challenge '99-'02

will have you competing against real dri-

vers, such as Mika Hakkinen and Michael

Schumacher, as well as other amateurs

over the Internet.

UUarCraft III: The
Frozen Throne

BLIZZARD’S WarCraft III

expansion is a solid buy for WarCraft fans,

with a huge 26-mission campaign, a great

new RPG-esque mod-
ule, and nice multi-

player enhance-

ments. A good
hefty slab of gam-
ing from Bli^

rna« Payne 2
THE MORE we play It, the more

It looks like Max Payne 1,5, but that HHHB
doesn’t mean it’s bad. It's Just more of

the same great action, with better

graphics and sexy sidekick Mona Sax.

Lord of the RIngs:
Tujo Touuers &<tendGd
Edition DUD

flC&P OUT ON November
18, and owned by every

self-respecting geek min-

utes later, the extended edi-
1

tion DVD adds a whopping
[

40 minutes of new footage I

and, from what we've seen, looks spectac-

ular-including an appearance by Boromir.

We wants it. my precious....

Need for Speed:
Underground

THIS IS not a racing sim. Inspired

by the underground street-racing scene,

the game lets you get your hands on 20
different import racers, and customize

them for some serious night driving. We
dig the sweet detailing, and the possibility

for online multiplayer bragging rights is a

cool hook. Pick up a copy and start chal-

lenging your friends today.

iPlanetSide
NOTHING can replace

that feeling of being In the middle

of your first 200-person firefight to

take a tower. This sci-fi first-person

shooter has you picking sides, arm-

ing up, and hopping into vehicles.

fiction Cheap ChicK fhendlg I^Kldfrlendy
jj^
^mtarg flTulUplauer Not a game |j^'fiPG Sports Strategy
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)a IMOD:
iuild

'7^V >).-» THINK of this

game as The Sims in medieval

drag—with 15 other games
thrown in as well. Europa

1400 is weirdly and inex-

plicably addictive as

you strive to build

your family into

political and finan

cial force in ye

olden times.

The Office DUD
hoHed set

GOD help you

if your office is any-

thing like this. Filmed

like a documentary,

this show chronicles

the day-to-day

cringe-inducing events at the office

of a paper company. Imagine our

entire magazine Muddied around a

TV set, watching each episode and

groaning. Yes, the series is that good.

DeusB-ia
Inuiside UUar

. ^ AMBITiOUS sci-fi shooter ioaded

with wiid speclai effects. Action gamers
iooking for something deep—especiaily
System Shock 2 fans—wiii eat it up.

Dark Fall:

The Dournal
0Br THIS surprisingly scary

adventure game increases tension by lim-

iting you to 90-degree turns as you navi-

gate your way through an abandoned
train station to solve the mystery of your

brother's disappearance. Great puzzles

and fast pacing (translation: no lengthy

cut-scenes or dialogue trees) make this a

must-have for all adventure fans.

madden NFL 2004
^ WHEN you're the only game

in town, it's easy to get complacent.

Thankfully, the folks at EA Sports are loath

to rest on their laurels and continue to

improve on this storied

franchise. Madden 2004
may go down as

one of the best

Maddens ever.

TIRED OF lugging that 40-pound
tower to LAN parties? Falcon latches on

to the small-formfactor PC craze with its

$1,000 FragBox: a 14-pound machine with

a GeForce FX 5600 graphics card and a

2.6GHz Pentium 4 processor.

FfBedom Fighters

AMERICA Is history. In this

grim alternate reality, the United States

has been viciously attacked by the

Soviets. A band of freedom fighters

comes together to fight for Old Glory in

this combination of shooting, stealth,

and team-leading gameplay.

WWW.COMPUTERGAMING.COM



Strangers UUith

Candy: Season One
"WHY DOES your fing9r smell

like his ass?" Lines like these make this

two-disc DVD set of the late Comedy
Central cult hit a veritable gold mine of

catchphrases. Like an Afterschool

Special on incredibly bad acid, each

episode Is side-splittingly hilarious.

"Who wants cake?"

BAD day at

work/school/the holding cell? Here’s

your antidote: a butt-simple action

game in which the focus is squarely

on smash smash SMASH! Not innova-

tive gameplay, but this game does a.

great job of putting you in the Hulk’s

purple trousers so that you can tear a

big scar through the game world.

jTQontouun
THE best-designed

MMORPG on the market right now is

one for younger kids, made by

Disney. Three CGW dads have kids

who are hopelessly addicted to

Toontown, which does a great job of

balancing group dynamics with solo

play—in a secure, safe online setting.

Very good stuff.

Sauage
' THIS RTS-shooter hybrid is

not perfect and it’s not for everyone, but

it gets major points for truly bringing

something new to online

multiplayer gam-
ing, Just make
sure you get into

a game with good
commanders, and

don't be too snob-

by about having to

mine rocks now
and then.

Senheiser PC-
IBO headset

FEELING lonesome tonight? Strap

on Senheiser’s headset and chat away
with the guys while playing your favorite

games. Sturdy, comfortable, and equipped

with a fully functional microphone, this

gear can take a beating.

Rge of UUonders:
Shadouu magic
'*1^ IT’S A lot easier to endure

the demise of the Heroes of Might and
Magic series with Shadow Magic in the

world. This is the best turn-based fantasy-

strategy game in about five years. Every

part of this game sparkles: the bruising

A.i., the strategic depth, the beautiful art-

work. and a random-map generator that

guarantees months of elf-smashing fun.

Tapoiaue Zodiac

DON’T dismiss it as a Game Boy
wannabe. This Palm OS 5 PDA satisfies all

your entertainment cravings, it can not

only play a host of slick new titles, but it

also supports hundreds of games current-

ly available for Palms—not to mention

MP3 and Divx support.

: iiiiii At
gSEa: •- V I 1

.

tin,-?

Rocket mania

ffgfn^l rather than

putting out your mother's eye set-

ting off those celebratory holiday

fireworks, try your hand at these

digital explosions. Guaranteed to

waste days of your life.

f'cUon Cheap CMck friendly Kid friendly ^^ mtary mmiplayer Notagane HI RPG Sports Strategy
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What Game Developers Think...

"Alienware systems deliver leading-edge performance." [Gabe Newell, Founder/Managing Director, Valve®]

What Reviewers Think...

“Alienware once again proves that it builds the game machines that dreams are made of."

[PC Gamer Editors' Choice award, one of ten in a row]

What Do You Think?

Visit www.alienware.com/playsbestonCGW to compare the performance of your current system to an

Alienware high-performance gaming system.

PLAYSS BEST ON A"
rJWARET

Custom-built and optimized for high-performance gaming, Alienware systems deliver unri-

valed performance with the highest level of detail and ultra smooth gameplay. Incorporating

state-of-the-art components, innovative engineering and design, and providing unprecedent-

ed customer service, Alienware systems offer the ultimate gaming experience. Immerse

yourself in a new level of realism. Whether you are defeating evil enemies, building your

own empire, or conquering new worlds online, your game Plays Best On Alienware,

Custom Build Your Dream Machine ah

WWW.AL.IEIVWARE.CaM
Go Online or Call for the Latest Pricing and Promotions: (1-800-254-3692)
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own unique characlers

Play an integral role in the quest to solve the

civilization’s greatest mystery yet.

AGES BEYOND MYST-

FROM CYAN WORLDS, THE MAKERS
OF MYST" Sr RIVEN'"

With real-time 3D and hundreds of character creation

features, Uru^*^ lets you explore the world of Myst with

more freedom than ever before. This Is just one way the

creators at Cyan Worlds have reinvented one of the most

captivating adventure series of all time. Don't just go ages

beyond other adventure games. Go ages beyond Myst.



Reuieujs We love games,
we hate games

B PUBLISHER Rockstar DEVELOPER: Remedy GENRE: Shooter ESRB RATING M REQUIRED Pentium ill ICHz, 256MB RAM, 1.5GB install, 32MB 3D card

RECOMMENDED. Pentium 4 1.SCHz, 512MB RAM, 12SMB 3D card

maK Payne 2
Maximum Payne with the minimum changes

il»or8Scg|)i

0 Tiiiiilmnibor., es Sure Is a lot of grout on those walls.Cuddling up In the comer.
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Qi II of Duty
Does it win the

MedsI of Honor

(wink-wink, nudge-

nudge) or is it 4F?

With Dorothy Hamiii

ieaving the ice

Capades, this may
be the greatest

show on ice.

A
124

Yet another port to

the PC—only this

time it’s from a pen-

and-paper game,

T
he truth hurts, iove stinks, and a

iittle Payne is good. ..Max Payne,

that is. In this sequel to the

award-winning original, the

kinks have been pistol-whipped until

smooth, resulting in a tightly wrapped,

short, sweet—and familiar—baiiet of death.

At first, I rolled my eyes at the subtitle,

A Film Noir Love Story? Sounds campy. In

retrospect, the subtitle sums up the entire

story quite accurately. It's a stylized mur-

der mystery that draws Max to Mona Sax,

the mysterious hot-to-trot killer. It's over-

the-top and slightly ridiculous, but the

story is consistent and better executed

than in the first game.
In the original Max Payne, the inclusion

of the occult and secret societies stuck

out like a sore thumb, as if there were

three plotlines lashed together. The narra-

tive is now more focused. Instead of dark

hoodoo, the thematic love angle is cen-

tralized. Plot-advancing cut-scenes flow

smoothly, and there's even some self-

aware late inning comedy pitched in to

contrast against the "I take myself far too

seriously" attitude of Max Payne.

Max's personality hasn't changed

much—he pretty much shoots anything

with a pulse and a bad attitude-but his

moves have gotten a slight upgrade.

There are now two levels of bullet-time:

the standard shoot-dodge, and a higher

level slowdown, where all of the colors

fade into a beautiful bronze glow. Visually,

bullet-time has a gritty uniqueness, but

doesn't offer a significant game play

change as there just isn't a hard-lined

strategy between the two bullet-times.

Payne’s other new ability is an ammo-
depleting sprawl after a dodge dive. Like

the new bullet time, it isn't a dramatic

addition, but it adds to the feel of control.

blood-stained, tightrope walks are gone.

Hurray! Dreams get right to the point as

storytelling entities and not frustrating

time bleeders. Even with the maze elimi-

nation, the game clocks in at the same
length—on average, about 10 hours.

The game duration will

assuredly irk most of us

who wanted a longer

game this time around.

Of course we all want the

most bang for our

buck, but at the

same time, every-

thing fits together

better than

before. After fin-

ishing the game, I

still feel like I'd

eventually want to

play it again on a

harder level, plus

there's an enemy
regenerating time

challenge to grapple

with.

Bullet-time is like

whips and black

leather— it's

exciting at first, but afte

awhile it becomes routine.

Ultimately. Max Payne 2 is

like a new braided

whip— less kink with a

sharper sting, and

fun right up until

you don't w
any more.

Johnny Liu
.

Q My name Is

spilled salsa

on my shirt

Max’s personality hasn’t changed
much, but his moves have gotten a
slight upgrade.

O Backwards trip. But nice shadows.

world feels more alive: barrels can be

rolled down the stairs. Boxes can be bat-

ted like soccer baits. Most important,

Payne's head won't fly through walls as he

dives about and enemies die dramatic

deaths that won't be cut in half by walls.

While the physics add to the sense of

the world, these adjustments are more
aesthetic than useful. Enemies don't react

physically to one other. I could shotgun an

enemy and watch him fly right through

the enemy behind him.

Physics just doesn’t affect character-to-

character interaction. So close, only to

miss the last question in the spelling bee.

There are some other lesser issues such as

how hands stay in a claw like grip or that

the eyes and lip synch are inconsistently

expressive. Nonetheless, the texturing

Melee attacks have their own independent

hotkey, but for some reason there's still a

crouch move that doesn't add squat to

the game. It should have been a dodge
modifier or at least implement some level

of stealth to the game play.

Stealth just isn’t a part of the "run in,

dodge, and shoot" game flow, though I

wish the enemies had been given that

added edge of reality. Compared to the

original, enemies do feel improved, but

there's still that search and destroy A.I.,

rather than a thinking group mentality.

Enemies will at least give chase from one
room to the next this time around.

Setting physical
Thanks to an injection of physics, the

from real life still looks fantastic, with vivid

light and shadows. The music adds those

extra moving nuances and the sound

effects are right on the money, especially

the ratchet of machine guns in bullet time.

SleepEaae
From the cathedral to an abandoned
funhouse, levels are gorgeous, though
there's some level reuse during the game.
When you do revisit a level, there are

enough alterations to make it different.

For variety's sake, there are sniping and
protect levels that break up the rhythm of

the run and gun. Partly ironic and mostly

annoying, the final boss works on
lynchpin system as the

Dream levels are also



REUIEIU5 1

a PUBLISHER: Eidos DEVELOPER Pyro GENRE' Real-time strategy/puzzle ESRB RATING: T REQUIRED: Pentium II 700, 2S6MB RAM, 2GB Install, 32KB 30 card
RECOMMENDED: S12MB RAM, 128MB 3D card MULTIPLAYER: LAN. Internet (2-12 players)

Commandos 3:
Destination Berlin
So hard it can make a grown man cry—and that’s just the tutorial

O Stalingrad, only with a lot more British commandos than you might remember.

C
ommandos 3 reduced me to

tears. Not tears of joy or even

sorrow, but hot, salty tears of

anger and frustration. Now sure,

the first two Commandos games, with

their legendarily punishing difficulty,

came close to breaking my spirit at times.

The difference in Commandos 3 is that the

molar-gnashing began not in some show-

stopper of a mission, but in the tutorial as

I tried to have my spy distract an enemy
guard and discovered there seemed to be

no onscreen button, menu, or key combo
that would perform this action. "Click on

the interface," the manual helpfully noted.

The presence of an actual tutorial sug-

gested, for a fleeting moment, that Pyro

had relented on the infamous newbie-

crushing toughness of the Commandos

series. But when a hardened CGW review-

er and veteran of the first two games is

driven, weeping, to seek spoilers from a

U.K. website to get through said tutorial

(right-click the coat hanger, if you must

know), it is an ominous sign.

mi-2 hard
And sure enough, the actual missions start

out at impossible and quickly move up to

stuff that would make even Tom Cruise

give up with a sob. I must have hit the

Quick Load button at least a hundred

times, no exaggeration, during the course

of the first Stalingrad level.

Why is it so hard? First off, there’s that

interface, which could at best be called

"curious," or maybe "baroque." Players of

the first two games will be used to this,

but they’ll also remember that a bevy of

hotkeys, once memorized, made the

arcane mouse-driven widgetry more or

less bearable. But alas, for unknown rea-

sons. the hotkeys have been removed or

altered to the point of uselessness. For

instance, in Commandos 2. you could

I

There’s a fine line between
“challenging” and “I think I’d rather go
play Counter-Strike.”
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Q Large, random explosions tend to rock the scenery.

press M if you needed to ready a machine

gun. In Commandos 3, you must use the Q
and W buttons to scroll through your

entire selection of weapons to find the

one you want. Other fun control tweaks

include the reversal of the standard

mouse action, forcing you to right-click on
a soldier to select him and left-click to

perform an action. None of these can be
remapped or reconfigured.

The control problems are aggravated

by the ill-advised decision to focus

more heavily on action rather than the tra-

ditional sneaking about. But at its heart,

Commandos is a puzzle game dressed up

in war-movie props. It’s not Command &
Conquer and was never meant to be. as

you’ll discover when you struggle hope-

lessly to coordinate multiple characters in

one of the pitched battle scenarios.

Cluster domb
Even the missions that are more classical-

ly structured have illogical and frustrating

obstacles, such as arbitrary time limits,

cryptic or ambiguous mission objectives,

confusing camera angles, enemies with

superhuman aim and range, extremely

dark maos with no oamma rorrprtinn and

around event triggers or the quirks of

the enemy A.I, rather than planning

like a "real" commando might to

accomplish your goals. And in a blun-

dering throwback to the first game,

you once again lose instantly if any of

your men die, where Commandos 2

quite sensibly let a friendly character

revive "unconscious" units.

Why? What sadistic designer

decided that the world was waiting

for a Commandos game even more
viciously hard than its predecessors? I

suppose you have to salute Pyro for buck-

ing the trend of ever-shorter, ever-easier

games (hello, Max Payne 2) for a title with

such monster difficulty, but there’s a fine

line between "challenging" and "I think I’d

rather go play Counter-Strike," and

Commandos 3 rolls over that line like a

heavy panzer tank crushing a Polish caval-

ry brigade.

Here and there you see hints of the

game that might have been. The game's

resolution is locked at a dated 800x600,
but it still manages to look sharp. If the

3D interiors are a bit bland, the outdoor

environments are lovingly detailed and
nnw fpatiirp nrpttu cnot-ial offerrc SUCh aS

Can you survive the tutorial?

Clearly a lot of effort went into making

the settings seem realistic and alive...but

that just makes the final product all the

more frustrating. There's multiplayer, yes—
but it features only a lame deathmatch

rather than a cooperative mode that

might make some of those brutally diffi-

cult levels more feasible. There are also

rumors on the internet of users experienc-

ing some fairly dire bugs (unseen by me),

up to and including saved games sponta-

neously deleting themselves,

Dlsasterplece theatre
In the end, number three is a big step

backward for the Commandos franchise.

While the game would like to evoke

Saving Private Ryan and other WWII films,

sadly the movie that actually comes to

mind while playing is Groundhog Day,

only with Nazis and a Quick Load button.

Like Bill Murray, you’re trapped in an exis-

tential nightmare, cursed to replay the

same moments over and over and over

again in the forlorn hope of somehow,
someday, getting it right. O Jason Kapalka

Verdict
Maybe the toughest game ever, and
not in a good way.
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Command a Conquen
Generals-Zero Hour
(ienerals gets a promotion

n
nd with the simple click of an

option box, the fighting is over;

Westwood has finally—and

posthumously—lost the War to

Do Things Its Own Way, Come Hell or

High Water. After eight years, the Zero

Wour expansion finally brings to Command
& Conquer the option to use the right-

click interface that's standard to almost

every other RTS. This Is just one sign that

the series is becoming a mature, sleek,

and refined game that tries to please its

fans rather than force them to adapt.

Developed internally by Electronic Arts,

Zero Hour is one of those expansions that

doesn't add new stuff so much as meticu-

lously rework old stuff. In a way, it's what
Generals should have been. But in addi-

tion to new twists on old tricks, there’s a

lot of new content—enough that it doesn't

play like a mod-in-a-box. After

Zero Hour, there's no going

back to vanilla Generals. ^

The three sides are

the only sides: the flex!

ble United States: the

devious Arabs, err,

GLA; and the muscu-
lar Chinese. All of

them have new toys,

some subtle (the United States can

research chemical suits to counter GLA
toxins: the GLAs can build fake buildings)

and some dramatic (those GLA motorcy-

cles are hell on wheels, and that Chinese

Helix helicopter floats like a butterfly and

stings like a friggin' bear).

What’s more, each side now has three

"sub-sides," if you will, represented by

generals. Each general exaggerates a par-

ticular advantage, using unique units and
bonuses to highlight themes like aircraft,

chemical weapons, infantry, or stealth.

They do a great job of stretching the

gameplay just past the point of fairness

and balance, capturing that heady sense

of "Who cares if it’s even, let’s just blow

some stuff up!” You might be frustrated

when the Chinese infantry general bum-
rushes your USA superweapons general

before you can get your particle cannons

online. But you can bet that Chinese

infantry genera! is going to be just as

frustrated in the next game when your

GLA toxin general is spraying down his

I toxin comes In a bright shade of purple.

ires if the sides are even—let’s

)W some stuff up!

O The USA's new laser-targeting Avengers are
even better against air units.

human wave with the new gamma
anthrax. These are perfect for fast and
intense games that you might win or lose

in the first 15 minutes, but what's really

needed is an option for blindside selec-

tion in multiplayer games. Get ready to

endure all kinds of new cheese tactics

online. Then go forth and do likewise.

There are three heavily scripted mini-

campaigns, as well as a challenge mode
that's essentially a series of puzzles in

which you have to beat each general. But

O The GLA’s new sneak-attack tunnels let them
pop up where they’re least expected.

now the A.I. will use the game's gimmicks
and even react to what you’re doing,

which finally makes Generals a viable skir-

mish game. Even the friendly A.I. does a

much better job of fighting and surviving.

There are still some interface problems,

but Command & Conquer is better than

it’s ever been. Q Tom Chick

Verdict irkirk
C&C is better than it’s ever been.
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Space Colony
In space, no one can hear you scream at your roommates

S
pace Colony appropriates

some of The Sims' basic game-
play, but builds a more tradi-

tional game around its core

idea. Still, the similarities between the
two titles are strong, and if you’ve

ever wondered what would happen if

your Sims were sent to remote planets

populated with aggressive creatures, it’s a

safe bet that Space Colony will satisfy

your curiosity.

There are two distinct mechanics at

work, and they are joined by a clever

conceit. Your overall goals vary from plan-

et to planet and scenario to scenario.

Sometimes, you'll have simple goals, like

harvesting a certain amount of resources:

at other times, the tasks are more com-
plex, such as building a golf course on a

barren rock or rescuing another

colony that is under assault.

To achieve these goals, you

simply assign jobs to your

employees and they’ll get to

it. More often than not, the

challenge comes not in complet-

ing objectives, but rather in making
sure your employees are fit to

work. Happy employees will work
longer shifts, and unhappy
employees won’t work at all.

They need the necessities, like

rest and food, and luxuries, like

recreational activities. To satisfy

their needs, you stock the base

with restaurants and beds, and

provide for activities like exer-

cising and dancing. You must

also expand the colony itself to

accommodate the characters’

distinct desires. It’s a vicious

cycle. Keeping your employees

happy requires money, but you

won’t have any money unless

the work is getting done, and

they won’t do any work if they’re

unhappy. Space Colony isn't

about micromanagement, it’s

about middle management.

I'm OK. yQU're a jark
Employees also need friendship,

and that’s where things get more

complicated. Some don’t get along

with anyone, while others are easy-

going and well liked. The relation-

ships are constantly deteriorating,

and you must ensure that friends

C3 You need to provide activities to »jit a wide range of interests.

Space Colony isnt about micromanage-
ment, it’s about middie management

stay friends and that enemies take some
time to work out their differences. In more
crowded bases, this becomes problematic,

and if you try too hard to make your

employees get along. Space Colony can

seem more like a group therapy simula-

tion than a strategy game.

The characters’ personalities are enter-

taining. and watching and listening to

them interact provides most of the enjoy-

ment. The game is at its best in the early,

simple scenarios that allow these person-

alities to come to the forefront. In the

later, more complex scenarios, when your

colony is massive and your staff more
numerous, the atmosphere gets more
anonymous and sterile. Interacting with

the individual personalities is the game’s

strongest point, and Space Colony suffers

greatly as this becomes secondary to

making sure work goals are met.

There’s a lengthy campaign, a sandbox

mode, and numerous stand-alone scenar-

ios, so Space Colony has a fair amount to

offer if you enjoy the basic concept. It also

does a good job of finding new ways to

O Some colonists, like Greg here, are generally

disliked by everyone.

challenge your ability to manage both

your employees and the colony itself. But

the novelty wears a little thin as the mis-

sion goals become more complex and, as

a result, the colonists’ personalities fade

to the background. Q Ron Dulin

Verdict irki
A clever combination of real-time

strategy and The Sims isn’t clever

enough to hold your interest for long.
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Freedom Fighters
As American as ass whupping

I

orscht is beet soup served with a

side of sour cream. That descrip-

tion does not remotely tempt my
taste buds. Well, imagine if you

had to eat borscht from now until eterni-

ty. Borscht for breakfast. Borscht for

lunch. Borscht for dinner. And chocolate

borscht on days when you've been good!

That’s life under a Russian dictatorship,

which is the premise behind Freedom
Fighters. In an alternate reality, the Iron

Curtain has been drawn tightly over all of

Europe, and that Hammer and Sickle is

aimed next at the United States. To
restore freedom to America, former

plumber Christopher Stone must soldier

through the invading armies, make his

way to the inner stronghold, and replace

the Soviet flag with Old Glory.

While the fight for freedom starts off

slowly, the game starts to pick up when
Stone begins to lead a squad of up to 12

other fighters. Control management is

simple, but it's deep enough to lend a

sense of strategy. OSnow falling, red posters, soldiers...hey, it’s beginning to feel a lot like Christmas.

I

What can I say? Patriotism works,
especially in videogames and movies.

The action of Freedom Fighters takes

place in third person, but an over-the-

shoulder cam can be toggled for more
precise aiming. Stone can carry two guns
(one small and one large), various bombs,
and health packs. The switching interface

works well, but the routine for switching

back and forth from grenades makes
them your least-used weapons.
Since there aren't territories and points

that must be held, more often than not,

the flow of the leadership alternates

between plowing through enemy forces

and searching for strategic points from

which to bark orders at your troops.

Enemies work in groups and don't always

react predictably, but there are still minor

A.I. quibbles. Sometimes enemy soldiers

will run right past Stone and stand there

without noticing him.

Maps are varied and feel like real-life

locations, with often more than one route

to get anywhere you need to go. Innate to

the stage design are tactical hideaways;

sometimes it's smarter

to snipe from a rooftop

or head to a warehouse

for extra ammo before

engaging the enemy.

Freedom Fighters has

its share of cheesy dia-

logue, and the game's

ending has that weak
"set up a sequel" flavor.

Yet the thematic usage
of America in peril tugs

at the heart strings.

What can I say? Patriot-

ism works, especially in

videogames and movies.

Yes, I’m listening to your elaborate plan, not
staring at...um, the map.

Unfortunately, the PC edition of this

game is missing the multiplayer-combat

squad matches that the various consoles

versions boast. On the other hand.

Freedom Fighters on PC is a good 10 dol-

lars less than its console counterparts. In

any case. Freedom Fighters still raises the

proud flag of a full and exciting game well

worth its rubles. O Johnny Liu

Verdict
Great teamplay tactics, but the PC ver-

sion drew the short straw.
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SimCIty M: Rush Hour
A nifty, new way to view the streets of SimCity

C3 Monorail! (What’s it called?) Monorail! That's right. Now, Springfield isn^ the only town with an
expensive elevated mass-tran^ system no one uses: Your very own SimCity can have one!

F
irst off, to clear up any confu-

sion: Rush Hour is an add-on disc

intended for owners of the origi-

nal SimCity 4. SimCity 4: Deluxe

Edition is just the original SimCity 4 with

Rush Hour's content: It has no extra mate-

rial. So, if you have the original game, you

need just the Rush Hour disc. Now that

we've cleared that up....

As its title suggests. SimCity 4: Rush

Hour's goal is to give you more control of

your city’s transportation network. To do
this, Maxis has added new tile and trans-

portation types, as well as tools that add
immeasurably to the SimCity experience.

As you'd expect. Maxis has substantially

beefed up transportation options. New to

the palette are ground-level highways

(cheaper than elevated highways), T inter-

sections (enabling a highway to branch off

in another direction), doubie-wide

avenues, one-way streets, toll booths, and

40 new bridge types. New mass-transit

options include the monorail and the ele-

vated rail, along with a number of new
buildings, such as the grand railroad sta-

tion and public parking garage.

More important to this shift in focus, how-

D U-Drive It is one of Rush Hour's main
features, enabling you to control fire trucks,

boats, helicopters, and even tanks.

ever, is the new Route Query option that

sits below the standard Query tool. Using

Route Query, you can click on any building

to find the path that people take to and

from it. By clicking Transportation Networks,

you can see the volume of traffic and trace

routes for all Sims passing through the net-

work. It makes troubleshooting transporta-

tion networks so easy that you'll wonder
why it wasn't there all along.

Rush Wour does take a strange—and

occasionally frustrating—detour into

ground-level control with the U-Drive It

system. By clicking on one of the optional

icons floating about the city, you can elect

to take direct control of a variety of cars,

ships, and aircraft in specific missions con-

sisting of minor timed objectives. Each
mission has a good version (with rewards

in Mayor points and the occasional new
structure) and an evil version (with cash

rewards but a drop in Mayor rating). While

the challenge lies in keeping your vehicle

on the road (no mean feat), the new per-

spective offered by actually navigating

city streets can be a valuable tool for

tweaking a network.

Some elements of Rush Hour call to mind

Chris Sawyer’s great Transport Tycoon— it

makes you wonder how far Maxis could

take the concept by adding consists and

route plans to the SimCity world. It's just

further proof that, far from being a static

concept, SimCity remains an ever-evolving

game. SThomas L McDonald

Verdict
The new focus on transportation adds
substantially to an already excellent

game experience.
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Call Of Duty
“How do you like that, Franz?”

Taking over this fixed gun gives you an advantage over the advancing Germans.

D
ean think of more than a few adjec-

tives to describe Call of Duty.

Linear, predictable, and short all

come to mind. However, one
description, more than any, characterizes

the game perfectly: a total blast.

fln army of more than one
The main idea behind Call of Duty is that

World War II wasn't fought by one man
from one nation, it was fought by groups

of men from many nations. In Call of Duty

you fight against the Axis from the per-

spective of American, British and Russian

soldiers in 24 missions covering several

historical campaigns. You'll parachute

behind enemy lines during D-Day, partici-

pate in the Battle of Bulge, and fight the

Germans on the Eastern Front during

the siege of Stalingrad. Keeping with its

"many men" focus, you’ll see right away
that you're not alone. And the game is

designed such that "going it alone" will

be nearly impossible in some, if not

most, scenarios.

Some gamers are bound to criticize the

linearity of its levels. But once the game
gets going, you won't really care about
linearity because you'll be too busy having

fun. This is especially true of the game's

car ride levels, where you ride with some
of your squadmates while shooting Ger-

mans and blowing stuff up. The first ride

takes you through some quaint French

countryside that's been rendered "not-so-

quaint" by the Germans that are shooting

at you. My first thought during the ride

was that this is just silly. My second
thought was, this is fun in a Mister Toad's

Wild Ride meets Wee City sort of way.

The ride is also given a bit of levity by
the comments that your buddies make

I

The game is designed such that “going
it alone” will be nearly impossible in

some, if not most, scenarios.
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B While your buddies go
assault, back them up with a

sniper rifle.

D In the Russian campaign you’ll participate in some armored battles.

throughout. During the Russian campaign
you'll drive a tank around blowing up

German Panzers while your Russian com-
mander yells things like, "How do you like

that, Franz?" and "You can heil Hitler in

hell!" Sure, there's nothing really funny

about war, but Call of Duty is a game and,

well, games are supposed to be fun.

Missions range from sabotage and

stealth and all-out assaults to the afore-

mentioned vehicle combat and hostage

(prisoner) rescues. Sabotage and assaults

make up the lion's share of the missions.

While most of the sabotage consists of

taking out German installations such as

flak cannons and anti-aircraft artillery,

you'll also do things like destroy power

plants and disable experimental weapons.

Few of the sabotage missions involve

team play; most of them are lone

wolf-style stealth missions. The various

missions are mixed together really well.

After a particularly harrowing assault-type

mission, the more thoughtful stealth mis-

sions come as a welcome relief.

Band or brothers
The game's team-based design succeeds

so well you'll often find yourself worrying

about your NPC buddies, even to the

point of taking risks to ensure their sur-

vival. Cell of Duty makes you care about

them in two ways. When you look at one

of your teammates, his name and rank are

appear similar to the way that names

appear in multiplayer games. Seeing a

player's name
instantly binds you

to him. Also, you're

often not sure how
much help you're

going to need so

it’s in your best

interest to have as

many “friends" around

as possible.

All of the weapons in

Call of Duty are authentic to

both the era as well as the army

you're fighting with. During American

campaigns you'll have the Ml Garand, the

very effective Thompson submachine gun,

the punishing Browning automatic rifle,

Springfield M1903 sniper rifle, and more.

During British campaigns you'll have the

Lee-Enfield (similar to the Garand), Sten

submachine gun, and Bren LMG machine

gun. During the Russian campaign you'll

have the PPSh submachine gun, Mosin-

Nagant (similar to the Garand), scoped

Mosin-Nagant sniper rifle, Luger, and the

RGD-33 stick grenade. You'll also be able

to pick up German weapons like the MP40
submachine gun, MP44 assauit rifle,

scoped Kar98k sniper rifle, Luger, and

Panzerfausts. You'll find that some coun-

tries made better weapons than others.

Well, OK, that's a lie; everyone made bet-

ter weapons than the British. During the

British campaigns, I routinely looked for

dead Germans from whom 1 could pilfer

some weapons.

Call of Duty is probably the best shooter

I've played all year. The only real knocks

against it are that it's a relatively short

game (1 finished in about 10 hours) and the

multiplayer is lackluster. But let's be hon-

est: If you're into playing a World War II

game online nothing compares to Battle-

field 1942 or Day of Defeat All in all

though, I have no doubt that anyone who
plays this game will love it. ES William O’Neal

O An “old-school” drive-by. Think Mister Toad's

Wild Ride meets Vice City.

Verdict irkirH
Call of Duty is so good and so much
fun you’ll undoubtedly wish it were

longer.

WWW.COMPUTERGAMING.COM 103



REU1EUJ5 1

B PUBLISHER, Microsoft DEVELOPER: Ensemble GENRE; Real-time strategy ESRB RATING: T REQUIRED: Pentium III 4S0, 128MB RAM, 4S0MB install

RECOMI-tENDEO: Pentium III 600, 2S6MB RAM, 32MB 30 card MULTIPLAYER. LAN, Internet (2-12 players)

Rge of mythology: The Titans
Clash of titans—without the embarrassment of Harry Hamlin

E
nsemble should get credit for try-

ing with Age of Mythology: The

Titans. Unlike many expansions,

Titans gives a lot of bang for the

buck—it's just not a very loud bang, falling

short of energizing an aging game.

In Titans, the Atlanteans get their own
civilization instead of being dependent on

the Greeks. The single-player campaign
follows Kastor, the son of AOM’s primary

character. The story is trite, and the i2-

mission single-player campaign is too

easy and too bland, but who really plays

AOM for the campaign anyway?
The new faction is Titan’s primary draw,

bringing new gods, new powers, and

plenty of new units. Instead of complicat-

ing matters, the Atlanteans are actually

easier to play than other races. Its peas-

ants don’t require drop-off points, work
more efficiently, and have more hit points

than other peasants. Atlantean combat
units only require two structures: a regu-

lar barracks and a palace that builds elite

counterunits. Favor trickles in automati-

An Atlantean army on assault

cally, so there isn't a need for

monuments or worship. To bal-

ance these advantages. Atlanteans

are more expensive, and the cul-

ture can be very susceptible to

raids, early rushes, and attacks

against its peasants.

The titans that are the expan-

sion’s namesake don’t affect the

game as much. Nearly unstop-

pable in combat, these moving
wonders can smash anything in

their path and will take hundreds

of regular units to kill. In order to

build one, however, you have to

pay an expensive research fee. lay

down a construction site, and then

build it like a normal wonder. This takes a

long time, and in a game that focuses on

rushes and speed, titans are rarely useful.

If you can spare the resources to build

one. you probably have the game won.
For dedicated fans who tire of the same

gameplay and sides. Titans adds enough
to the multiplayer game to make it worth

the expansion-pack price. Casual RTS
gamers who just want to beat on the

computer with titan units, however, should

stay away. Q Di Luo

Verdict irHri .

More bells, more whistles, same game.

PUBLISHER. CDV Gama# DEVELOPER GSC GENRE. Real-time strategy ESRB RAtWS E REQUIRE®: Pentium 111 TOHz, 2S6HB RAM, 1.SGB install

RECOMMENDED; None MULTIPLAYER LAN, lirtornet (2-7 player*)
' "

AmerlcaiTConquest: Fight Back
Cry uncle and let slip the dogs of bore

Q
f you take the Cossacks game
engine, add more features and even

more micromanagement, and set It

in a milieu that allows you to play as

the Spanish enslaving South American
tribes, you'd have American Conquest:

Fight Back. We suggest you fight back by

^ Excuse me, but are those Mayan pikemcn?

playing something else.

Fight Back does have some mildly cool

features. The formation capability of the

original Cossacks engine has been
enhanced. It's easier to manage big for-

mations, and you have more flexibility in

setting up formations. On the other hand.

developer GSC seems
to have taken the "peo-

ple are our most valu-

able resource" axiom

to heart. In addition to

building structures,

farming, and mining,

peasants are the build-

ing block of armies. It's

not abstracted in any

way. You create a

stream of peasants,

feed them into a

fortress, and train sol-

diers. The entire

process is manual,

except you can set

peasant creation to

Infinite to feed the maw of your empire's

army. Upgrading a mine means creating

more peasants and manually sending

them in, so the usual RTS drill becomes
even more wearying.

Combat can be fun, except for the weak
A.I, and the serious imbalance between
different races. It may be historically accu-

rate, but it’s not a lot of fun to send in

musket- and cannon-equipped troops to

mow down Indian villages. There are even
campaign scenarios where the goa\ is to

enslave, er, "capture" locals in order to

meet the mission goal. And if you plan on
Internet play, you'll need a translator—all

the registration stuff is in German.
The bottom line: Avoid this if possible. It

will offend both your political and gaming
sensibilities]^Loyd Case

LVerdict
Fight boredom and micromanage-
ment by avoiding this lame stand-

alone expansion.
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120CB 720DRPM Hard Drive
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' 16X DVD-ROM & 52X24X52 CD-RW Drive
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120GB 7200RPM Hard Drive

NewllIATI* RADEON'" 9800 XT 256MB DDR
Video Card w/ TV Out & DVI

leX DVD-ROM & 52X24X52 CD-RW Drive

NVIDIA* nForce"'3 5,1 3-D Surround Sound

Creative Cambridge Desk Top Theater 5.1

S6S 560 S.l Surround Sound System

ViewSonic' 19" E90F+ SB .22MM SVGA Monitor

56K Modem 8 1.44MB Floppy Drive

Silver PS2 Internet Keyboard

Microsoft* Optical intelll Explorer Mouse

Aluminum X-Super Allen Server Tower Case 425W
w/ MOD "See Through Windows" 8 Neon Light

6 Cool Custom Colors to Choose From

Microsoft' Windows* XP Home Edition

Microsoft' Work 7.0

• Free First Year On Site Service

plus 24/7 Tech Support

NVIDIA* Athlon™ 64 MB w/ 8XACP
• 1024 MB PC3200 DDR400 Memory

• I20G8 7200RPM SMB Cache Serial ATA150 HD
•NVIDIA* Ceforce'" FX 5950 Ultra 256MB 8X AGP
Video Card w/ TV Out 8 DVI

• 16X DVD-ROM 8 52X24X52 CD-RW Drive

NVIDIA' nForce’"3 3D 5.1 Surround Sound

Creative Cambridge Desk Top Theater 5.1

SBS 560 5.1 Surround Sound System

56KModem8 1.44MB Floppy Drive

•Silver PS2 Internet Keyboard

•Microsoft* Optical inlelli Explorer Mouse

•Aluminum X-Super Alien Server Tower Case 425W
w/ MOD "See Through Windows” 8 Neon Light

•6 Coot Custom Colors to Choose From

•Microsoft* Windows’ XP Home Edition

• Miaosoft" Work 7.0

• Free First Year On Site Service

plus 24/7 Tech Support

AMD Athlon'" XP Processor 3200+' $ 1315 cbeioi

AMD Athlon’" XP Processor 30O0+' S 1199 CBEicn

AMD Athlon'’' XP Processor 2800+’ S 1099 caeios

AMD Athlon'" XP Processor 27O0+' $ 1069 cbekm

AMD Athlon'" XP Processor 2600+’ S 1055 cbeios

AMD Athlon'" XP ft-occssor 2S00+* $ 1039 Cbeios

AMD Athlon'" XP Processor 2400+’ S 1029 cbeiot

(

AMD Alhlon™ XP Processor 3200+' S Tn9 Co

AMD Athlon'" XP Processor 3000+' S 1599 co

AMO Athlon'" XP Processor 2800+’ $1515 co

AMD Alhlon'" XP Processor 270Q+' $ 1475 Co

AMD Athlon"' XP Processor 2600+' $ 1459 co

AMO Athlon'" XP Processor 2500+'- S 1445 co

AMD Athlon'" XP Processor 2400+' $ 1435 CD

AMD Athlon'" 64 FX-5I Processor $2139 CAlioi

AMD Athlon'" 64 3400+ Processor $ 1889 CA1102

AMD Athlon'" 64 3200+ Processor S 1649 CAiios

II
‘NVIDIA nForce-2 400 Ultra MB with 8X AGP

•512MB PC3200 DDR400 Memory
• 80CS 7200RPM Ultra ATA100 Hard Drive

•NVIDIA* Geforce’" FX 5200 12aMB DDR w/ TV Out

• 16X DVD-ROM 8 52X24X52 CD-RW Drive

•NVIDIA* nForce'"2 5.1 3-D Surround Sound

•eooWatt Subwoofer Speaker System

•ViewSonic* 19" E90 .23MM SVGA Monitor

•56K V.92 Modem 8 1.44MB Floppy Drive

•Multimedia Control Internet Keyboard 8 Mouse

•TLirbo X'Dreamer Case SSOWatt
with See Through Windows
and Sound Activated Neon Light

• 6 Cool Custom Colors to Choose From

•Microsoft' Windows' XP Home Edition

• Miaosoft* Work 7.0

• Free First Year On Site Service

plus 24/7 Tech Support

f
AMD Athlon’" XP Processor 3000+' $1039 cono

AMD Athlon’" XP Processor 2800+’ $939 ceno.

. AMO Athlon’" XP Processor 2700+* $899 CBFio

\ AMD Athlon'" XP Processor 2600+’ $889 ceno.

: AMD Athlon'" XP Processor 2500+‘ $869 COFIO

AMD Athlon'" XP Processor 24O0+’ $865 cbfio

A 'u
_

[f] • NVIDIA nForce-2 400 Ultra MB with OX AGP

Ej 'SllMB PC3200 DDR400 Memory

•BOGB 7200RPM Ultra ATAI33 Hard Drive

•ATI* RADEON'" 9200 128MB DDR Video Card

I

w/TV Out 8 DVI

• 16X DVD-ROM 8 52X24X52 CD-RW Drive

•NVIDIA' nForce’“2 5.1 3-D Surround Sound

• eooWatt Stereo Subwoofer Speaker System

W/ Matching Neon Light

•56K Modem 8 1.44MB Floppy Drive

•Multimedia Control Internet Keyboard 8 Mouse

•Turbo X-Oreamer Case 350Watt
with See Through Windows
and Sound Activated Neon Light.

• 6 Coot Custom Colors to Choose From

Microsoft' Windows’ XP Home Edition

• Microsoft* Work 7.0

• Free First Year On Site Service

plus 24/7 Tech Support

AMD Athlon’" XP Processor 3200+' $ 899 cblioi

,

jjjj
AMD Athlon'" XP Processor 30D0+' $ 795 cblioz

AMD Athlon’" XP Processor 2800+' $695 cblios

AMD Athlon'" XP Processor 2700+' $659 Cblum

: AMD Athlon'" XP Processor 2600+'- $ 645 cblios

AMD Athlon'" XP Processor 2500+' S 629 cbliob

AMO Athlon'" XP Processor 2400+' 5 619 CBLiot
.

Gamer's #7 Choice
for Optica! SoiutionU

Artec" Presents to

all the Gamers -

Transparency "DIABLO I"

DVD-ROM & CD-RW Drives

^ Athlonxp

• Price subjccl lo change without notice.

4802 Little John St. Baldwin Park, CA 91706
Tel: (626)813-7730 - Fax; (626)813-3810

Technical Support (877)876-4965
Hour: Mon-Fri 8:30A.M. ~ 6:00P.M.

Sat 9:30A.M. — 3:00P.M.
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B C^UBUISHER. CenogD DEVELOPER- Altor Interactive GENRE' Strategy ESRB RATING- T REQUIRED. Pentium III 500, 128MB RAM, 1.25GB install, 32MB 3D card
RECOMMENDED- Pentium 4 2GHz, 2S6MB RAM, 128MB 3D card MULTIPLAYER: None

UFO: Rftermath
When bad things happen to good games

Q Expect ambushes early and often, especially when exploring the exterior of an alien base.

L
et’s get this out of the way right

off—UFO: Aftermath is just shy of

being utterly unplayable without

the patch. If you don’f patch the

game, a memory leak that could sink the

Titanic twice—with enough left over to put

a good scare into the Andrea Doria—wW
pummel game speed so thoroughly that

you’ll actually be able to go back in time.

While this is a fabulous opportunity to ask

a girl other than your sister to your high-

school prom, it's monumentally detrimental

to gaming. Unpatched, UFO will drag, stut-

ter, and ultimately die a repeated death

while a weird save-game bug devours hard-

drive space. It's a profound shame, too,

because lurking under the seven layers of

ugly is an otherwise vary good game.

strange Inuaders
If you've ever played X-Com, then you've

played UFO: Aftermath fnot a big surprise,

since this game was originally being devel-

oped by the X-Com creators). The only

major difference here is the very nice 3D
engine. If you haven't played X-Com. then

you're in for a treat with this big, fat strate-

gy game. Aliens have invaded Earth, reduc-

ing its cities to rubble. As the leader of a

new global paramilitary force, you combat
the alien menace on two basic fronts: on a

large scale by managing various bases and

conducting crucial research on new tech-

nologies, and on a smaller scale by leading

teams of up to seven squad members in

punishing tactical combat.

The squad-based combat is where you'll

spend most of your time in UFO. Unlike

the turn-based X-Com, the battles play out

in pauseable real-time, giving the game a

more fluid feel—once you turn off most of

the annoying built-in pause events, that is.

Instead of X-Com's search-and-destroy

mission focus, you'll be tasked with team
rescues, demolition sorties, recovery mis-

sions, recon assignments, base seizures,

and UFO infiltrations, as well as search-

I
Unpatched, UFO will drag, stutter, and
ultimately die a repeated death.
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D Much of the story and background in the game
come via the several dozen things you’ll research.

Too bad no one bothered to organize all this Info.

Q The good news about clearing these aliens out
of this blighted cityscape? You can blow up those
cars and let that kill ’em.

and-destroy. That said, the focus is still on

killing as many space critters as you can.

These aliens are tough, not so much
because they're brilliant and coordinate

their attacks, but because they can dish

out enormous amounts of punishment

while absorbing even more. Indeed, the

game tends to stage ambushes and con-

sistently tries to outmuscle, not outthink

you. This effectively reduces your strategy

to keeping your entire squad together

throughout missions, the better to dish

out your own ton of pain.

That’s not to imply there’s no tactical

strategy. It's just different than X-Com.

Correct positioning of your forces in the

mission environments is key, but even more

important is squaddie development. A big

slab of RPG gaming runs through UFO, and

whether through specialized training or

real-world experience, you'll develop every

team member in various skills, such as

marksmanship, psionics, and weapon profi-

ciencies, Developing a well-rounded core

team of specialists is crucial, and you'll find

yourself getting quite attached to your

biggest guns—making you even more
acutely feel the pain of their bloody loss

during a base-defense mission,

Neuj ujQrld order
Just as important, if less dramatic, is the

macrogame in which you nurture your

alien-busting empire, deciding which bases

to devote to research, tech development,

alien repulsion, and simple military use.

While some might lament the loss of the

economic part of this game, I applaud it

since it lets you focus on conducting the

vital research and tech development that

The primary Character screen lets you track each squaddie’s development across several skills, as

well as manage their mission-to-mission loadout.

drive the game, and gives you the faintest

glimmer of hope at, if not matching, then

at least getting close to the firepower of

the alien armies. Adding to the tension is

an alien infection sweeping the planet—

this contagion will take over bases, creat-

ing even more tension as you race to

develop the tech and weaponry you think

will let you finally defeat the aliens,

The combination of the macro- and
microgames works well, ratcheting up the

addiction by dangling the multiple carrots

of character advancement, research, new
hardware, and key victories. If It bogs

down at all, it does so in the same way
and at the same time as its predecessor:

Once you see the endgame coming, the

missions grow somewhat repetitive and

seem a hindrance to play.

That this game can be so much fun only

compounds the aggravation of those

game-stopping crash bugs. Thankfully,

the latest patch fixes that—too bad it

doesn’t do enough to soften the game's

many rough edges. The Character

Equipment screen is clumsy, requires too

many moves to shift equipment around,

and sometimes refuses to follow your

directives. With so much to research, a

simple alphabetical ordering of the techs

would be welcome, as would a simple

mission filtering or listing in the global

view. There’s nothing egregiously wrong—
it's just that the entire game would

benefit from some polish.

And the latest patch. Don't forget that,

because this worthwhile game is pretty

much garbage without it, Q Robert Coffey

Verdict
UFO: Aftermath is a good game that

should have waited three weeks and

one big patch longer to be released.
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Starsky a Hutch

^The requisite drawbridge Jump.

Keeps on sucking

I

tarsky & Hutch delivers the dirt.

And by dirt, I mean a messy dri-

ving-shooting game. It’s a combi-

nation of repetitive car chases, set

to an endless click mash. If this is a flash-

back to the ’70s, i’m glad I wasn’t born yet.

Two types of missions are offered across

the 18 levels of sunny Bay City: protect

the witness or chase down the fugitive,

Deep down, it's all the same: heavily

scripted rounds of catch up. Protecting a _

happy crappy, shootfest. At least,

compared to the console versions,

mouse control has been imple-

mented. That’s a small plus, be-

cause there's no excitement or skill

to the shooting. You simply shoot

tirelessly at nigh-invincible cars.

I didn't know '70s muscle cars

were that strong—hundreds of bul-

lets must be emptied into these

road tanks before they finally stop.

I didn’t know ’70s muscle cars were m
that strong—hundreds of bullets can be
emptied into these road tante^^^^^

witness just means you have to maintain^
the witness' easily depletable health while

chasing down that angry fugitive.

Just how scripted are the car chases? If

you overtake the enemy car, it keeps on
trucking behind, locked to invisible tracks.

Ramming and shoving feel hopelessly

weak. Like a retarded horses with blinders,

the fugitive blithely keeps going towards

the Point B carrot.

The other face of the game is the cllck-

There's no extra damage for accuracy, i.e.

shooting the tires— it's just endless mash-
ing, while the enemy's super-guns quickly

make short order of the hapless witness.

The scoring system, dubbed Viewer

Ratings, works on an ever-dwindling

countdown timer. The system is supposed
to reward skill moves, such as jumping off

a flatbed truck. Instead, all Viewer Ratings

come down to is collecting every token lit-

tered on the road and in the sky.

I know this is a budget game, but the

cartoony cut-scenes have all the glamour
of paper cutouts being paraded back and
forth. In-game graphics fare slightly better

with appropriately shiny cars but notice-

ably average quality environments. At least

there's some jive music with that unmistak-

able, old-school "wokka-chika" bounce.

Ultimately. Starsky <S Hutch simply

comes off as a poor man’s Vice City. A
very poor man living off sub-grade,

government cheesej^Johnny Uu

jW
I

The bad rep of the ’70$ continues in

this crappy game from a crappy license.

Q PUBLISHER: Electronic Arts DEVELOPER: Maxis GENRE. Simulation ESRB RAIING- T REQUIRED: Pentium 11 4S0,12BMB RAM, 1.3GB Inst.tll RECOMMENDED: Pentium
III, 2S6MB RAM MULTIPLAYER None

The Sims: makin’ magic
Bob Newbie and the Goblet of Fire

I
akin’ Magic (which Maxis

1 promises is the last Sims

I
expansion pack ever) finally

1 indulges in the ultimate in

make believe for your make-believe com-
puter people—magic. Bringing a very

Harry Poffer-esque theme to your game
world, Makin' Magic allows your little Sims a

chance to fiddle with new, spectacular

magical powers and allows you to create

more fun, more wickedness, and more truly

bizarre scenarios for your personal joy.

In this expansion, there are more
miniquests than ever before, and as your

magical skills improve, additional awards—
such as extra spells and mystical recipes—

appear. Magic Town is a separate location

that has carnival rides and spooks, but

this time, your entire family has the option

of leaving the house for a visit. As an

extra bonus, you can unlock various lots

as you progress further into

your game.

Makin' Magic brings more
than 175 new enchanted items,

which alone justifies the pur-

chase. These special objects

can take care of the less-

pieasant chores in your life,

leaving you free to pursue

personal happiness. And, of

course, what's a Sims expan-

sion without wacky new char-

acters, such as the snake

charmer, anthropomorphized

pink flamingos, and real live O You can hone your skills in Magic Town by giving shows,

garden gnomes?
Despite my initial reservation, Makin'

Magic renewed my love for the franchise

and reminded me just how fun The Sims is

all over again. It should cast a similar spell

over you. Q Elizabeth McAdams

Verdict irkirk
The final Sims expansion plays like

a charm.

no COMPUTER GAMING WORLD



Blood

Crude Humor

Suggestive Themes

Violence

You are El Tejon —
a gunfighter bGtrsyGd by your own gang

and left for dead. But in the Old WGSt,

a dead man still has a hand to play.

Hunt down your failed assassins to even the score,

JuStiCG shall be yours!

© 2003 Atari. Inc. All Rights Reserved. © 2003 Human Head Studios, Incorporated.
Dead Man's Hand end (no Dead Man's Hand logo aro trademarks of Human Hoad
Studios. Incorporated. All rights roserved. All Iradomarks are the property of their

respective owners.
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B PUBUSHER. Encore DEVELOPER Jowood GENRE First-person shooter ESRB RATING. M REQUIRED. Pentium III 650, 1.SGB install, 128MB RAM, 32MB 3D card

RECOMMENDED Pentium 4 ICHz system, 2S6MB RAM, 64Ma 3D card MULTIPLAVER: LAN, Internet (2428 playcrs...or so they claim)

Chaser
Whatever you do, don’t let it catch you

So little satisfaction
•When I got stuck, I went online to

look for clues. That's when I saw
of people begging for help

So much promise
The beginning offers no clue about the

horrors to come. Most players will blast

through the first seven (of 19) levels talking

about what a refreshing throwback Chaser

is to Half-Life. The story is another hack-

neyed conspiracy with an amnesiac pro-

tagonist. but the developers (Cauldron, a

Slovakian outfit) really try to involve the

player with cool cut-scenes and interesting

scripted events. The first level takes place

on a space station, and it's loaded with

design cues from Aliens and Half-Life.

The first few levels are standard run-

and-gun fare. You’ve got a healthy variety

of conventional weapons, such as SMGs,

rifles, and grenade launchers, and there's

plenty of ammo and health to be found.

The graphics (running off Cauldron’s pro-

prietary CloakNT engine) look good and

feature nice lighting, smoke, and blood

effects. The enemy A.I. is laughably bad

and the voice acting is worse, but I was

having fun plowing through the levels.

The game certaintv lacks polish: One

0 The early cut-scenes are impressive, paying homage to Aliens.

Enemy A.I. is

laughably bad,
and the voice
acting is worse.

his scripted lines: "He's bleeding! Shoot
while he reloads! He's running out of

ammo! A-ha!" My health was 100 percent,

1 wasn’t moving, and the glass door

never had a scratch. Some of the later

cut-scenes even show trucks driving

through people,

I'd be willing to forgive the weak A.I. and
the lack of polish if the game held up.

There are moments when the cut-scenes,

music, and gameplay meld into a

James Bond/WOLF kind of thrill

ride—but those moments are rare.

The game bogs down in level 8,

where the maps become mas-
sive and nonlinear. It takes only 20
minutes to clear out the enemies,

and then you're left wandering aim-

lessly through enormous, bleak,

washed-out levels, looking for

something—anything—to help you

out. And there are 11 more levels to

go, each of which takes hours to

get through.

on various message boards. (There's a

walkthrough available at Johnchaser.info/

walkthrough.htm, but you know some-
thing’s wrong when a walkthrough begins

a level by saying, "This one is also a pain

in the ass,")

The later levels can be rewarding only

because they’re so difficult, but the majori-

ty of gamers will never see the ending,

even with the walkthrough. There are just

too many places where the sadists who
made this game devised heinous obstacles

that make it virtually impossible to go on.

Maybe Chaser is an artful meditation on

Eastern European existential angst— in that

case, huzzah, well done—because as a

game, it seems something significant got

lost in translation. 63 Ken Brown

Verdict irk
A good-looking shooter that’s only fun

for the first few hours.

T
he next time one of your gaming
pals complains about an FPS
being too linear, slap this game
on him' and smirk. Sure, you

could say, it’s no fun being led around by

the nose, but it's even less fun wandering

around huge, deserted levels searching for

the one thing you need in order to get

out. Example: the two levels in which

you’re in a small submarine twisting

through labyrinthine shipwrecks looking

for the only way out. Imagine doing that

for three hours, then popping out at the

beginning of the level. You’ll beg for a lit-

tle linearity, I guarantee you.



Blood and Gore

Violence

T^is jungle makes t^e Ama^pn seemMke a Sotanicalgarden.
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a PUBLISHER; Encore Software DEVELOPER JoWood Productions GENRE. Adventurc/puzzle ESRB RATING: T REQUIRED. Pentium MMX 166, 64MB RAM, 130MB Install

RECOMMENDED; Pentium II 250, 128MB BAM, 32MB 3D card MULTIPLAYER SUPPORT. None

Neighbors From Hell
stick it to the jerk next door

I

y neighbor isn’t actually from

hell—he’s from France, and I

have to think that counts. And
while no jury in America

would likely send me to jail for breaking

into his house and doodling a beard on

pictures of his mother, I have opted to fol-

low the letter of law. Besides, JoWood
Productions has given me the next best

thing to acting on my daydreams.

The premise of Neighbors From Hell is

no more complicated than any reality

show—probably because that's what the

premise actually is. You are Woody, the

lovably devious star of a reality game
show, whose object is to torment his

manic-depressive neighbor by laying traps

mailbox to a masterfully

orchestrated combination

of paper in the toilet,

soap on the floor, hair-

growth formula in the

aftershave, and black

shoe polish on the bath

towel. Each episode of

the game show awards

points for each prank you

successfully hatch; while

you can perform them in

any order, laying them

out so that they generate

an entertaining chain of

pratfalls and outbursts

will earn you thunderous
B If you get caught soaping your neighbor’s bathroom, he tends to
make you clean it up—with your face.

I

The premise of Neighbors is no more
complicated than any reality show.

about the house. The interface is an old-

school side-scroller whose only learning

curve is trying to figure out what a loo is.

The traps you lay for your neighbor

range from a simple mousetrap in the

laughter and applause from your audi-

ence and a well-deserved high score for

the level.

The one thing lacking in this game is the

actual lack of a game. It’s a bit repetitive.

and it should be about four times longer—
an experienced prankster can finish it in a

single afternoon. Other than that, this one
is a keeper. My neighbor said it is "tres

bon." I'm pretty sure I'm legally allowed to

punch him for that. Q Arcadian Del Sol

Verdict irkirt
A fun way to spend a single afternoon.

Reuisionist History

Halo, Madden 2004^1!
HALO HAS FINALLY made it to PC
(albeit three years late) with relatively

few problems beyond its system-busting

graphics. Patch v1.02 is notable mainly

for offering multiple instances to the

dedicated-server support, which allows

many more servers to run at once. Some
card-specific graphical glitches and

problems with the auto-updater have
been cleared up, as have some rare

crashes during multiplayer chat.

The only other significant change is

to Timedemo, which is a strangely elab-

orate way of testing framerates. If you
run Timedemo after installing the

patch, it may show a boost in perfor-

mance since the last time you ran the

program, even though the patch has no
performance enhancements. The boost

comes from a change in the way Time-

demo makes its calculations, so if you

think the game runs better, relax: It’s all

in your head.

Madden 2004’s double-patch blitz

(bringing the version num-
ber up to 1.3) gives a fine

spit polish while also mak- stmattr

ing some significant

changes. Owners of ATI

Radeon 8500, 9700, 9800,

and higher cards and Nvidia
^

GeForce FX series cards can

now thrill to uniforms that

get dirty over the course of

a game, gasp at stadium

shadows that fall on players, <

and marvel at metaltic-col-
|

ored helmets that glint in

the sun. Ail of this looks ter-

rific when the options are

cranked up to 11.

Also, the long and noble tradition of

football roster updates continues,

reflecting real-world rosters up to

September 15. Some significant crash

bugs are ironed out, among them prob-

lems with saved games In franchise

mode, setting Sign Player to CPU in

franchise mode, and right-clicking on
an tn-game Pause menu. A host of

other enhancements and minor fixes

are included, addressing everything

from problems with long MP3 file

names to issues with jersey numbers
when creating or editing a player. Aside

from the crash bugs (which I never

experienced), these are mite-sized

changes, but they’re certainly worth
a download^^Thomas L McDonald
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B PUBLISHER; EA Games DEVELOPER. EA Games GENRE Strategy ESRB RATING T REQUIRED: Pentium IM 733MHz, 128MB RAM, 650MB install, 32MB 3D card
RECOMMENDED; 256MB RAM MULTIPLAYER SUPPOH I None

UJarlords lU;

Heroes of Etherla
Lean, not-too-mean Warlord machine

I

arlords IV does a lot of

things right. The persistent

characters and dynamic
campaign, carried over from

Warlords: Battlecry, are great. The unit

variety, carried over from the previous

Warlords turn-based games, is great. The
A. I., carried over from everything else

Infinite Interactive did when it was part of

SSG, is great. The random-map generator,

skirmish options, and multiplayer support

are all great. Unfortunately, all this is built

around anemic gameplay. If ever there

was a game in need of a little healthy fea-

ture creep, this is it.

UUarmongering for dummies
Warlords /Vis simple. You're basically cap-

turing cities, each of which is associated

with one of 10 races, determining which
units can be trained there. Neutral loca-

tions can be ransacked for treasure and
magic items for your heroes, who are

powerful units capable of learning unique

skills. There’s a simple magic system by

which you can choose a school of magic
for your warlord; you then spend a set

number of turns to learn progressively

more drastic game-bending spells.

For all its simplicity, Warlords /Vis miss-

ing the elegance you'd expect. Gameplay
comes down to shuffling individual units

around. You can automatically direct

newly trained units to a rallying point, but

this still leads to steady streams of lone

units marching hither and yon. Unavoid-

able busywork involved in assembling

your units into stacks means larger games
can become epic, logistical nightmares.

This sort of shepherding is arguably the

long-established core of the Warlords

games, but in the previous games, each
stack was a sort of synergistic metaunit,

assembled from the bonuses and special

abilities of its individual units. In Warlords

IV. there aren't so many group bonuses, so

a stack feels more like an annoying, arbi-

trary limit of the number of little guys who
can stand in one place. There is. to be fair,

a lot of strategy in creating stacks, partic-

ularly since battles almost always guaran-

tee casualties—you’ll need cannon fodder

if only to send entire stacks to their death

i
f,.'

-
.-Y.

1 choose you, Giant Batl

I

lf there was ever a game in need of a
little healthy feature creep, this is it.

O I choose you, Wolfrider!

to soften up a particularly formi-

dable enemy group.

Combat takes an "every

man/beast for himself" approach.

Early in development. Infinite

Interactive planned a tactical-

combat screen a la Heroes of

Might & /^ag/c—this would have

lent itself much better to the

types of units in Warlords IV. But

in the final product, it has instead

delivered a quick and dirty mano-
a-mano approach. When two
stacks meet, each side picks a

unit. The two units fight it out to

the death, at which point the loser brings

in a replacement. It’s very neat and polite,

with a kind of Pokemon vibe ("I choose

you. Swamp Dragon!”) and not a hint of

battling armies that gave the previous

Warlords a little sense of grandeur.

The student Is the master
It doesn’t help that the competition looks

and plays so much better. Next to the ele-

gance of the Disciples series or the depth

of Age of Wonders, Warlords IV feels a

day late and a dollar short. Although
Warlords /Vis by no means a horrible

game, it’s something far more damning:
strangely joyless and conspicuously miss-

ing the spark of enthusiasm that often

manages to find its way into even the

worst of games. QTom Chick

Verdict
A strangely joyless version of a classic

strategy franchise.
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"I can't wait to

lose more sleep
unraveling it." j
-PC Gamer M
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"...the game’s^^^really comes ^Hve
and makes this one o^ffi^moi

'

visually impressive
computerized Dungeons & Dragons ^
experiences to date." -Gamespot N.

that faithfully recreates

a classic adventure." -GameSpy

Developed by Troika Games, creators of the

award-winning Arrniiiim and Fnflout.

Licensed by;

Group

The Temple of Elementai Evil: A Classic GreyhawK Adveniure. Dungeons & Dragons and its

logo, D&D, Greyhawk and Wizards of the Coast and its logo are trademarks of Wizards of the

Coast, Inc., in the U.S.A. and other countries, and are used with permission. C 2003 Wizards.

Software £i 2003 Atari. Inc. All rights reserved. HASBRO and Its logo are trademarks of Hasbro

and are used with permission. Windows is either a registered trademark or trademark of

Microsoft Corporation in the United States and'or other countries. Manufactured and marketed

by Atari, Inc.. New York. NY, All outer trademarks are the property of their respective owners.
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a PUBLISHER I Games DEVELOPER: S2 Games GENRE. Online real-time strategy shooter ESRB RATING T REQUIREMEO: Pentium III 600, 128MB RAM, 6S0MB Install,

S6k modem RECOMMENDED: Pentium III 1GHz, 256MB RAM, 64MB 3D card, broadband MULTIPLAYER: LAN, Internet (2-64 players)

Sauage
More mice than men...and there aren’t enough mice

I

Savage^’s shortcoming is a dearth of
capabie commanders.

Q Human warriors may have an edge on ranged
weapons, but the Beast Horde possesses magic.

I

avage mashes together first-per-

son shooters with reai-time

strategy, with piayers slugging it

out in a fantasyiand as man,

beast, or one of two commanders. The
concept is intriguing, the game’s founda-

tion solid but two issues, along with myri-

ad quibbles, confound Savage.

more dang for your gang
Savage's primary draw is fast, fluid 3D
slugfests where up to 64 online players

battle as either the Legion of Man or the

Beast Horde. Players can choose either

side when joining a game or act as a

team’s lone commander, thus directing

Savage’s RTS portion for their team. For

non-commanders, the game starts in FPS
mode, where players begin as the basic

warrior units for their respective races.

Warrior units gain experience and gold by
collecting resources, combating neutral

creatures, or attacking enemy players and
structures with weapons or spells. As the

game progresses, and if a commander’s
strategic acumen is strong, more warrior

unit characters, special abilities, weapons,
equipment, and spells can be made avail-

able at the stronghold or lair. The easily

managed tech tree produces five warrior

class upgrades per side, each with dis-

tinct, worthwhile combat skills. Matches
are straightforward, with one side claim-

ing victory after demolishing the other's

stronghold. When all is finished, stats are

recorded and rewards are given.

The commander role is crucial. Com-
manders shape strategy, manage gold and
stone resources, build structures, promote
lieutenants, and utilize special commander
powers. Unfortunately, only two players

can wield this frequently thankless

responsibility. Victory or defeat rests

squarely with commanders, and a lack of

skill here usually leads to an unfortunate

experience for the other 62 players...well,

at least for the side with 31 losers.

This is Savage's main shortcoming: a

dearth of capable commanders. You can

play six games before finding a compe-
tent leader. A tutorial to teach players the

commander interface and some simple

strategies is sorely absent. Still, you'd

think that after a couple of months, skilled

commanders would emerge. Sadly, this

isn’t happening.

Is anybody out there?
Good luck finding populated games.

Though Savage supports up to 64 combat-

ants, I rarely found matches with more
than 20 players. There's also a problem

with players coming and going or switch-

ing sides at will. This is especially annoying

during a crucial maneuver or engagement,.

Like many online games, players drop due

to lag or because they simply don't want
the loss on their records, but that doesn’t

make it any less irritating. Savage doesn’t

provide contingencies for such unfortunate

in-game anomalies. Other quibbles include

mediocre camera controls, constant lag

problems, lame A.I. and worker pathfind-

ing, and lackluster environments.

Despite Savage's potential, the lack of

skilled commanders and populated

servers hampers enjoyment for piayers

hungry to test their mettle in a massive

fantasy battle. After spending a few hours

online scouring for a populated server or

losing thanks to bad leadership, players

will ultimately lose interest—and we’ll be
left to lament Savage's unrealized poten-

tial. Q Raphael Liberatore

Verdict irk-ki
A potential blockbuster marginalized

by its own delivery. I
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B PUBLISHER: EA Sports DEVELOPER: EA Sports GENRE. Sports ESR8 RATING: E REQUIRED: Pentium III 700, 12SMB RAM (2S6MB RAM for Windows XP),

820MB install, 32MB 3D card RECOMMENDED. S12MB RAM, SSOMB install, 64MB 3D card MULTIPLAYER: LAN, Internet (2-12 players)

NHL 200M
Bring on the Stanley Cup!

M
HL 2004 is the best computer
hockey game ever, period. More
visually sleek and refined than

previous versions, NHL 2004 has

new dynasty mode, international leagues,

and an enhanced fight system, all of

which elevate it to benchmark status.

Fabulous fac0-offs
A rewritten graphics engine makes the vir-

tual mug of Toronto Maple Leafs’ goon
extraordinaire, Tie Domi. just as menacing
as the original. But it’s the revamped
physics and collision systems that create

an amazingly realistic level of authenticity.

What's truly unique about NHL 2004 is

the marvelous level of detail regarding

how the puck handles. It slides, bounces,

and rolls just like a regulation puck. Game
mechanics reflect the current state of pro-

fessional hockey, relegating the runaway
scoring antics of Wayne Gretzky and the

juggernaut domination of Mario Lemieux
and Bobby Orr to the record books. NHL
2004, like the professional sport of today,

is a low-scoring affair due in part to

methodical neutral zone traps, along with

other complex defensive schemes, which

ultimately leads to fewer and fewer break-

away opportunities. Sharpshooting blue

liners are now forced to make every shot

count or rethink their strategy completely.

Not only is gameplay faster and more
precise in all game modes, but players

also have a multitude of options for ensur-

ing that their team and player strategies

win games. Players must not only possess

nimble fingers for deking, spinning, and

faking passes, but also show an acumen
for strategy—or they'll end up with a bar-

rage of pucks filling their net. During one

tough match, for example, my opponent

was down by one late in the game. As
their top line pressed toward my net, I

needed my team to control the neutral

zone and guard the net. 1 utilized the on-

the-fly Quick Play feature to change my

Q Crashing the net is one of the new offensive strategies for your goai-scoring biiss.

I

Whafs unique is the level of detail
regarding how the puck handles.

Gooooaaaaaaai!
O it may not look iike much, but the dynasty
mode is a great, hardcore GM sim.

offensive strategy to defend the lead,

while modifying my team's defensive pos-

ture to protect the net. It paid off, and
ultimately I won this hard-fought game.

Cheap shots and slap sh.ots
A brand-new fight system, along with

more physical actions such as boarding,

tying players near the net, and checking,

embodies the violent side of professional

hockey. Gamepad skill isn't the only factor

in winning a fight—a player’s toughness,

endurance, and size matter, too. But you'll

probably be too transfixed by the gritty

brawls—complete with flying helmets and

players struggling to grab their adver-

sary’s jersey-to notice.

A new international league game mode
lets you play as any one of the 39 teams

from the elite European, Olympic Team,

Elitserien, DEL, and SM-Liiga leagues, all

under the umbrella of their official league-

specific rules and traditions.

The other new game type, dynasty

mode, is essentially a sports RPG. "Vou

pfay as a team’s GM. juggling salaries,

trades, drafts, TV contracts, and more as

you drive for the Stanley Cup. It’s iike hav-

ing another great game within a game.
Packed with tons of game modes and

enhancements, NHL 2004 is the perfect

solution for fans who can’t swing the

second mortgage to cover the cost of

season tickets. ^Raphael Uberatore

Verdict*
The best NHL experience on virtual ice.
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REUIEUUS 1

B PUBLISHER: EA Sports DEVELOPER: EA Sports GENRE: Racing ESRB RATING: E REQUIRED: Pentium III 600, 12BMB RAM, 1GB Install, 32MB 3D card

RECOMMENDED: 256MB RAM MULTIPLAYER: LAN, Internet (2-16 players)

NRSCflR Thunder 200M
Should EA’s exclusive license be revoked?

E
A Sports’ exclusive license

makes NASCAR Thunder 2004
the only new NASCAR title to

become available this year.

Fortunately, it appears that EA Sports Is

making an attempt at appealing to a

broader range of racing fans. But there

are a few seasons to go before this game
can be a true contender.

The core remains unchanged from previ-

ous titles in this series; it's the two new
modes that set it apart from its predeces-

sors. Speedzone is very similar to

NASCAR Heat's Beat the Heat challenges

in that you're placed in various situations

designed to teach rookies the fundamen-
tals of driving successfully in a NASCAR-
style race. The Grudges & Alliances mode

gives you the ability to

make friends and enemies

based on how you treat

them on the track,

creating some
accountability for

your actions—

something that

other racing

titles haven’t

been able to

duplicate. This is a cool feature and a

strong selling point, but it stiil needs some
tweaking to be effective.

Graphically improved since last year's

version, NASCAR Thunder 2004 still isn’t

stellar compared with other racers. The

graphical depiction of friend or foe on
the track is represented by green or red

car numbers placed directly above the

cars, which makes the view busy and
cluttered. The physics model isn’t much
better than last year’s— It still feels unre-

alistic and unresponsive, thus allowing

you to drive aggressively without losing

control of the car. The audio does a

good job of producing realistic engine

I

EA Sports’ efforts to reach a wider
audience are iaudabie.

sounds, and the commentary excels in

creating an exciting atmosphere,

although the spotters aren't always

timely when calling high or low traffic.

NASCAR Thunder 2004 is a definite

improvement upon its predecessors and is

loaded with playworthy features. The
efforts to reach a wider audience are laud-

able; however, with the new features still

in need of work, hardcore drivers should

look elsewhere. S Wade Hermes

Verdictv
Good for the casual race fan, but dis-

appointing for the hardcore.

B The In-car view gives you a pretty good feel

for being in an actual stock car.

PedeIs Prison EscaoE
Like digging a tunnel with a tiny, tiny spoon

n
f you’ve ever seen a prison-escape

movie and thought, “Boy, those

scenes with the running and sneak-

ing and knocking-out of guards are

awesome!” then Rebels is for you. That’s

all It is. The same thing over and over.

The story line is a weak backdrop:

Rebels in some unnamed country fight the

evil dictator Friedrich, who. predictably

enough, wants to control everyone's

minds and is developing a chemical for

this purpose. The end,

The game itself is challenging when It’s

not crashing. A.I. is above average, with

guards who react intelligently to stimuli.

The skills of the different rebels are varied

and add a strong element of strategy,

even if they are illogical. For example,

Alexandro can disguise himself by switch-

ing uniforms, yet no other rebel is able to

^^Alexandro the magician throws his voice,
allowing Jeffrey to sneak past the guards.

exercise in tedium broken only by crashes

to the desktop.^StephenGehringer

if being in prison weren’t bad enough,
beefy Blake is forced to dress like a mime.

change his clothing.

Ultimately, however. Rebels offers no

carrot to keep you interested. The only

reward for your hard work is the advance-

ment of the pathetic story line. After the

novelty of play wears off. it becomes an

^ SBB
Go get a copy of Commandos 2 Instead.
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REUIEWS , 1

B PUBLISHER; Atarf DEVELOPER: Troika Games GENRE: Role-Playing ESRB RATING. T REQUIRED; Pentium III 700, 128MB RAM, 1.1GB Install, 1GMB 3D card

RECOMMENDED: Pentium 4 1.7GH2, 2S6MB RAM, 64MB 3D card MULTIPLAVER: None

The Temple of
Elemental Eull
Prettier than Baldur’s Gate, but way, way buggier

ith just a little more time

and care, Temple of

Elemental Evil could have

been great. But this ambi-

tious RPG ends up being yet another in

the seemingly endless procession of PC
games released before it was properly fin-

ished, with an unacceptably huge pile of

bugs, imbalances, and performance prob-

lems that needlessly and stupidly obliter-

ate any goodwill the game itself engen-

ders. Instead of a potential RPG of the

Year, we have yet another poster child for

the evils of greedy, unscrupulous game
publishers, foisting an incomplete product

onto an unsuspecting, eager, and soon-to-

be-burned fan base. Bravo.

What TOEE aspires to be is the first

great Dungeons & Dragons game of the

21st century. Troika Games, whose core

team made the classic Fallout for Inter-

I

The big question is whether you’ii quit
the game before you even make it to
the main dungeon. Why? Bugs.

play, are hardcore RPG fanatics, and their

dedication shows, from the lovingly

designed main dungeon to the generous

150+ page spiral-bound manual. It’s an

unabashedly old-school, single-player

affair, beginning, properly enough, with

the creation of an entire Level 1 party—an
event that can last hours and for many
will be the highlight of the game.

Days of yore
TOEE is based on a popular pen-and-

paper module, and old-school D&D-ers
who know swear it's faithful. Don’t ask me,

though, because I never played it, I can

tell you, though, that without those fond

old memories, JOBE'S plotline, characters,

and quests are pretty generic and not

nearly up to the level of the Bioware/

Black Isle games (Baldur’s Gate. Icewind

Dale, Planescape: Torment). In the game’s
first big area, the town of Hommlet, a

series of completely cardboard NPCs send

you on a series of bland, awkwardly writ-

ten FedEx missions, in one case even

"sending" you to talk to someone who is

literally standing right there already.

Combat is turn-based, and the interface

for fighting and casting spells is intuitive

and nicely designed— the onscreen radial

menu works well and keeps the screen

clutter-free. Battles are long, complex,

methodical affairs. This is mostly good,

but is occasionally extremely frustrating,

especially early on, when your characters

will die repeatedly, and attempts at rest-

ing seem to always, annoyingly, spawn
more monsters before you’ve earned any
hit points back. This is a seriously tough
game—a difficulty slider is sorely needed.

The meat of this game is the titular dun-

geon—a huge, multi-story twisting

labyrinth, gorgeously rendered, with tons

of traps, secret doors, and monsters. It’s a

great piece of design, but the big ques-

tion is whether you’ll quit the game before

you even make it there. Why? Bugs. On
two different PCs, I suffered innumerable

game-stopping crashes, as well as more
minor annoyances like system slowdowns
and broken pathfinding (where characters

simply refused to move where I ordered

O Hey guys—wait for me! Lame pathfinding will

often leave party members hopelessly stranded.

them.) More often than not, my game ses-

sions would end unceremoniously with a

total crash to the desktop.

Pathetically, a group of fans patched this

game, and while this helped with smaller

issues, it did not fix the crash bugs. And
any game that is iikely to cause many
gamers to not even be able to finish is

one we flat-out cannot recommend,
regardless of how ambitious or beautiful

or well-designed it may be. This one is a

real shame, ® Jeff Green

Verdict irki
Yet another good game marred by
bugs. Wheeee!
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B PUBLISHER CDV Software OEVELOPER. Related Designs GENRE: Real-time strategy ESRB RATING: T REQUIRED: Pentium II 450MHz, 126MB RAM, 1GB install

RECOMMENDED: Pentium III 1.2GHz, 256MB RAM, 32MB 3D card MULTIPLAYER; LAN, Internet (2-8 players)

No man's Land
Evolution at its most nonexistent

G Imagine o/£mp/res..xhoo-choo trains.

campaigns, No Man's Land sports the

usual assortment of multiplayer conquest

and team modes for up to eight players.

There’s even a neat "race to the finish"

mode in which players compete to be the

first with a finished railroad line, while

simultaneously fielding armies to defend

against their opponents’ inevitable sabo-

tage attempts.

No Man's Land isn’t necessarily a bad
game. It is, however, an unabashed retread

of concepts that were innovative four

years ago. Absolutely no attempt has

been made to refine or expand anything.

Ultimately, No Man's Land serves as a

shining example of a game that’s stuck in

the past. Unless you’re absolutely fanatical

about the genre, you’re better off leaving

it there. O Ryan Scott

Q Damn those English!

Age of Mythology. You gather food, gold,

and wood, all of which fuel building con-

struction, unit production, and helpful per-

formance upgrades. There is. naturally,

plenty of micromanagement to be, um, rel-

ished, and the interface caters to this, pro-

viding plenty of hotkeys and other such

amenities to help prod the game along.

Different armies, same uuar
Much of the game's combat unfolds just

like combat in Age of Empires //—which is

to say, most of the troops follow some-

thing of a rock-paper-scissors dynamic
when they deal with one another. The dif-

ferent cultures are equipped with

similar varieties of troops, with a

few unique units here and there.

Beyond this marginal uniqueness

and the obligatory cosmetic

differences, the cultures are

all pretty similar. There isn’t

any sort of evolutionary

mechanic to set them further apart

later in the game, either—no

tech levels, ages, or other

such equivalent. When
these factors

make for what could be con-

strued as a de-evolution of the

genre. The game even looks

like it should have come out

years ago.

Other than a lengthy (though

trite) 30-mjssion single-player

mode spanning three separate

D
f one were to liken each genre and

subset of the gaming market to the

prototypical members of a family

tree, the real-time strategy genre

would, without a doubt, represent the

crotchety old uncle who drones on and
on about the good ol’ days and never

quite knows when to shut up. No Man's

Land wastes no time reminding us about

those good ol' days, walking the exact

same road that classic Age of Empires II

has. Unfortunately, it’s walking backward.

The historical hook in No Man's Land is

the colonization of America. Six different

cultures populate the single- and multi-

player modes, including the English,

Spanish, Native Americans (two different

varieties, forest and prairie). Patriots, and

Settlers (both derivatives of early

American colonists). Beginning with a

simple headquarters, your goal is to gath-

er an abundance of resources, build an

efficient community of your own, and
send forth a legion of troops to beat

down whatever opposition you happen to

be facing.

The economic and military structuring of

No Man's Land will be old hat to anyone

who's ever picked up Age of Empires II or

An unabashed
retread of
concepts that
were innovative

Verdict -kiri
Another follow-the-numbers RTS.



Meet tile LlonheafU. A SniacK-^talKiTTg: fag-'tag band of I'ebelS bound on an impossible queSt. With an ai'Senal of

outrageous weapons, theyte destined for victory in 12 ,odd bullets or less. If they can maKe it through an army
of psychotic robots and walhSmaShlng GoliathS, they iust might Save the worid...if they don't burn it down first.



What's hotter than Half-Life 2? Playing Half-Life 2 on your PC with one of ATI's

RADEON” 9800 or RADEON” 9600 series graphics cards. It's the best* way to

experience Half-Life 2. Nothing is more immersive. Nothing is more intense.

Nothing is more real. Half-Life 2 and RADEON” are ready. Are you?

ATI's latest RADEON” series — The preferred graphics solution for Half-Life 2.



LIVE OR DIE - EITHER WAY IT’S A MATCH MADE IN HEAVEN

www.ati.com/getinthegame
Copyright 2003, ATI Tpcnnologies Inp. All rights reserves. ATI and the RADEON are trademarks and/or registered trademarks oi ATI Technologies Inc. DirectX Is a registered trademark of Microsoft Corewration In the United States and other coiiniries image &2(X)3

Valve Corporation. All tighls reserved. Valve, the lamUa logo, Half Life and the Half Life logo are trademarks or registered trademarks of Valve Corporalioh. All other company and or product names are trademarks angror regsiered trademarks of their respecrive O'.'meis

‘ATIsRADEON9800)a2S6MBDORcomoaregv/iihHvid;aGeloiixRG9OOUhra25EMBDDR.iestedanihefoilmvingsysienTP4-3.2GHaCPU.Iriieli875Pchipsei.Windot'<sXPProlessionavMnATIdir«v.7.93atidllVIDlAd^ ResoKiUon$.1GOOil2Q04XAA.

/iTi RaDBon



130 COMPUTER GAMING WORLD



a 11TH ANNUAL

The
Itimate
ming
achine
biggest system showdown yet, as

iz top systems vie for the ‘Ultimate’ honor

0 Choosing a so-called "winner" in a competition

like the one for the title of Ultimate Gaming
Machine is never easy. Last year 1 judged the

entrants purely on performance, to try to simplify

things. Since then, I've realized that choosing a winner is

more complicated than that, and that no matter what I

do, someone will take umbrage with my results. But

that's what happens when you pick a winner—some-

body has to lose.

This year, I’ve tried to do things smarter by expanding

the criteria to five key areas; speed, price, stability, sup-

port, and upgradeabiiity. I've been evaluating desktop

machines the same way for many months now, and it’s

been hard to argue with the results.

This year’s price ceiling was $5,000, We invited 14

premier system builders to send us their best rigs at or

under that price, and 12 of them enthusiastically submit-

ted an entrant. All but three chose one of the 64-bit

processors from AMD, And, while Nvidia’s GeForce FX
5950 is the reigning speed champion, a few vendors

went with ATI’s Radeon 9800XT. This meant that not

everyone had identical machines, which made the

results a little more interesting.

So how did they stack up? Dana, let's bring in the con-

testants,,., Q William O'Neal Photography by Arnold Tiosejo

Totally Awesome
Ridiculously Insane

Dell
Dimension XPS
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I Uoodoo PC FI
PRICE: $5,000 RATING; 4.6

© This year, the balance Voodoo achieved between breakneck speed and stability

makes it the overall UGM winner. The FI that Voodoo submitted comes in right at

the $5,000 limit and is packed with all kinds of awesome stuff—most notably, a Glycol-

filled coolant system that allows overclocking of both the 256MB GeForce FX 5950

graphics card and the AMD Athlon 64 FX-S1 CPU. The risk you take when overclocking

your graphics card is that it often has an adverse effect on the overall stability of the

system. However, the only stability issues I encountered with the FI occurred in Jsdi

Knight II: JedI Outcast, IL-2: Sturmovik, and 30Mark2003—all three paused and/or hesi-

tated just once during testing, and i wasn’t able to repeat the problems. Other than

that, the FI purred like a kitten and garnered the best scores in four of the seven games

I used at 1280x960 with 4x anti-aliasing and 8x anisotropic filtering turned on, as well

as 3DMark20O3 at the same resolution.

The one-two punch of AMD’s Athlon 64 FX-S1 processor (the fastest

desktop processor available at press time) and Nvidia’s 256MB GeForce

FX 5950 makes this the fastest machine we saw. Where many of the

machines in this story displayed stability issues with the 5950, aside from

the aforementioned anomalies, the FI didn’L

The FI ships with Asus’ SK8N nForce3 ProlSO motherboard—not

necessarily the fastest motherboard to support the Athlon 64 FX-S1, but possibly the

most stable. Rounding out the R's package are a Plextor DVD+RW drive and a three-

drive storage system that uses a 72GB RAID-0 configuration for the OS and a single

200GB drive for data, offering the performance gain of RAID and safe data storage.
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Rllenujar
Aurora
PRICE; $4^2 RATING: AS

0 Where Voodoo went balls-to-the-

wall and gambled (and succeeded)

with the FI, Alienware went for stabil-

ity. Like the Voodoo offering,

Atienware’s Aurora ships with AMD's

Athlon 64 FX*51 processor and

Nvidia’s 256MB GeForce FX 5950

graphics card. Unlike Voodoo,

though, Alienware didn't overclock its
'

parts. I laud Alienware for taking this

route, as overclocking can introduce risks that aren't nec-

essary. Benchmark results showed that while the Aurora

isn’t as fast as the Ft, it’s stitt a screamer. And since the

parts aren’t clocked to extremes, you have a machine

that’s likely to do much better in the long run. The

Aurora is also built around the Asus SK8N nForce3

ProlSO motherboard, has 1GB of PC3200 DDR 400 memory, boasts a

I

Alienware

I

has always

I

led the

boutique

market in

I

design, and

I

that one-of-

a-kind "alien”

design adds

flair.
0 While Alienware and Voodoo built

machines around Asus' SK8N nForce3

motherboard, Falcon's AMD Athlon 64 FX-51

showed up with MSI's K8T Master2 VIA
Creative Labs Audigy 2 soundcard, and ships with a 21-Inch NEC

Multisync monitor, it differs from the FI in its storage, handled by two

120GB Seagate drives in a 240GB RAID-0 configuration.

The only reason the Aurora didn’t win is the FI’s edge in performance.

But the Aurora still earns an Editor's Choice for its combination of

speed, top-notch peripherals, and stability.

K8T800 motherboard. Many people agree that

lii
The MSI

3 VIA moth-
erboard

gives the

Mach V a

bit of a

the VIA motherboard is faster

than the nForce3, but Asus’ repu-

tation for stability often wins out.

Falcon's Mach V initially had some

stability issues that Falcon reme-

died within one day's time (after

Falcon Northaiest mach U FH-51
PRICE $4,995 RATING: AA

that, the machine ran like a dream). Because of

this, I had to lower Falcon’s stability score, but

it was good to see the company live up to its

legendary reputation for support. Like the

Alienware and Voodoo machines, the Mach V

.has 1GB of PC3200 DDR 400, a 256MB

FX 5950 graphics card, an Audigy 2

oundcard, and the ubiquitous NEC Multisync

monitor and Klipsch Promedia 5.1 Ultra speak-

ers. It also ships with two 120GB Seagate hard

drives in a 240GB RAID-0 configuration.

Once Falcon solved the stability issues, the

j^chine ran like a dream, screaming through

e various games and benchmarks. The

ch V even scored the fastest Dungeon

Siege marks at 1280x960 with 4x AA and 8x

AF turned on.
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Windows-compatible

64-bil PC processor

AMD* Athlon'"^ 64 Processor with HyperTronsport''’^ Technology
The ONLY Windows-compatible 64-blt PC processor
up to leoOMhz system bus

Raidmax'* Aluminum S-Boy Super Light Weight Tower Cose with 420 Watt Power
+ See-Through Window + Sound-Activated Noon Light

1024MB DDR400 Memory

1 20QB 7200RPM Hard Drive w/ 8MB Cache

Seo Through 1 6x DVD-ROM Drive & See Through 52x24x52 CD-RW Drive

1.44MB Floppy Drive

ATI* RADEONTw 980D-PRO 1 28MB DDR AGP SX Video Cord

5.1 Channel Surround 3D Premium Sound

10/100/1000 Mbps Ethernet LAN

Logitech Z-640 5.1 Surround Sound Speakers

1
9" ViewSonic* Petted Plot E90FB .2 1 H mm Monitor

Scrolling Iniernet Opllcol Mouse

Multimedia Keyboord

Microsoft Windows* XP Professional Edition

Free Norton Antivirus^” 2003 CD
Free l-Yeor 24/7 l-Care Deluxe Technical Support + On-Silo Service

IUUIC3ISI l=X
- AMD* Athlon^ 64 Processor with HyperTronsport^** Technology

The ONLY Windows-compatible 64-bit PC processor
up to leoOMhz system bus

- Roldmox* Scorp)o-6e8 Aluminum Tower Cose wllh 420 Wall Power
See-Through Window + Sound-Activated Neon Light

- 512MB DOR400 Memory

- Serlal-ATA 1206B 7200RPM Hard Drive w/ BMB Coohe

- See Through 1 6x DVD-ROM Drive

- See Through 52x24x52 CD-RW Drive

- 1.44MB Floppy Drive

- NVIDIA* GeForce^'^ FX 5900 Ultra 256MB DDR AGP BX Video Cord

- 5.1 Channel Surround 3D Premium Sound

- 10/100/1000 Mbps Ethernet LAN

- Kllpsch GMX D-S.1 Dolby Surround Sound Speokers

~ 19' ViewSonic-* Pertoci Fiol E90F^-SB .21 H mm Moniior

- Scrolling Internet Opilcof Mouse

~ Multimedia Keyboard

- Microsoft Windows* XP Professional Edition

- Free Norton Antivirus™ 2003 CO

&
AMD Athlon™ 64 FX-51 Processor

AMD Athlon™ 64 3400-h Processor

AMD Alhlon™ 64 3200-t- Processor

AMD^

Athlon'Fx

The firr^oAF-bit PC processor In a class
by itself^designed specifically^^.

'

for cinematic computing

Full throttle technology
for Immersive gaming
and amazing digitoT media

]Ar ]/^I ]A[ . t J>0 ]ArER .CO 3Vt

rsiiGi-Hnr

1 St-is
AMD Athlon™ 64 FX-51 Processor S 2499
AMD Athlon™ 64 3400-1- Processor $ 2199
AMD Athlon™ 64 3200-t- Processor $ 1949
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- Inter Pentium" 4 Processor oi 2.6GHz with HT Technology

~ RQldmox" Aluminum 8-8oy Super Light Weight Tower Case
with 420 Won Power+ See-Through Window +
Sound-AcllvQled Neon Light

-Intel" 865 Chip 800MHz FSB 8X AGP DDR400 HT Ready M

-512MB Duol Chonnel DDR400 PC3200 Memory

- 120GB 7200RPM Hard Drive

- See Through 1 6x DVD-ROM Drive

- See Through 52x24x52 CD-RW Drive

- NVIDIA OeFOTce-FX 5900 1 28MB DDR 8x AGP Video

-5.1 Channel Surround Sound

-Logliech Z-640 5.1 Surround Sound Speakers

-56KV.90 Fax/Modom & 10/100 UN
- 1

9' ViewSonic 690 ,23H mm Monitor

- Scrolling Inlernel Opilcol Mouse

- Mulllmodia Keyboard

- Microsoft* Windows" XP Homo Edition

- FREE Norton Antivirus 2003 CD
- FREE 1 -Year 24/7 l-Care Deluxe Tochnicol Support

4- On-Sllo Service

Intel"' Penlium* 4 Processor with HT Technology

3.2 GHZ (Extreme. 2MB Cache) S 2159

3.2 GHZ 800MHz FSB S 1579

3.0 GHZ 800MHz FSB S 1419

2.8 GHZ 800MHz FSB $ 1359

J/Nt lAr ER.GO Nil

I
Want:-M m<§re fun?^'

iBU'iyxDVVej?'*>.G;,

witb=the-thiel'^?%nflum'I* ^ Processor
. with HT Technology toddy,
it lets you run two applications

at once more efficiently.

OC ~rO SO-HOOL.
jnllum* 4 Processor at 2.6QHz with HT Technology

SB ex AGP DDR400 HT Ready Main Board

1400 PC3200 Memory

•100 Hard Drive

V Drive

ce-4 MX440

tund Sound & 4

100 Network UN
ViewSonic E90 .23H mm Monitor

illing Inlomol Mouse & MuliiModlo Keyboard

osoft" Windows* XP Homo Edition

E Notion Antivirus 2003 CO

E l-Yoor 24/7 l-Care Deluxe Technical Support -r- On-Sile Service

X AGP Video

3Watt PMPO Subwoofer Speokers

Inter* Pentium* 4 Processor with HT Technology

3.2 GHZ (Extreme, 2MB Cache) $ 1749

3.2 GHZ SOOMHz FSB

3.0 GHZ SOOMHz FSB

2.8 GHZ SOOMHz FSB

riJ '£/ A



TECH

0 lf the UGM was simply a cost-benefit

analysis, Vicious PC's Assassin SE

would win hands down: It's fast, stable, and,

Rssassin
at S2,899, a real bargain. While

the top three contenders ship

with AMD’s 64 FX-51 processor

and the GeForce FX 5950, the Vicious PC

0 Gateway seems to have adopted a new approach:

Keep It simple. While other large original-equip-

ment manufacturers complicate matters by using propri-

etary components. Gateway built its 7IOXL with parts

that are both widely available and in current use by bou-

tique outfits like Voodoo, Falcon, and Allenware, which

makes the 710XL extremely upgradeable.

The 3.2GHz Intel Pentium 4 processor uti-

lizes the same Intel D875PBZ Canterwood

motherboard that every other manufac-

turer uses, which means the case is stan-

dard, so you can replace the board if

needed. Gateway’s case also has a tool-

less entry system; I was able to remove

the two 250GB Maxtor MaxLlne Plus II

SATA hard drives by pulling a lever.

While the 3.2GHz Pentium 4 isn't as fast as the FX-51,

it's widely available, a ton of motherboards support it,

and It takes standard nonregistered memory that's Inex-

pensive and easy to find. If there’s a weak link in this

system, it’s the 250W power supply, which is underpow^

ered compared to those in other systems.

showed up with the

Athlon 64 3200+ and a

GeForce FX 5900.

Neither part is top-of-

the-line, but

,
both make

the machine much more afford-

able. That said, Vicious squeezes

!(the most power capable out of its
'

’

^achine. It's built around an MSI

^^;f;Neo MS-6702 VIA-based

4i^6therboard. and it rocks 1GB of

;>;RC3200 DDR 400 memory and

of storage in the form of

rt’'^vvo 36GB Western Digital drives

a 72GB RAID-0 configuration.

Vicious' machine wasn't the

fastest machine in this roundup, but—

aside from the small amount of

storage— I like the component

choices, Vicious has also proven

that you don't need to spend a

king's ransom to get a scream-

ing, stable machine.

Tho Gateway
TlOXUhas
Compact
Flash/Micro

Drive, memo-
ry stick,

SD/multime-

dla card, and
SmartMedia

slots, one
FireWire port,

and two USB
2.0 ports—all

on the front

Gateu/ay PIOHL
PRICE: $3,659 RATING: ’
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The ULTIMATE Killer Rig
Requires the ULTIMATE Sound

Creative 7.1 SURROUND

Order IMow and Save Big: www.americas.creative.com/7.1 solution

AUEINIWAREf
www.ali0nware.com Get: the Ulteimafee — Get: CREATIV!

1'20Q3 CrcaitvcTectviolciyv Lul The CrcaiMi logo is a regtsuncO l/aUcmar): of Ocativc Technolcgy lid in United States ond^ot ctliet cuunlrios. All brands w pnxkjci names listed are iradcnart'S er reyisiited nademarte and arc (yoperry of dter respctti^ti hUders.



Uelocity micro Gamer’s Edge 1500

TECH
: IiL_i-ta. I

0 Llke Vicious, Velocity Micro opted

for the less expensive AMD Athlon

64 3200+ processor, which kept the cost

down. This rig is one of three that shipped

with ATI’s 2S6MB Radeon 9800XT graph-

ics card, which may not be the fastest card

available but Is still plenty fast and stable, ..

and has great image quality.

in terms of performanfit-
'*®

A RAID-0
config for

system files

and a single

drive for data

combines
performance

with safety.

the Velocity Micro rig is

right in the thick of things.

What I really like Is that, by

using conservative parts,

the company had dollars

PRICE: $3,190 RATING: 4.2

saved to put toward three hard drives; a

72GB RAID-0 configuration for the OS and

system files, and a 120G8 hard drive for

data. Veiocity rounds out the package with

ViewSonic's crystal-clear 21-Inch G220B

monitor and Klipsch Promedia 5.1 Ultra

speakers, which are both excellent choices.

9000 5E
PRICE: $3,267 RATING: 4.1

CyderPouuer
Gamer Ultra

138 COMPUrER'GA®G^bRLD

s:I
Considering that the Gamer Ultra 9000 SE ships

with an Athlon 64 FX-51 and a 256MB GeForce

FX 5950, that $3,267 price tag is a bargain. It also

includes Asus’ SK8N nForceS motherboard, 1GB of

PC3200 DDR 400, and two 80GB Seagate hard drives

in a 160GB RAID-0 configuration. In spite of the top-

notch parts in this rig, I was disappointed that it didn’t

' perform better. Its numbers were just slightly faster

than those of the Velocity Micro

and Gateway machines—rigs that

had more storage options and

were more stable. The 18-inch

LCD it comes with works great,

but I would have used more

robust speakers.

Ultimately, the Gamer Ultra

9000 SE is a good gaming

.omputer with an interesting

mix of top-notch and mid-

range components—but for

the price, I expected more

competitive results.



Warning: DO try this at home!

Be the first on your planet to own GameBOXX FX,

the only workstation-class gaming system

engineered exclusively for realistic game

play! Built on the powerful new AMD Athlon™

64 FX-51 processor, the only Windows-

compatible 64-bit PC processor offering a

1600MHz system bus using HyperTransport™

Technology, GameBOXX FX delivers the highest

possible 64-bit performance for full-throttle,

immersive gaming and amazing digital media.

BOXX Is a reglsieitd trademarti of BOXXTechnologies, Im. reglsteied in theU.S. Patent andTrademarf: Office.

)$^treme

BO^
BOXX Technologies, Inc.

1-877-877-BOXX (2699)

wwuj.boxxtech.com/gameboxx

saIes§boxxtech.com

AMD^

Athlon’FX



Totally Ruoesome
outers

Iculousig Insane
© Despite having a name that makes people roll

their eyes, Totally Awesome knows how to

build a PC, Along with Gateway and

Dell, Totally Awesome is the only

other outfit to submit a Pentium

4-based machine. The Ridiculously

Insane is built around an Asus

P4C800-E motherboard and has 1GB

of PC400 DDR 400 memory. Similar to a few others,

this machine has a small, separate 72GB RAID-0

configuration for the OS and system files, and a sin-

gle 250GB drive allotted to data.

For the most part, the Ridiculously Insane shipped

with all the components you'd except from a compa-

Hypersonic Cyclone
PRICE: $3^74 RATING: 4.0

0 Hypersonic's Cyclone is one of the few machines to show

up with the Athlon 64 3200+ processor, and this machine

performed so well that I’m wondering if the Athlon 64 FX-SI Is

worth the added cost initially, the Cyclone had some technical

issues, but machines from Hypersonic come with a

binder that Includes the name, photo, and e-mail

ny's flagship machine: an Audigy 2 soundcard,

Logitech 2-680 speakers, and a 19-inch LCD,

However, this machine showed up with a

GeForce FX 5900 as opposed to the newer

5950, which impacted its performance score. While I

like the Ridiculously Insane, at damn near $5,000, I’d

expect a faster graphics card and better performance.

Rob. After looking into the problem with Rob, we

discovered that one of the hard drives had been

damaged during shipping and needed to be

replaced. Once that was fixed, the machine

proceeded to blaze through the various

game tests and benchmarks. Because It

had problems out of the box, I had to ding

Hypersonic, but Rob's speedy diagnosis

and resolution earned the company top

honors for support.

On the component side, the Cycio

doesn’t have the all-out storage

capabilities that many of the ot

have, with just two 36GB hard

in a 72GB RAID-0 configuration.

Ultimately, though, the Cyclone is still

an awesome machine.
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ULTIMATE
ME MACHINE

Paladin Shreds the Competition

lip;i.vape Faioor. Northwest ASS

pictures shown are for illustraiiort only

The case lighting glows

in the dark.

Asssssin $2,1 39
AMD Athlon 64 Processor 3200+

(Hammer) with Quanti Speed™ Architecture

(2.0GHz. 800MHz FSB, 1M Cache)

ATI Radeon 9800 XT 256MB 8X AGP
MSI K8T Neo VIA KT800 800MHz FSB Motherboard

512MB Dual-Channel PC3200 400MHz DDR RAM
Dual 80GB S-ATA 150 7200 RPM RAID Array Hard Drive

16X52x24x52 DVD & CDRW Combo Drive

6-Channel 5.1 Surround Sound

Voted

Best Gaming
PC Under

$2000

Voted TOP 100

Products of

2002

Ethernet NIC and USB 2.0 Support

Altec Lansing 251W 5.1 Speakers w/Subwoofer

NEC Multisync FE991+ SuperFlat 19" 0,25dp Monitor

Vicious Typhoon Level II Ventilation System

Translucent Side Panel and Voice-Activated Lighting

Windows XP Home Edition

www.viciouspc.com
Order Toll Free 1.866.289.2872

<S> 2003 VjcSouspc.com. AH rights reserved. All brands and product names are trademarks or registered
trademarks of their respective companies. All prices and configurations are subject to change without
notice or obligation. Original shipping charges and opened software are non-refundable. AM returns
have to be accompanied with an RMA number and must be in re-salable condition. Systems pictures
may include some equipment and/or accessories which are not standard features. Vicious F*C is not
responsible for any typographical errors.
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Dell Dimen
PRICE; $3,399 RATING: 4.0

© 0«ll’s latest Dimension XPS is nearty

everything you‘dwant in a machine;

fast, stable, weil-built, 4nd weti-supported.

But it has two fundamental issues that

result in a tower ranking in this roundup:

Next to high-end machines by Voodoo,

Alienware. and Falcon, it's not that fast,

and because Dell uses

many proprietary parts, it's

not as upgradeable as the

other machines.

The XPS is one of three

machines to show up with

Intel's 3.2GH2 Pentium 4 processor and ATI's 256MB

Radeon 9300XT graphics card. This combo results in perfor-

mance betow that of the boutique builders, but it does yield

good stability and reduced cost.

Dell’s 19-lnch LCD is flat-out awesome, and the SOOGB of stor-

age (in the fonn of dual 250GB hard drives in a RAID-0 conflg),

1GB of RAH, and OVO>^RW/*R drive means this baby can handle

all kinds of multimedia tasks. The XPS is the perfect choice for

people who want to buy from a well-known company but don't

plan to do maior upgrades down the road.

© Consicicring its

$4,949 price and its

components, I had high

expectations for the Zillion-

FX. iBuypower

built its

machine using

some of the

same compo-

nents as the

winner in this roundup: the

Athlon 64 FX-51, GeForce

FX 5950, and Asus' SK8N

nForceS ProlSO mother-

board, it even lias IGB of

PC3200 DDR 400 RAM.

But when the numbers

were in, the Ziliion-FX

didn’t stack up very well. In

fact, it was outperformed by the Vicious machine, wliich

uses slower components (the Athlon 64 3200+ processor

and a GeForce FX 5900 graphics card) and is nearly half

the cost. In its defense, the Zillion-FX has one of the

coolest LCDs in this story: the 20.1-inch ViewSonic LCD

has a 16ms response time, which reduces the ghosting

effect you often see while gaming with LCDs.

The Zillion-FX is a good machine, but it should have

performed better. If you want the same components, you

can have them in the CyberPower Gamer Ultra 9000 SE

for $1,700 less.

142 COMPUTER GAMING WORLD



RFA Soccer 2004” now on the N-Gage” game deck. For true soccer fans who
demand ofidal licenses, in-depth game modes, true-to-iife game play and

wireless multiplayer competition, FIFA Soccer 2004 is the most complete and

authentic mobile soccer experience, n-gage.com

anyone ^
anywhere

NOKIA
€ GAMES

EVERYQWE

Copyrights 200} NoUaUilghbttMivedNokia 2rrdN-G>9eji«repEt(rtdtndemari30fNMiaCorp(>(atmH)nyFuliRsandmoblesmcBaniMtwBK-depenienl«nd leprre network

upportSonie networks have Itinttaikns that affeaAtm yixi on ifis phone lenoreLQtnofl your serriceixoMerabomreatiRuppart and aval'ahiithiOzniJOearDnk Alts Inc

AtU,’* EASPOtCTS.” and the EASPOltn"' logo are indanatks or registered uadtinatks oT ElKtronlc Aru Inc In the U.S. and/or other toumrle. All rights reserved, otndal UFA ticensH prwkxL

The FIFA Logo0 1977 FIMT* Hanu^red under license tfy eenronk Ans Inc EAS'CRTS'* Is an tleoron'c Arts" txanl Ail oth.er iradeinaria are the property of their respective owners.



RBS Ultimate m6
PRICE: $3,340 RATING: 3.6

0 ABS definitely has aspirations of competing with the big

boys. To that end, its Ultimate M6 has many of the same

components you’d find in the big boys' machines: AMD Athlon

64 FX-51 processor, Asus SK8N nForce3 Pro 150 motherboard,

and 1GB of PC3200 DDR 400. Unfortunately, there’s more to

competing than buying the same parts. The Ultimate M6 is a

fast machine— it scored a whopping 4,074 in 3DMark2003 with

4x AA and 8x AF turned on. And its game scores were fast,

too. Unfortunately,

it couldn’t run sev-

eral games

(.Serious Sam: TSE, Jedi Knight: Jedi Outcast, IL-2') with AA and

AF turned on. Thinking it could be a faulty card, ) replaced the

GeForce FX 5950, but the problems still occurred.

The Ultimate M6 does ship with some nice components.

Storage comes in the form of two 80GB hard

drives in a 160GB RAID-0 configuration, and

everyone knows how much I like the Logitech

Z-680 speakers. I was disappointed, though,

that ABS opted for the on-board nForce audio

instead of the Audigy 2 everyone else chose.

The Ultimate

M6 shipped

with a

Plantronics

headset that’s

perfect for

online games
with voice

support

U6m Benchmarks 3DMark2003 at 1280x960

6

UUil

Pouusr
His monthly spew of filth

When All’s

Said and Done,
It’s All About
the Games,

_ hen you’re as hardware
' I obsessed as i am, it gets

really easy to lose sight

of the big picture. For

instance, after I’d been running tests,

giving evaluations, and writing reviews

for each of the 12 rigs In this year’s

Ultimate Gaming Machine story. Robert

Coffey asked me If I’d bo willing to

review Activision’s Call of Duty. After

watching the same set of games run

over and over again on the 12 UGM
contenders, I couldn’t let the chance to

play something new pass me by.

Of course, being a hardware guy, I

was impressed with the graphics in Call

of Duty. I played the game on the

Gateway 700XL that I reviewed (and
loved) several months ago. That

machine comes with an 18-Inch LCD
that has a native resolution of

1280x1024, and a Radeon 9800 Pro

graphics card, and I ran the game with

4x anti-aliasing and 8x anisotropic fil-

tering turned on. Call of Duty looked

absolutely fantastic.

Playing Call of Duty after spending a

month merely “testing" computers
helped me understand something that

is easy to forget: When it comes down
to it, hardware is all about the games.
As I plodded my way through the

benchmarks, testing one machine after

another, I wondered, "Does anyone
need a machine that’s this powerful?"

Of course, the answer to that question

Is, "It depends on what you want to do
with It." (Also, when you're in the

midst of examining the seemingly

minute differences between machine A
and machine B, it's not unusual for you
to find yourself thinking, "Am I the

only one who cares about this?")

Now that this year’s UGM is behind
me and I’m no longer testing

machines Just for the sake of testing

machines, it’s nice, once again, to be
playing games for the sake of playing

games. Especially since that's the rea-

son to have gaming PCs in the first

place.
'
::.W]lllam O’Neal
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"'I'hc Veclor VX is n lesiaincnl Velocity Micro's ability to pm together a qitalii\' rig:

tliis machine is not oii!\ tlie laslesi ofliie three tested, it's also the most stable." .hiiie 2003

SPECIAL EDITION'

Black 16xM8x

Ute On" DVD-ROM

Black 52xy24x/52x

/ Lite On CD-RW

lO/IOOMBps Ethernet

Network Adapter

Microsoft- Windows^ XP Home

w/SP 1 and CD

Black Microsoft"

Multimedia Keytraard

SoundBlaster- Audigy 2 2S

w/ FireWire Port 6.1 Channel

Charcoal and Silver Microsoft'

Explorer Optical USB

Scroll Mouse

GetFREE shipping vdten you order by January 10, 2003 and enter promo code CGW'002.

www.velocitymicro.com 1-800>303-7666

Inlet Penlium' 4 3.2GHz

Extreme Edition Processor

Zalman™ Copper CPU

Heatsink & Cooling System

DX Black & Silver Case

• Full Tower with

front USB 2.0
I

Intel’' Motherboard

with 875P Chipset and Dual

Channel DDR1
1024MB Corsair™ PC3200

1DDR 400 Extreme Memory

1 1
256MB ATI-- Radeon™

9800 XT, Dual Heads, 8x AGP JP
2 X 36GB Western Digital

7200rpm SATA Hard Drives

3 Year Warranty with

1 year 24f7 &

On-Site Support

If you’re looking for power, you've come to right place. Velocity Micro combines the incredible powerd the InteP Pentium*4

3.2GHz Extreme Editbn processor with inspired craftsmanship to deliver the best computers on the market Like our Raptor

Spedat Edition. Constructed of the highest-grade premium components, it’s painstakingly assembled, rigorously tested, and

backed by our three-year warranty. No wonder our oistomer satisfaction

rating is so high. Hey. ifs a tough world. Make sure you’re packing the right

equipment Call 1-800-303-7866 orvisit velocitymicrD.com today.

When performance counts.

P2IXOV^Ifo]kc.,rU¥TnidVA.VelciiiyUc7Dan(lFrDplorSped2lEdbXTmt^^ liK.AIot0Memaitsarell«pnxi«rtyo(hwr«st«lwi»nena<jhe^

Iniei, Inlei Insile. (le Iritd hside 1^ aid r’enfw an tiader)ail(5 « ngtslffid Iraderats of Intel CorinalbD Kits sutisdehes in the Unled



UGrri; By the Numbers
HANUFACTURER/ \'mdOOPC

MODEL n

Alien-,vare

Aurora

Falcon liofttw.est

HacbVFK-SI

Vicious PC

Assassin U
Gjteirav

710X1

VetoCit, lAcro

Gamer's Edge

1500

CyNtPcv.ef

Gamer IRIia

0000 SE

Eotafiy Awesome

Computers

RIdIculouslyInsane

FtypersoPK

Cyclone

Dei!

Dimension XPS ziiiiofl-fxpc

ABS

Ultimate H6

NKE S5,000 S4,«2 54.M5 S2,B» a,(S) S3W S126? 54.699 51474 S1599 S4,949 0.340

vn Vf) Windows XP

SYSTIM ProlKSwalErttion Professional Edition Home Edition Home Edition HomeEddion Hane Edition ProlessiofBl Edition ProfessiordEdilwi Professional Idil'ion Home Edition Professional Edilior
1 HomeEdilion

CASE

fiwTiFM Ottub bU(»

**** EntiiAICTIO-Black Vltiouscistin

m/sAvet laRom

GalmyslawSard Cusloni3R

ATX SyslemsAlr

Turbo case

X-SuperaAen

Chen Ming fieffenioni Series

Soiticwave

OelDmasfoo

XK
RaidMaiScor^

668 aluminum

lias-UK-60

KIWERSUPRT AniK dual fan

550W

WWAbenware
PWS

EnermaiSSOW 475WHEC Newton Power

250W

4B0W lurboCaseSQOW Artec True Blue

48DW

Enermac 43IW

PE0465PW

MAm 420W Ante hue Blue

4aow

nUXESSN AHOAUOonSA

FK-SI

AWAlhtwiSA

FX-51

AHOAlblixiea

FX-51

AHQ Athlon 64

I200e

lnLel3.2(Wj

PtnliumA

AH) Albion 64

3200*

AMD Athlon 64

FX-51

lniet3.2GH2

PinliunA

AMO Athlon 64

32O0t

lfilell2GH]

Pefflium4

AMO Athlon 64

EX-51

AMD Athlon 64

FX-51

HSTNERBOAftO AsusSKSN

(ncfwceSPiotSO)

AsusSXBN

(neferaSProBOJ

H51KSIKaslei2 KSIKBTNeo

HS-67D2

lnlelI1675PB2 HSIKBlNeo

HS-6702

AsusSKBN

(neForce3PiolSO)

AsusP4CBD0'E HSIKBlNeo

HS-6702

DeliBTSP AsusSKSN

(nelaceSProtSO)

AsusSKBN

(neFcrceSPiolSOj

HBWRY IGSCoiultPCSEOO

legblnrdDDR

ICBECCtegIsleted

DORADO

1GB Corsair PU200 IGaKmgston

rcglsIetedDDR Pa200DDR400

1GB Infineon

PC3200D(»I4CIO

SUHOPOUa
000400

IGS Legacy

Electronics PC32O0

tegisTefedOOR

IGBMusbkln

RC4a0Q00R400

1GB Corsair XH5 It

PUIinimPC3200

DOR 400

IGBPC12tiO

DDR 400

1GB legacy

Elec1r»teP0200

registered KIR

IGBHii^kin

PC3200DDR400

FUmODRIVE
'

Dual 36GB Western

KgAal lOK ipm

^7268 RAID-0

Duall20G85eao^e

BarracuteTiOO

rcmSAlAdfttes:

240GSRAID0

(onlig

Dual 120iS Seagate Dual Western

Bara(uda7.20C DigilalWDSGO

rpm SAFA drives: 36GB7iOOnim

2A0G8RA1D-0 SAFA (Rives: 7266

config RAIO-Dtonbg

Dual 250G6 Malta

HaXiinePliisli

/iOOtumSAlA

(bnes: 50066

RAiDOccnTig

Dual Western

Digital WD3G0£

36GB fO,000 rpm

SAIA drives: 72GB

RAiDOcon^

Dual BOGB Seagate

Barracuda 7.200

rpm SAIA drives;

l60^RAID-0

Dual Western

Digital 36GB SAIA

10.000 i|Kn Raptor

drii«;72GBRAI0-

0 config

Dual 36^ western Dual 250GB 7^00

Digital 10,000 rpm rpm SAIA drives;

SctlalAIAdrives; SOOGBRAiD-O

TTGBRAIOOconbg config

DualI20GS7.OT

rpm drives; 240GB

RAID 0 config

Dual BOGB

Seagate

Barracuda 7,200

Ipm SATA drives.

leOGBRAJD-O

cwdig

SECONOABT

St»A6E

SingleWGB N/A m N/A N/A Single I20G8

Sea^ 7,200 rpm

SAIA/ISOdme

N/A Singte Western

0lgi(il2SO6BSAIA

dttve

N/A N/A K/A H/A

GtAPHICS

PROCESSOR

Ultra

2S6MIIM
Gefo(ceFX595fl

URta

256H8Nvklia

GeForce fX 5950

Ulra

/SSHeNvidki

GeEoiccFXSOOQ

Uttra

256HB Nvidia

G^orcefXSDOO

Ultra

256HB All Radeon

98DDXI

256Mii Nvidia

CcloftefX5950

IVIra

256MB

M

Gtft«eFX5900

lltta

256HB Nvidki

Gcface 1X5950

Ulra

256Mtl All Radeon

9S00XI

£6MB Nvidia

GoFa(eFX5950

Ultra

256HB Nvidia

GeForce FX 5950

Ultra

SOUHDCARO CreatlrelaDs

Sound Blaslei

AutfgrE

Creatine labs

SoundBlaster

Audi9v2

Creatine labs

SoundBlaster

Audtgv2

N/A Creative labs

SoundBlaster

AudlgyE

Crtallvvlabs

Sound Blaster

Aui*oy2

OeallveLabs

SoundBlaster

Mill

Creative labs

Sound Blasler

AutSgy2

CreaUvelabs

Sound Blas1«

AudtgyZ

CreaUvelabs

Sound Blasler

Audigy2

Creative l^s

Sound EUasler

Audioy2

On-board

nFotteS 6.1 audio

KTOUDRIVE
.

Pleitoi708A8x

DVO-IIW

Samsung CO- RW/

DVO-RW

losUibaientWD'

FiOM

l6ll7nDROH

48x24x48« CD-RW

combo

DVO-RW Ue-0nl6i

DVD-l!0H

EWO-RW PuneerOVD-ROH lostiba 16x

DVD-ROM

BxWOROH WO'ROM litH3nI6i

DVD-ROM

OmCAlDRIYE
:

N/A N/A PleilorEOCTOS-A

DVDe/-RWH/RW
m CO-RW LAt-On52i/Si/

52x CO-RW

CD-RW UKOn52iCO'RW PfeiWrriec

CO-R/RW

OVtHRW/rR DVOrRW/RW N/A

HOtinOfi 21iiKhNEC

HuttiSwFE2ill

2l-«bNEC

FUIiSyncfE2ni

21-incliN£C

HultiS'yncFE211

/l-lnchNEC

HiiliSyncFEini

21 inch Gateway

VXII50CRI

iVreh ViewSonic

G220BCRI

IBinch ViewSonic

VEBOOLCO

l9lnchNKi920NX

ICO

71-incliNEC

Multisync ft/lll

!9-inrhDe620DirP

VP201SIC0

20.1'inch ViewSonic 21-lrchNEC

HubiSyncFETIII

REYBOAD
1

i

(ogltedtKCDuo

Keyboard

HubsoRHunimerM

Keyboard

1 logllecft Elite

Keyboard

NunimediJ

Keyboard

PSAEnbanced

NuRlmedla

Keyboard

Kkrosoll Internet

Keyl»atcf

Hkrosolt Wireless

Optical Desiricio

Logitech Cordless

MX Duo

Logitech Lute

Keyboard

Del P5/2 Enhanced

MuillnwUa

Kryboaid

logllech Cordless

HXDuoXeytord*

Mouse Combo Pack

Ideazon Zboard

HOUSE LogilecfiHXFDD

House

Ikrosoft

InleRnmuse

Eiplwet 5.0

HKfOSOtt

Intellsnouse

[.nplorffiO

Hntosoft

tnleliimoose

EnploretlO

Logitech USB

Optical Whed

Mouse

HKtOSOfI

InteOmouse

E>pk)r« 3.0

HitiosoflWreiess

Optical Dedrtoo

N/A Hicictsefl

Inlellimouso

Explorer 10

lo^lechHXSOO N/A Hnosolt

Inteimciuse

Exoloicr30

SPEAKERS KlmnPiomedia

Ultras.!

OpscfiPromeifa

imraS.1

ICRpscA Ptoiaedla

Ultra 11

Altcs Lansing 2SIW

5.1 w/sulmoolet

Boston Acoustics

BA79CKI5.I

KbpschPronetBa

UllnS.)

CreaUvelabs

Inspire 6600 6.1

logRe(h2-6N5.1 logrtech 2-680 11 Logltecb2-6Wll Hhpsch Piomedia

lltiiall

logttehE-GBO

5.1

HSCaiANEOUS. Sn use 20 ports

(louronfrc^

tviQisearieWne

ports

(cmpactflash/

HccOtrwslol.

Memory SlidisloL

5D/MultiHodia

Card slob Smart

Media slot, eight

USB 20 pats (two

on Item), Iwo 1394

FiteWae ports

(one on front)

EigW USB 20 ports.

ltm1394FireWfe

pals

Six USB 20 ports

(twoonfronl).

three 1594 FiteWie

ports [one on Iront)

Six USB 2.0 ports,

five 1394 EieWiie

ports, SmanHedia.

Compacinash,

HemorySUdr. SD

Card slots

Planhonicshead

set sa USB 2.0

ports, hw 1594

FiieWne ports

NOTES

paused otxe during

lestlog

StflousHmm
paused once

during tisling

IhadlonmAecB

KniintJtdl

O/franf In Windows

9B(ompalibility

mode: 1 was

imalilelorunS-2

Sfurmoneand

mAlimat
UBOioeo

SDHarUOGShad

fWbleariitacts

IhadlorunxMf

MgItM
ftrFnsC In Witxkiws

9B (omaalibilily

mode: 1 was unable

lorunJt-i

STnrmoWAand

M3C4R2t»2at

1280x960

SPSD *5,0 45 45 15 IT 35 'so' 55 40 10 50 AO

PRHE 3.5 40 35 4.5 4.0 40 4.5 10 5,0 4.0 3.5 40

STABBin A5 5.0 40 5.0 40 45 4.0 4.5 3.5 AO 40 1.0

SlN>POItr 50 40 To' AO 45 40 40 4.0 45 10 40 40

Ifl^RADEABtinY 50 5,0 5.0 5.0 5.0 5.0 5.0 5.0 5.0 AO 5.0 50
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WIN THE ONLINE GAMER’S ULTIMATE FANTASY FROM NYKO

The Wireless Net Extender is the ultimate hook up for any online

gamer’s system and NYKO is dedicated to bringing online gamers ;

more of this holiday season's best online gear and games. Enter to ^

win at the newly re-launched NYKO.com. Expand your territory and
chances of winning by signing up and playing the Air Flo Blast Online Mini

^

Game. Get even more points and increase your chances to win by mastering all

3 levels of Air Flo Blast and challenging your friends ‘cause online gaming is

all about gaming with your friends with the latest high tech gear and games!

SEAR: JBL* 6.1 Soundsystem SCS1B0SI • Microsoft® XBOX"* with 1 Year Subscriptiorj to XBOX® Live

Gaming PC by ABS® • NYKO® Wireless Net Extender" • NYKO® Air Flo EX" for PlaySlation*2

NYKO® Air Flo EX" for XBOX* • NYKO® Air Flo" PC • NYKO® Air Ro™ Mouse PC BAMES: Call of Duty™, Activision® • PtanetSide", SOE*

PLAYSTA'nON*2 GAMES: True Crime", Acthision* • 'niUG®, Actiidsion® • EverQuest® Online Adventures: Frontiers", SOE®

XBOX® GAMES: Dance Dance Revolution Ultramix". Konami® • Ninja Gaiden®, Tecmo®

islYica
INNOVATION FIRST



w

LOG ON TO WWW.1UP.COM TO CAST YOUR VOTES FOR YOUR CHOICE OF THE BEST PLAYSTATION 2,

XBOX, GAMECUBE, GAME BOY ADVANCE, PC, ONLINE, GAMING RIGS, AND THE TOP GAME OF THE YEAR!
WINNERS WILL BE ANNOUNCED ON JANUARY 8 AT THE 2004 COMPUTER ELECTRONICS SHOW (CES) IN LAS VEGAS.

www.lDP.com

Df
ZIFF

Ei^



Check Out

PERIPHERALS

154
COMPUTERS

nside

157
COMPONENTS !

Check out the new section—

Check Out. Pretty clever huh?

Each month you’ll find 12 pages of our top

picks for games and gaming hardware.

Looking for the latest great games? Want to

know what computer or 3D card is the best?

Well, we're going to show you—every month.

Check It out.

WWW.COMPUTERGAMlNG.COM 149
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yuind IDO
What should you play today? Game names in red indicate an Editor’s Choice game

j GAHE
"

ISSUE VERDin SCORE -^^^1

]S05A.D.:Ihe 6/05 The dated visuals won't grab you, irkkiru;
New World but the game’s depth heeos

things interesting if not addicting

IGAME ISSUE VERDia SCORE \

Bliiiktieg 0/05 A sturdy meat-and-taters real- -kkirk':
time war game that even manages

a bit ol realism

BloodRayne 7/05 Mildly distracting, lairlY generic,

and thoroughly tasteless

irkirLr!^

Bookworm DeiuK 6/05 More addictive than crack and

belter for your brain, too!

*****

Casino Inc. 7/05 Been there, done that business

simwilh hookers

irktd-!--:

Championship

Manager 4

7/03 It’s an incredible sports role-

playing game disguised as a

soccer management sim

Chariots ofWar lt/05 As dry and inviting as the

Arabian Desert

kiririrt'k

Coid Zero: No Mercy 12/03 foW/ectfs repetitive, depthless

play leaves you cold

ytrrnV

Combat Command 2: 11/05

Danger Forward

A great scenario editor can’t lilt

this average grand-tactical war

game above ton

irkiriri'::

CSIrCtimeScene

Investigation

8/05 Finally, a game tor menially

challenged couch potatoes

irkiTir>\-

The Journal eerie game’s box is 3 charaje of

Day oi Defeat 8/05 ****.V

Della Force 5: Black

Hawk Down

6/05 The non-thinking man’s Rdven

SWc/ emphasizes action over

tactics

Devastation:

Resistance Breeds

Revolution

7/03 Too big to be a mod, too bad to

be a full retail release

kirin'Tl':

Disciples II

expansions

10/03 More carloony goodness (and

evil) at a bargain price

ibHnV

Q Age Ol Wonders:

Shadow Magic

11/03 A great strategy game that’s

worth purchasing for the randon

,.****^-'

American Conquest 5/03 ImpossibletocontroUmoflssiWe 'kirir-lrix

to play

AquaNox 2:

Revelation

12/03 Like drowning in a sea of itn'trtWrir

Bandits:

Phoenix Rising

8/03 A fun first-person shooter

dressed up in a third-person

racing game’s clothes

O Battlefield 194t 12/05 The last bit of fuel injection for ****/.'

Seoet Wupons of the aging M/eiTeA/errglrK is

World War II worth the monev^

Big Hutha Irutkers 9/03 This big rig game is better than it irkin'rit

has any right to be

RecommEnds
QDt^>loil

Blizzard's classic action

RPG inspired an even

better sequel complete

with dark minions of

Hades, wraiths of the

netherworlds, and

items that are still

being sold on eBay for

cold hard cash.

Dungeon
Keeper 2
'^rfrkirik
Demon almighty! Before

there was Black S
White, Peter Molyneux
offered you the chance

to be another kind of

god—this time, you were
reigning over dungeons
as a big guy in red.

150 COMPUTER GAt^ING WORLD



QEthNionisll 12/03 A better, cheaper, 3D version ol

Magic Ihe Oalheiing

ibWrA-

Emom1400:

Tlie Guild

5/03

SSSlSSSi.,,
iritkirti!

Eve Online: The

Second Genesis

9/05 We'd hale lo see the first genesis

olthisHMO space game 1
EverQuest: The

Legacy ol Ykesha

6/03 If you've always wanted lo irkin'jtc

F/A-18 Operation

Iraqi Fre^om

11/03

Sim for a slow system

iWnV’/'r

n(halleAge’98-’02 9/03 Sff
****''

Freelancer 05/03

Galactic CIvlIlatlons 6/05

ofWWWhSsIXSjX
space game itr years

This game is clever, stylish, ai

[^“ch.butirsaliltlet

The Gladiators;

Galactic Circus Games

6/03 These gladiators ate rwlhing

more than your run-of-the-mill

blood sport

•kirJ^-irfr

Grand Theft Auto: 8/03 CffH's 2002 Game of the Year AAAA A
Vice City gets some '80s-stYle clothes in

The Great Escape 11/03 Not quite as bad as a month in

the cooler, but not much belter

QHomeworld 2 12/03 Ifsnofafac/w/THil'srol

even Homemrid

****nY

Hoyle’s Halestic Chess 12/03 A valiant attempt at chess for

dummies that doesn't quite teach

*****

The Hulk 9/03 1IJII *****

IGI 2: Covert Strike 7/03 This tactical stealth shooter is *****
more special ed than Special Forces

[L-2 Sturmovlk:

Forgotten Battles

6/03 1 1 *****

Indiana Jones and

the Emperor's Tomb

6/03 like that squal golden Incan idol, *****
this game may took a little funky,

but it’s definitely worth the effort

fGAHE ISSUE VERDia SCORE 1

The Elder Scrolls III:

Bloodmoon

9/03 This solid expa^nsionellerlively *****

Empire of Hagic 8/03 An odd duck of an RP6, this game *****
both enlettains and annoys

Enclave 7/03 Thirty hours of gameolay,

not a single one worth a damn

1^«-**

Endless Ages 10/03 Something new in the massively

multiplayer field that's worth

'* * * **

Enter the Natrix 8/03 Play it (or the movie, don't play

it for the play

*****

GAME ISSUE eOlCT SCORE

Grom 7/03 Poorly designed controls make inWrir
this pallid Misna JonestiOK

unplayable

QHalo 12/03 Lost in translation THhHnV

Harbinger 6/05 This sci-fi CiafiAJClone is tepid

at best

•kidririr

Heroes of Might and 6/03

Hagic IV: Winds ol War

The degeneration continues ***
High Heat 2004 6/05 AgreaUranchisegoein the *****

Highland Warriors 5/03 Better than haggis, but not

by much

****>

Planets,
uuoricis.

and nations
Tlnis world, then the next

Darren yells and screams
at his incompetent team-
mates, but he still keeps

coming back to the persis-

tent MMO of PlanetSide.

C RIseof Nations
Nations will rise and tum-

ble, but three things

remain the same; death,

taxes, and solid RTS
games like RON. Di likes It,

which means a lot.

New Worid Order
On the legs of the

deplorable Postal 2 comes
New World Order—the
honorable mention in the

category of World’s

Lamest Shooter.

Q Grim Fandango
Hrkirk
Set in the Land of the

Dead, this game casts

you as Manny Calaveras,

grim specter of death

and travel agent. Artistic

and clever, Grim Fan-

dango is still the exam-
ple of what an adventure

game ought to be.

Q Pfanescape Tonnent

Talk about “born again!"

You’re cast as the name-
less one and have been
saddled with amnesia, a

body full of tattoos a la

Memento, and a penchant
for dying. This ranks as

one of our favorite RPGs
in the office.

WWW.COMPUTERQAMING.COM tSl



CHECK OUT

Good pirates.

Pad pirates
Any ©<cuse to say “Yaaari"

PoitRoyale
Despite the slow start, this

should be a rollicking,

hearty time for any land-

lubber yearning for the

freedom of the black flag.

Monkey Island series

Guybrush Threepwood and

his wannabe pirate adven-

tures are more fun than a

coconut bikini. Just watch

out for the three-headed

monkey behind you.

Pirates of the
Caribbean
Johnny Depp kept the

movie fun and exciting.

The computer game Is

anything but. Walk this

one down the plank.

GAME ISSUE VERDICT SCORE

Jurassic Park: 6/05 A decent take on ttie lycoon * * A ict:

Operations Genesis genie, with the extra bonus of

seeing people get chewed up by

aT-Rex

Korsan Pocket 9/05 It sounds like a microwaveable 'kkkkk
snack but it’s the best hex-based

wargame ever

a legacy Online 10/05 A ledious exercise at best 'kkiclrix

laser Squad Nemtsh 6/05 An addictive game that'll have

you pining tor your next e-mail

line of Sight:

Vietnam

7/03 the VC aie dirty cheater in this

lush but lestrictive and

nonsensical portrayal of snipei

life in the Vietnam V7ai

lionheart: legacy 11/05 Unbalanced, ledious, buggy, and "kidrCck

oftheOusader jac^nginimjnalg-and

Q Madden KFl 2004 11/05 Easily the best Mddden

Master of Orion 5 5/03

Medal of Honor: 12/05

AJIled Assault-

Breakthrough

rtbolbeprejaitillobuva

Logitech Dual Action controller

Demands too much and provides * A Aitrir

too little

Intense and usually satisfying, AAAiV^
but barely good errough to iustify

the price

SVou Shouldn't Buy

GAME ISSUE VERDia SCORE

Mediml: Total Wac-

ViUng Invasion

8/03 Thisexparrslon is a must for

lotdlWiifm

kirkkir

Melal Gear Solid Z:

Substance

8/05 It's supposed to be H6S2: Jhe

Director's (utlht sloppy port

makes it more tike MSS: Ihe

Chimp Next Door's Cut

AAAifnfr

'....m ....

1

QHIaosoltnighI 10/03 The most fun you can have in

a plane wilhout guns

****''

Midnight Club II 10/03 What il lacks in multiplayer, it

more than makes up for in fun

•kkkirD!

HVPBasebafl 2005 6/05 EA Sports delivers an

unprecedented level of control

and innovation to PC baseball

AAAxtrrt-

NASCAR Racing

2003 Season

5/03 Papyrus' final NASCAR game

deflates likeabad tire

AAA irir

Neverwinler Nights:

Shadows of Unrenlidc

9/05 A much better single-ptayer game AAAA«r
than the original game

S i"ih
11/05 Rock/paper/scissorsisamore

challenging strategy game

-kkiiirk

The Omega Slone: 8/03 Apurziing archeological find kkkirk
Rlrldle of the Sphinx If that adventure gamers will dig

Pirates ofthe

Caribbean

11/03 Two hall-good games don’t enual irkixktr
one good one

Post Mortem 6/03 A five-star story decapitated by

criminal conversations

A'AAtfnfr

Praetorians 5/03 A light, rewarding real-time

Roman wargame on an epic scale

kkkk-k

Pro Race Driver 7/03 Lame story, lame racing, lame

A.l.-lame game

kiddrk

PureSIm Baseball

2005

5/03 A great simulation of whatil's

like to be an MLB team manager

kicking

Rainbow Six 5:

Raven Shield

6/03 Third time’s the charm: flave/r

iA«tdstr»mllnes the R6 series

and surpasses the earlier games

in every way possible

kkkkir

RaymanS:

Hoodlum Havoc

7/03 If only the camera system were

half as responsive as the bad

guys are

kkktrk

Red faction II 9/05 Only edged out by Wolmneas
worst console port so far this year

*kkkk

Republic 12/03 Good idea, bad game irkiddx
the Revolution

U)
QJ

E
CO
UD

Heaven and Hell

Somewhere between

heaven and hell lies the

purgatory of this really

bad Populous rip-off.

This game rapidly goes

downhill in a landslide

of repetitious com-
mands and nondescript

design.

CMessiah

We were promised a

second coming...but this

most definitely is not it.

One cool Idea (a cherub

that can possess other

people) does not a

game make, especially

when it’s weighed down
by bugs galore.
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GAME ISSUE VERDia SCORE

Restaurant Empire 6/03 forget those champagne wishes

and caviar dreams-lhis is cfoser

to Denny’s

kirki^

Revolution 6/03 You say you want a revolution?

Not this one you don't

kirCrirCr

RolleKoaster Tycoon 6/03

2: Wach Worlds

It adds some window dressing

and a smattering of new scenan'os

to a game well past its prime

irkirim

GAME ISSUE VERDta SCORE

A Tale In the Desert 7/03 This odd little game is perfecl

lor the social gamer exhausted

by conflict-based gaming

Tiger Woods PGA

Tour 2004

12/03 A game that will please both

hardcore goK-sim addicts and

casual gamers

TbHdWf

Tomb Raider: The

Angel of Darkness

10/03 Nolas badasthemovie-oh

wait, yes it is

•kirCririj

Tony Hawk's Pro

Staler 4

12/03 As long as you've got a gamepad,

il’s^ltie ™t^fun^ can have on

SSSSE Olfon2.0 10/03 test movie-licensed gjme of irirkirt:

the year, so far

Silent Hill 2 4/03 Ihe world's fint survival Dada Tsushima 4/03 John Tiller takes another obscure AAAiWr

TheSimsiOnline 4/03 If you want to pay $10 per
I, month

this is

Iropko 2: Pirate Cove 7/03 A competently done city-building

game with rrothing to set it apart

from the crowd

The Sims: Superstar B/03 Another solid addition to the AAAA rtr

QStarWarsSalaaies: 10/03 Might get a whole lot belter irtrfrCrii

An Empire Divided

Unreal II:

The Awakening

4/03 You're going to like this shooter,

but you're not going to love it

kkirktr

Uplink: Hacker Elite 8/03 Aninltiguingpremiseand

quality execution make i/fl/M

irkkirir

Vielcong 7/03 While it delivers a much belter

Vietnam combat experience than

you might expect, the graphics

can be problematic

WaKraftllUThe

froien Throne

9/03 Some nice new Stull, but you pay AAAAtV
in micromanagement

Warrior Kings: Battles 12/03 Good game, but it’s a warm glass sinhWnY
of milk when you reallywanta

shot ot your favorite poison

Will Rock it/03 To quote a Twisted Sister classic

We’re not gonna lake it!

World ot Outlaws:

Sprint Cats

6/03 Ihere'sawholelot more to this

racer than “rednecks turning leff

itkkirir

World War II:

Frontline Command

10/03 Bad interface, boring missions,

and no realism, but the

documentary footage Is OK!

kkiririr

X2: Wolverine's

Revenge

9/0^ Save your money and buy the

eventuaU-Wen^DVO instead

Happy fiery

cheery
games
Fun for the whole fer'nily

Rocket Mania
There are no demonic crea-

tures in this puzzle game—
unless you consider Satan to

be an eternally cheerful drag-

on with a love of fireworks.

expansions
Stop worrying about your

eternal damnation and
spend that time lording over

your Sims, making them eat,

sleep, and light themselves

on fire at your every whim.

Toontown
Start kids down the road to

introversion early with Ever-

Quest for little tykes. Play

with Disney figures and

make friends, build your

home, and fight cogs.

X Mistmare

In the words of EIC Jeff

Green, "Strategy First

could have put a rotting

dead rat in a shoebox
and charged $20, and it

would still have been a

better value than

Mistmare." And that’s

being nice.

GPo5tal2
faWnWr
An utter abomination to

mankind. Infantile humor,

excruciating load times,

embarrassing graphics,

framerate drops, broken

gameplay, awful voice act-

ing—we can keep going if

you're not convinced yet.

Just say no to Postal.

www.computergaming.com 153



CHECKOUT.

COmPUTERS

R-LiSt
Our picks

Welcome to the brand-new A-List. Here you’ll

find our picks for nearly every facet of your

digital life—products that we use ourselves and

think are nifty. The Strategies section has died

and gone on to that great big place up there

where all good and faithful former sections

go. If you are really itching for some

strategies, do what everyone else does

and go find them online.

Our prices are taken from a variety

of sources, including Pricegrabber

.com. Prices can and will fluctuate by

the time this shows up In print, so just

accept these numbers as good esti-

mates. Since we're always looking for

the latest and greatest, check back

every month for our new favorites.

There are these funny little boxes out now that let you do “wacky”

things like surf the Internet, play games, and write articles. Which ones

are tops in our book?

WHY YOU SHOULD BUY IT

Dell's 3.2GHz Pentium 4 rig sports a stylish case, quality com-

ponents, and reputable customer care. It’s not good for

upgrading—the motherboard and power supply are propri-

etary—but the monitor is outrageous.

Alienware’s 2.8GHz Pentium 4 system offers stability, speed,

and that slick alien head-style case for a price that won't

break the bank. Just probe your way through the features in

this budget-minded rig, and you’ll be pleased.

rDimenston XPS
$3,126

Dell Computers

Area 51 Performance

$1,587

Allenware

RmP-based system

51

$5,000
VoodooPC

Assassin SE
$1,879

Vicious PC

WHY YOU SHOULD BUY IT

The Voodoo PC 51 outdid everything in Wil’s Ultimate Gaming
Machine roundup. The overclocked Athlon 64 FX-51 CPU and

GeForce FX 5950 graphics card help the unit push the limits of

speed. It will also push the limits of your wallet.

When you want to squeeze the most out of your price to value

ratio, the Vicious PC Assassin comes In a winner. Even If it isn’t

the fastest, the components are smart and the power is

Impressive—especially for the price.
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PRODUCT WHY YOU SHOULD .BUY JT

LRN boy rig

HIOH-iNB PICK

DoU
$2,500

VoodooPC

$995

Falcon Northwest

Voodoo's small form factor PC is built around a Shuttle case,

but they push it to its limits by including an Athlon 64 3200
CPU, 1GB of RAM, and a Radeon 9800 XT graphics card. Nice.

The average shelf life of a gaming rig is what, two years? If

you want your power to go (and on the cheap), the Fragbox
not only has a great portable design, it also has the juice

you’ll need to play the current crop of games.

WHY YOU SHOULD BUY IT

PERIPHERALS
Until the day comes that you can directly jack your head Into

a computer, peripheral makers can breathe a sigh of relief.

For now, check out these game-friendly—and useful—devices.

Speakers

HIOH-BND PICK

a Z-680 5.1 system
$350
Logitech

While this speaker kit has been out for about a year now, the

power and deal still can't be beat. Hell, with PC inputs and a

digital optical in, you could hook this into your home theater

(as several CGW editors have) and be very happy.

KTHgue L3500 2.1 system
$100

Creative Labs

Not everyone needs five channels of discrete audio. Creative’s

awesome 2.1 setup boasts excellent sound as well as a wired
remote that can attach directly to the company’s Muvo line of

USB MP3 players.

BUPOBT PICK

Z-640 5.1 ^stem
$80
Logitech

So you want a quick and easy solution that won't force you to

eat ramen? This 5.1 speaker set offers great bang, especially

when you consider how few bucks you'll need to sacrifice to

obtain it.

Wireless Desktop Efte

Keyboardl/Mouse
$80
Microsoft

s EBte Keyboard
$30
Logitech

.W,Hy YPU SHOULD BUY IT, .

Honestly, it's hard to wax on about a keyboard— it has buttons,

it's black.-.what more can we say? But the Logitech Elite is reli-

able, and the accessory buttons are well designed and laid out.

Microsoft’s latest wireless desktop offers side-scrolling action

that’s awesome for surfing and spreadsheets. The keyboard
has a “leatherette” wristpad that’s super-comfortable, and the

bevy of programmable buttons Is a power user’s dream.

Gamepad

Keyboards are going wireless. Mice are going wireless. So why
not gamepads? The Wireless Gamepad offers up an excellent

solution, with a charging base station, a good control feel, and
an agreeable price.
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ofl-LIST PERIPHERALS

WHY YOU SHOULD BUY IT

The sleek design of this Logitech mouse makes you look

cool. ..OK, not really, but between the full complement of mouse
buttons and the stylish look, this is one mouse that will dress

up your desktop nicely.

Essentially the same mouse that’s In the Wireless Desktop, this

mouse has a side scrolling feature as well as five fully pro-

grammable buttons. Also, unlike older wireless mice, this baby

doesn’t "fall asleep” on you.

WHY YOU SHOULD BUY IT.

There's a reason you play games: to avoid the outside worid.

Want to guarantee that cone of silence? Then grab these head-

phones. They not only sound great and have a serviceable mic

built in. they're also comfortable as hell.

Joystick

OUR PICK

nExtremeSDPro

WHY YOU SHOULD BUY IT

Along with their flight sim brethren, joysticks have dropped out

of the public eye. While there are some wireless Joysticks enter-

ing the market, the heavier weight of the Extreme 3D Pro sug-

gests you accept the cord to save some money.

Racing uuheel
PRODUCT

OUR PICK

MONO Racing

$100

Logitech

WHY YOU SHOULD BUY IX

If you can find one of the deluxe MOMO steering wheels, the

stitched leather steering wheel will let you think you've got

your own Italian race kitten. The MOMO wheel is an awesome
peripheral for all racing fans.

DISPLRVS
Desk-hogging but Inexpensive CRT monitors or sleek, sexy,

and pricey LCD panels? It’s your call what you have room

for—these are our recommendations.

CRT monitors

HISH-BND PICK

;:21>VKh MidtiSync

$600
NEC

BUBOKT PICK

1&inchE90fb
$260
ViewSonic

WHY YOU SHOULD BUY IT

CRT monitors are stiil the cheaper, more-bang-for-your-buck

solution for your rig. And this NEC monitor gives you a nice

sharp big picture, perfect for when you're plotting to take over

the world in Rise of Nations.

14-Inch screens used to be the default entry-level monitor—

which is way too small for comfortable gaming. Thanks to

technology evolution, 19-Inch monitors, like this excellent
.

offering from ViewSonic, have become far more affordable.
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WHY YOU SHOULD BUY IT

LCDs are generally more expensive and have refresh rates less

than traditional CRTs, but liyama's offering keeps the trailing

blur to a minimum, making this monitor a capital choice for

gamers anywhere.

LCDs are coming down in price. On average, the 15>inch

screert, while a little smalt for a fulfilling gaming session, runs

$200 less than its 17-inch brethren, which is why Samsung’s
’ 152T is a standout compromise.

COmPONENTS
If you are scratching your head wondering why we don’t

also have a fatherboard section, then you are probably not

a do-it-yourself kind of guy.

Processor
PRODUCT WHY YOU SHOULD BUY (T

The Athlon 64 FX-51 is currently the top dog when it comes to

gaming processors. Forget about its 64-bit pedigree: All we
care about is the fact that it runs 32-bit applications-like Max
Payne 2—superfast.

if you’re building a Pentium system, you can’t go wrong with a

2.8GHz Pentium 4 processor. While not quite as badass as the

3.2GHz model, it’s still more than capable of running any
game to come your way in the next couple of years.

mothsrdoards

HIGH-END PICK

nForce3
$225
Asus

Asus' SK8N nForce3 main board is the board of choice for the
AMD Athlon 64 FX-5i processor. It has support for dual-channel
DDR 400 memory as well as SATA RAID. Of course, it also

sports Nvidia’s 6-channel audio.

Intel’s D87SPBZ isn’t so much "low-end’’ as it is flexible.

Constructed around the i875P chipset, it has built-in SATA
RAID support, and it makes a great backbone for an afford-
able Pentium 4 system.

D875PBZ
$169

Intel

Soundcard
PRODUCT . WHY YOU SHOULD BUY IT

HIGH-END PICK
Remember when it was outrageous to have rear speakers for

® ® .® 9

vwMUCUgy £ r^aonuiTI n’O
$250

Creative Labs

computer gaming? Well, the ante is up—now we've got the
Creative Labs Audigy 2 with a whopping seven speakers of

audio driving power.

: BUDGET PICK

Onboard audio
Free

The most affordable option among soundcards is just to ' k
out a quality motherboard with built-in sound. All of the dri-

vers will come with the motherboard, and the sound quality is

fine for most ears. «
la

WWW.COMPUTERGAMING.COM 157



| [
CHECK PUT S

dR-LIST COmPONGNTS
Uidsocard

PRODUCT WHY YOU SHOULD BUY IT
|

HIOH-END PICK

c: Radeon 9800 XT
$400
ATI Technologies

The Radeon XT was originally supposed to come packaged

with Half-Life 2. but unfortunately, the game’s release date

slipped. Still, this is one offering that will assuredly be geared

for the inevitable second coming.

MID-RANOE PICK
Betvtreen the cards that will blow out your bankbook and the

GeFoice FX 5600 Ultia

$250
Nvidia

ones that will quickly fall behind are the mid-range pleasers

that balance smooth polygon throughput with the paycheck,

such as our recommended GeForce FX 5600.

BUDOET PICK

GeForce FX 5200 Uttra

$150

Nvidia

Graphics cards will quickly burn a hole through the ol’ bank

book, so staying a generation behind is the smart budgeting

solution. The Nvidia GeForce FX 5200 has good rates for the

money, but don't buy the cheaper, non-Ultra version.

Hard driue
PRODUCT WHY YOU SHOULD BUY IT

|

HIGH-END PICK

::Cheet^10K.6
$160 each

Seagate Technology

The newest drives spin at a scorchingly fast 10,000 rpm. Install

two of these babies in a RAID configuration for your own road

runner-driven chariot. More than what you'll ever need for

gaming, but it's also good for video editing.

,

BUDGET PICK 80GB drives at 7,200 rpm, like the DiamondMax Plus 9 fea-

DiamondMax Plus 9 80GB
$80
Maxtor

tured here, can easily be found for around $1 per gigabyte.

Usually they Involve rebates with many instructions—so don’t

forget to send out the paperwork as quickly as possible.

Optical driue
PRODUCT WHY YOU SHOULD BUY IT

SSP
HIGH-END PICK

cDVDAOeU
$200
Pioneer Electronics

You won’t need a DVD burner for gaming, but combine it with

a TV card and recording software, and you've got your own

TiVo. Pioneer started the DVD-R/RW burning standard, and the

A06 is an excellent value.

BUDGET PICK
Prices on combo drives have significantly dropped with the

>

// LTC4816H DVD/CO-RW combo
$60
LiteOn

incoming tide of DVD burners. Finding a generic combo drive

for around $50 Is not completely unheard of, but we’re going

to recommend the still vaiue-mtnded Lite-On combo.

Case—~n^

—

PRODUCT WHY YOU SHOULD BUY IT

TOWER PICK

»PlusView1000AMG
$70
Antec

This popular tower offers plenty of space for future upgrade-

ablity, and the aluminum construction keeps the unit light. The

clear panel feeds the need to mod, while durable construction

promises years of use. Plus, the price is right.

ALTERNATE FORM PICK
These cases run at about $300 with motherboards included.

Mmi
5N41G Small Form Factor

$300
Shuttle

More expensive units offer flexibility for faster processors and

graphic cards, but a cheaper unit is an excellent first step

towards building a media server.
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moBiLnv
Every once in a while you're going to need to leave the

house. Prepare for when that day comes with these ham
cell phones, handhelds, notebooks, and gadgets.

Laptop
WHY YOU SHOULD BUY IT

Finally, a laptop that can change with you! Alienware’s top-of-

the-line laptop offers "user upgradeable” graphics, a 3.2GH2
Pentium 4 processor, and 1GB of RAM! Now that’s a desktop
replacement.

Dell's Insplron 5150 isn’t the fastest gaming laptop around, but
with Its 64MB GeForce FX 5200 graphics card you should be
able to play any game that’s out now. We played Call of Duty
and Max Payne 2 on it at 1024x768, and it worked like a charm.

Ultra portable laptops are geared towards traditional office

functions, not the latest in engine-burning first-person shooters.
Nonetheless, there are still plenty of games you can enjoy, such
as StarCraft and EA Sports titles like Madden and Tiger Woods.

Phone

3650
$200
Nokia

c:SPK-A600
$350
Samsung

WHY YOU SHOULD BUY IT

Of the current crop of camera phones, this one is the slickest,

most game friendly of the bunch (nice try, N-Gage!). Flip the
screen around and there’s even a GBA-like dock so you can
control the action better. Now if only there were good games...

The Nokia 3650 Is a styling camera phone that will surely turn

!
heads. The oddiy shaped keypad will take at least a week to

I

get used to, but the easy-to-use camera and organizer func-
I tions more than make up for It.

WHY YOU SHOULD BUY IT

POR

PALM OS PICK

$400
Tapwave

POCKETPirds PICK

AxmXS
$300
Dell Computer

This is an amped-up Palm OS 5 PDA that can play games and a

whole lot more-like MP3s and video clips. Oh yeah, and it can
also play the hundreds of Palm games already out. Now we’re
waiting to see how good Zodiac-only games will be.

For those on the PocketPC side of the fence, you’ll find pow-
erful software (NAME, anyone?) and some sweet games. The
catch: You need the horsepower of this PDA to play. Slim lines,

smart design, and a reasonable price all add up to a winner.

PRODUCT
OUR PICK

::Mu\A>NX
$130

Creative Labs

WHY YOU SHOULD BUY IT

The MuVo will quickly become an indispensible part of your life.

It doesn’t hold the gigabytes of other MP3 players, but it works
like a USB hard drive, easily plugging into your computer so
you can transport those save-game files.
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Tom us. BrucEm
O PUBLISHER Microsoft DEVELOPER Ensemble GENRE Reel-time strategy ESRB RATING: T REQUIRED. Pentium III 450, 128MB RAM, 450MB install

RECOMMENDED Pentium III 600, 2S6MB RAM, 32MB 30 card MULTIPLAYER: LAN, Internet (2-12 players)

Rge of mythology: The Titans
What happens when two mortals enter the realm of gods and monsters?

O Tom uses Kronos' Deconstruction power to be a pain in the ass.

I

ruce 00:00: While Age of Myth-

ology is probably my favorite RTS

to date, I was dreading the release

of Titans because I knew I’d have

to play Tom again. He kicked my ass when

we played the original last year, mostly

because he runs a weekly PC-game training

school called Shoot Club where he and other

RTS professionals train. I’m just an everyday

working man trying to make my way in a

world of mythological creatures, most of

which scare me. Between being scared of

the game and being scared of Tom, that's a

lot of scared. If some of the screenshots look

blurry, that's my mouse hand shaking.

I'm playing the Atlanteans with Gaia as my
major god, which makes me a Gaian. I hope

that isn't pronounced the way it's spelled.

Gaia's initial power is planting trees, which

doesn't sound scary, but several of her minor

gods look hot—that’s good enough for me,

Tom 00:00: We’re playing on a random

map and Mediterranean came up, a large

lake ringed with land. My most immediate

decision is whether to fish for food. It’s a

cost-effective way for the Atlanteans to

diversify, because it frees up expensive citi-

zens for other duties. However, since Bruce

is Gaia, he can out-produce me when it

comes to lumber—the god power of Gaia's

forests gives him extra wood that can be

spent building up a formidable navy. That's

an arms race I don't really want to have,

since I need my wood to upgrade my towers

so Kronos can time-shift them around. Until 1

get farms in the Classical Age, it’s a fish-free

diet of chickens and pigs for my people.

Bruce 01:28: Atlantean citizens build and

collect faster—and cost a lot more—than

other races, meaning you need fewer of

C3 The Hesperides tree changes hands.

them. This helps me because it means fewer

units to keep track of—remember. I'm not a

professional- I’m using berry groves to assure

a steady stream of food while I race to the

Classical Age. With the big lake in the center

of the map, 1 can get a good portion of my

food from fish. I need extra food to build sol-

diers who can fend off the attacks Tom

always launches before I’m ready for them.

Bruce 5:28: I've hit the Classical Age

before Tom! Leto is my god of choice by

default, because Oceanus doesn’t really do

much for me. The lake will probably end up

a fishery, since you can get across the map
on land. Plus, ! hate navies in RTS games.

Tom 6:30: Ack, I lost track of my timing

and suddenly had a glut of food but no tem-

ple, I quickly addressed that and just now hit

the Classical Age. I’ve chosen Prometheus,

who lets me build Prometheans, I prefer the

little clay dudes to Leto's seif-repairing Auto-

matons, since Prometheans are cheaper and

they last longer in a fight. Since Atlanteans

don’t unlock their basic conventional military

units until the Heroic Age, they tend to rely

on their myth units until then.

Bruce 8:49: Time to claim my third settle-

ment. Using a trick I learned from Tom, I

send a citizen to build a guard tower next to

the settlement, to fend off any raiders that

may try to interfere.

Tom 9:39: I've upgraded my towers and

they’re ready to be time-shifted forward. I’m

on the right side of the map and Bruce is on

the left; we each have two nearby settle-

ments. We’re both in a position to hunker

down with three town centers, but if I can

grab one of Bruce’s settlements. I’ll have him

at a disadvantage. I’m going to take the set-

tlement to the north of his starting position.

Bruce 10:00: Tom’s attacking me at the

settlement I’m trying to claim. I saw it first!

Tom 10:43: He’s got his Automatons up

there and he’s already built a tower. I use

Kronos' Deconstruct on the tower and my
Prometheans pummel his Automatons, split-

ting into pairs of smaller Prometheans in the

process. Clay triumphs over metal! Now that

they’re running off his citizens, I’ve time-

shifted one tower forward and I’m building a

second tower. I’ll use my citizen to build a

town center and wait out the counterattack.

This is where the game will probably be

decided, and I’ve just gotten the upper hand.

Tom 11:11: Oops, 1 time-shifted my temple

forward to help defend the town center and
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BTom
Last month:
Tom’s Shadow Demons
prove to be no match for

the wizardry of Bruce in

Age of IVonders.

B Bruce
Last month:
Bruce, playing as the

dreaded Elves, manages
to vanquish Tom in Age

Wonders.

Q Bruce’s Tartarian Gate breaks Tom’s offensive.

it left my relics behind. Rats. I always do that

as Kronos. Now I need to get someone to go
back to get the relics, which is decidedly un-

godlike. "Umm, excuse me. Mr. Murmiilo, but
I seem to have left two valuable relics sitting

out in the open. Could you be a dear and
run back to get them for me? Yes, I know it'll

take two trips all the way to the other end of

the map, but I’d be much obliged and you'll

get to be a hero in the process."

Bruce 11:15: OK, time to build some
Automatons to go teach Tom a lesson. I

make sure to research volcanic forge, as this

makes them more resistant to the pierce

attacks they’ll face from Tom’s towers.

Tom 12:35: No counterattack yet. I'm build-

ing a barracks here as well.

Tom 14:25: 1 have four settlements to his

two. All quiet on every front.

Bruce 15:33: Once again, I age up before
Tom does. I choose Theia for her cool

Hesperides tree, which will let me build

Dryads, as well as form a zone of protection

from god powers around the tree.

Tom 17:09:
1
just hit the Heroic Age. I've

chosen Rheia for Behemoths, who are a

cross between nonunion wrecking crews and
regenerating armadillos. 1 also get Valor,

which instantly transforms human units into

heroes and will come in handy when you
consider Bruce’s penchant for those Auto-
matons. Now it’s time to spend some serious

wood on a force of Atlantean archers, called

Arcuses, Arcusses? Arcusi? Arci? I haven’t

had Atlantean since high school, so I don’t

remember how to decline Atlantean nouns.
Suffice it to say, I'm going to build an Arcus,

and then build a whole bunch more.

Tom 17:59: Ah, there he is. He’s on the
southern coast with a few guys and a

Stymphalian bird. I love those birds! I think I’ll

take it, courtesy of Rheia’s Traitor god power.
Bruce 18:10: Wha? My bird disappeared. It

wasn’t even half-dead when it flew over
Tom’s guard tower, and then it disappeared! I

suspect Tom is cheating, I’ve turned into a

wood exporter, using my market to sell the
tons of wood I’m gathering from my forests.

Even after buying all the market improve-
ments, though. I’m depressing the price of

wood with all my selling. One hundred units

of wood is going for 18 goid, which won’t

make me rich anytime soon,

Tom 19:38; Bruce is getting sassy

and creeping up on the settlement I

took from him. He’s dropped his

Hesperides tree so I can’t use Valor

or Traitor. I run up, grab the tree, and
realize I can use my god powers now
<1 thought the tree would lock out
friendly god powers as well). I

deconstruct one of his towers, fire

off Valor, and start smashing things

up. Looks like it's going to be another quick
win for me because Bruce squandered all his

resources in the race to age up,

Bruce 20:20: My failure to claim that set-

tlement has led to serious problems. Tom is

swarming my main city and there isn’t much
I can do about it—I’m barely able to crank
out a soldier before Tom kills it. Never, ever
send troops into battle individually in this

game. If necessary, set a rally point far away
from the action and then bring your army in

as a group. Fortunately, I have one last trick

up my sleeve, as 1 just hit the Mythic Age.
Tom 20:40: Look at that Behemoth go! If I

were Bruce, I'd dash off a hasty e-mail to

Ensemble asking for a Behemoth nerf patch.

Bruce 20:52: 1 chose Hekate as my major
Mythic age goddess for one reason: the

Tartarian gate. Now, with Tom swarming my
base, I send a lone Lampades on a suicide

mission to get as close as possible to Tom’s
nearby settlement, and I place the gate. This

opens a portal and releases Tartarian spawn,
which are nasty creatures that should take

out most of Tom's buildings. They are hostile

to everything, so it’s best not to get your
units too close.

Tom 21:09: Damn it, Geryk, I’m trying to

win a game here! I pull everyone back and
spend all my gold on Dryads. I have to

destroy this gate, but these spawn are com-
ing out too fast and tearing everyone up.

Tom 22:35: By the time the gate is

destroyed, there are a half-dozen spawn
chewing up my town center, my barracks,

and my temple. They’ve knocked down both
my towers. OK, this is a lost cause, I would
retreat, but I don’t have anyone left to

retreat. I’m hurting for gold so I can’t keep

up the reinforcements. At least those damn
spawn will keep Bruce from recovering the

settlement too easily.

Tom 24:12: Plan B is to choke off Bruce's

gold supply, since I still control most of the

map. My traitored Stymphalian bird and a

few Arcuses are scouting a line of four gold
mines along the southern strip of land. I

need to hold these if I can. I run into some

I

“If I were Bruce, I’d dash off a hasty
e-mail to Ensemble asking for a patch.”
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TOm us. BRUCE

have a few Behemoths and Arcuses at work.

He's trickling down Murmillos, but I'm easily

picking them off.

Tom 35:15: The Wonder is down. The

world will not see the marvels of whatever

fountain thingy the Atlanteans build.

Bruce 36:31: The consequence of my pseu-

do-North African misadventure is that I’m

totally out of gold. As a result, I have to go

on a gold-finding expedition, which will take

me past Tom's (now-destroyed) settlement

and toward the northwest corner of the

map. I hope Tom hasn’t taken over that mine.

Tom 40:35: Now, Bruce is pouring infantry

and Automatons towards the northern gold

deposits. Time to hit him from the south

with my Wonder-breaking team of Behe-

moths and Arcuses equipped with the build-

ing-razing Burning Pitch improvement.

Tom 44:10: Bruce keeps attacking around

the gold to the north. I've got the strategic

advantage, but I can't keep up with his mili-

tary prodding. If he takes this area for long, it

opens up new gold for him. Time to break

this stalemate. I spend everything to start

researching a Titan.

Bruce 46:02: 1 finally manage to clear out

Tom's barracks, but just barely.

Tom 46:37: Bruce's base is pinched

between two town centers that are holding

him like tongs. Now. for the judicious appli-

cation of a Titan! I lay down the medallion

and start building.

Bruce 49:15: Instead of building a Wonder,

I should probably have researched the Titan

gate, I start one now, but I have no chance of

finishing it before Tom finishes his, and I

expect his Titan to be on my case long

before mine is done. Oh well.

Tom 50:12: 1 don't plan to let Bruce finish

that Titan, My southern Wonder wrecking

crew makes a beeline past his Towers and

takes out his Titan gate before it’s finished.

This is the best way to shut down another

player's Titan. Once they lay down their gate,

if it's wrecked, they can’t make another.

Tom 50:50: My Titan is on the way. Hear

footsteps, Geryk? They're coming for you.

Tom 53:06: My Titan arrives and knocks

over everything. Ah, the sweet spectacle of

Bruce's buildings collapsing into dust, along

with his hopes of besting me at an RTS! He

may have a Ph.D„ but when it comes to the

Age of Mythology, the doctor is out.

Q Bruce's Titan gate at the mercy of Tom's Behemoths. O Ask not for whom the Titan tolls, Geryk. It tolls for thee.

|

'^‘l don’t want to compare myself to

anyone associated with Hitier, but..”

Tom 28:30: I hit

the Mythic Age, I

choose you. Atlas,

for your mighty

Implode-not so

much for those

Arguses, since I

don’t have much
need for an army of

flatulent octopi.

Tom 29:10: The

traitored bird has

advanced to the

fourth gold mine

Automatons who savage my Arcuses, but

they have no way to attack the bird, so they

retreat after killing the citizens I had mining

gold over here,

Tom 26:31: I'm hurting for gold now that

my marketplace doesn’t have that long path

to the town center I lost to the Tartarian

gate. My excess wood supply doesn’t help

because Bruce’s tree-hugging Gaians have

apparently been flooding the market and

driving prices down. If Ensemble ever makes

an Age of Market Forces game, Bruce would

probably be really good at it.

Bruce 27:00: One of the reasons I don’t do

well at these games is that at heart. I’m pret-

ty nonviolent. I'm about to prove this by

going for a Wonder victory. I’m building a

decent-sized army, which is going to go on

the offensive just as soon as the Wonder is

completed. Tom will probably send his own

force to destroy it, and I’d like to fight that

battle under the protection of my own guard

towers, which I’m building around the

Wonder site. I’ve upgraded them with every

possible improvement in order to have a

chance against Tom’s Behemoths, which are

truly nasty against buildings.

Tom 27:00; What are you thinking, Geryk?

I’m not going to let you get away with a

Wonder. It’s right between his two town cen-

ters, so it's relatively well defended. It’s also

on the coast, so I’m guessing Bruce does

have a navy after all and I was right not to

contest it. Time to accumulate Murmillos,

Arcuses, and a Behemoth

along the southern coast. 1 shift my temple

up here, then a barracks. If I’m lucky, he may

not even know I'm coming from this direc-

tion. He’s about halfway done with his

Wonder. Not a chance, Geryk.

Tom 30:36; Ack, he’s jumped me with

about 20 troops. I pull back my troops and

drop Implode. It’ll damage my own build-

ings, but it’s more important that I keep his

army busy. If he breaks this offensive. I might

not be able to get to his Wonder in time and

I’ll lose the game.

Bruce 30:40: 1 don’t want to compare

myself to Hitler or anyone associated with

Hitler, but that felt a lot like my own personal

El Alamein in this game. There I was, on a

roll and with Tom on the run, and all of a

sudden, it’s all gone. If i had been able to

take out Tom’s settlement and secure some

of these gold mines, it would have been a

whole different make-believe war of mytho-

logical creatures. Instead, 1 have no army and

I’m probably going to lose my adjacent town

center and the Wonder.

Tom 31:20: I’m going to press on to his

southern town center, which seems to be all

that stands between me and his Wonder.

Tom 32:35: 1 took down his town center,

but I can’t build on the settlement yet.

Stupid Gaian lush terrain.

Bruce 33:20: The Wonder is finished. Now,

to hold on to it.

Tom 34:30: It was a short walk to the

Wonder, which is about half knocked down.

He’s got towers covering the other side, but I

Q Using Atlas' Implode, Tom ruins Bruce’s last-ditch effort at a counterattack.
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Ves. Uirginia, there Is

a Santa Claus...
...and I’ve got him bound and gagged in the basement

L
ike a greasy, cat-sized

rodent trapped in

your walls, the holi-

day season has

arrived, keeping you up nights

as it skitters noisily in the dry-

wall for two weeks before

dropping dead and stinking

up the house, forcing you to

unintentionally and repeatedly

rend its liquefying corpse as

you fish it out through a wall

outlet you pried off with the

sharpened foot of a Barbie

doll because you can't risk

having a single Phillips screw-

driver in the house after "The

Cheese & Kitten Incident" of

'02. To celebrate the single

worst part of the year, we at

CGWhave coughed up anoth-

er gift guide, and like every

year, it's pretty much worth-

less, Oh, there's some nice

stuff listed, don't get me
wrong— it's just that the

things gamers (and I) really

want aren't listed there.

But things have changed

this year, I’ve got the big,

bearded guy in the crawlspace, bound in

intricate knots with little more than a

coating of Nutella to protect him from the

elements. I'm pretty sure it's Santa—that

or former editor-in-chief Johnny Wilson-

but either way, I'm not releasing him until

my demands, er, wish list is fulfilled.

Rn apology from microsoft

Is it worse that they made us wait two

years for a PC Halo or that they delivered

the PC Halo they did? Let's see, the most-

overrated shooter ever came out with

nonupgraded textures and environments,

bugs, no co-op play, no map cycling in

multiplayer, and chugging like The Little

Engine That Couldn't at higher resolu-

tions on beefy PCs. ..I'd say the latter.

While you're at it. a mea culpa for the

known but unpatched Outlook hole that

let Half-Life 2's source code get stolen,

thus delaying the game's release even

more, would be nice.

Original titles

You can no longer use the following

Like a greasy, cat-sized rodent

trapped in your waiis, the

hoiiday season has arrived.

words in the title of any game again ever:

Dark, Extreme, Angel, Mystery, Warrior,

Dragon, Crystal, Legend, Tycoon, Kings,

Age, Battle, Throne, War, Destiny, Shadow.

Evil, Lords, Sword, Star Trek, and years.

Unless your game is Lord King Tycoons of

the Star Trek War Throne 3113: Battle for

the Extreme Dark Sword of Shadow

Destiny-An Evil Ages of Crystal Legend

DragonAngel Warriors Mystery. And while

you're at it, enough with the subtitles

already. Any idiot can slap five extra

words after Tomb Raider—that doesn t

mean it's going to suck any less.

original titles, part deuK
This is for you. Stainless Steel Studios—

stop letting your publisher's marketing

weasels name your products. We all know

Rick Goodman worked on the first Age of

Empires, but calling the studio’s first game

Empire Earth in order to exploit the

Ensemble connection was just kind of

lame. And calling your next game Empire:

Dawn of the Modern World is just plain

sad. Listen, if you're going to let the suits

mislead the public, at least

commit to it fully. Put a giant,

three-eyed topless showgirl

with a flaming monkey on a

leash shooting laser beams

from its eyeballs on the Empire

box and do it right,

Np mpre crystals
Seriously, enough already—

we're gamers, not friggin' geol-

ogists. I don't want to harvest

crystals. I don't want to wield

crystals, I don't want to use

crystals to power something, I

don't want to collect the five

crystals of power, and I really

don't want to discover the

Dread Crystal of Wrath before

the Dark Lord Vestik uses it to

bring unending darkness and

torment to the world. Go

ahead, Vestik, I just don't give

a damn anymore. The only

crystals I want to deal with are

the severed limbs of pandering

nonfunnyman Biily Crystal. If

you make a game like that. I'm

preordering.

Let the first add-cn tc The Sims
2 Pe The Sims 3
Whatever the merits of Makin' Magic, the

hard truth of it is they should've just

called it Makin' Money. I suspect the only

reason this is the last expansion pack is

that Maxis couldn't come up with a

catchy, kitschy title to describe and mar-

ket a self-addressed envelope and a

demand for $25 in cash. You want hard-

core gamers to care about The Sims

again? Don't dilute and diminish your fran-

chise by trying to upgrade your mattress

stuffing from $50 to $100 bills.

Oh, there's plenty more, believe you me.

But I'm not greedy— 'tis the season of giv-

ing, 'tisn't it? If I found just three of these

under my tree, I'd be, well, probably not a

happy man, but certainly a less openly

hostile one. At least for a couple of days.

Don't do it just for me—do it for Johnny,

um, Santa,

Now, if you'll excuse me. I've got a New

Year's Resolutions manifesto to compile.

Q Robert Coffey robert_coffey@ziffdavis.com
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