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Behold the future of online gaming: the rich, inviting world

of EverQuest 11. Millions have experienced the legend,

now It's time for you to join the quest. Choose your side,

sharpen your weapons, practice your magic, and embark on

a journey filled with majestic landscapes, bustling cities,

ancient dungeons — and adventure beyond your dreams.
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Years of peace have ended, as the brutal Terran Empire seeks

to claim Morningstar Prime, the last colony of the Northern Star

Alliance. Surrender is not an option for Captain Jacob Angelus and

his brave colonists who battle tor the fate of their home and their

lives. To survive, they'il have to outmaneuver superior Empire

weaponry and the vicious aiien race aiiied with the Terrans. The

forces are assembled; the soldiers stand ready. Let the battie begin.
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Meet UP @ lUP.com
The all“new lUP is here, and its exploding

with new features! We'ue still got all of that great

daily content you'ue come to know and loue, but

we're now the first-euer destination for gamers to

meet, play, get informed, and show off.

Check out the COOl neW stuff you can do!

Get VOUR GameFace on.
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You've got a voice, let it be heard! Tell

We're all here. Join us at lUP.com.
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ISTRFF 1

T3h Int3r3t Ouunz jOO!
Get online with Grampa McDumbass
JEFF GREEN editor-in-chief

Recently, I did something i try to avoid as much as possible:

I went outside, on a camping trip, far away from all electri-

cal outlets and Wi-Fi hot spots. It was an outing for my
daughter's 4th grade class, and as I sweated my lazy, pasty
ass up a bill on one of the hikes, I was smoldering with

resentment that it was not my Tauren druid, Bofus, clamor-

ing up the hill in World ot WarCraft, the game I was unable

to play because of this stupid camping trip. Who needs the
real outdoors when I have online digital worlds to explore? It is, in fact, all about online

now, ya know. When we said that years ago, it turned out not to be true. Now it is. If

you don't have a broadband connection yet„.well, if you can afford the outrageous
amount of money we charge for this magazine, you can afford a monthly broadband
connection. And once you get one, you will be opened up to an entirely new world of
gaming. On the day I am writing this, two highly anticipated MMORPGs—C/(y ofHeroes
and Lineage //—went live (we'l! review them next month), while elsewhere in the online
world, there are fragfests galore in stellar games such as Unreal Tournament2004 and
Battlefield Vietnam. And check out the future of online shooters in our exclusive pre-
view of Battlefield2 in this issue. You won’t believe your eyes.

DARREK GLADSTONE

StntOB EDirOB

Boy, does It. Gladstone have a (leal

lor YOU- You wantensne parts.’

He's got engine parts. You need

camouflage gear? He's got

camouflage ges-. And (or you? Dirt

(Jieapl What’s war good for? We'll

tell you what it's good for-Darren's

pockellM!

JOHNNY LIU

PREVIEWS ECITOS

CpI. Uu was recenllv discovered haitd-

ingoutautographedplwtosolhiin-

selllollKiocai villagers. Malone is

aviolationofmflitarYcode.eutwliat

wasworsewasIhathewasactuaUy

charging them in American doUais.

Please, folks, stop enabling the Poy.

He has work to do.

RYAN SCOTT

{B-SOHEDIMB

PvL Scott was iinanittHXi^ voted as

Most tikelYto Blow Himself Up with

His Own Grenada Ami i( that doesn’t

woiKv/ell blow him up ourselves.

Not that we don't like the guy. It's

just lhat someone has to be haffid,

and unUI a newer recruit shows up,

it’s this clown.

ROBSCHUin

AstsiriEcio;

in the same army with Ihe girls on

this page. BwKh of sissies! No

wonder we're losing this war!

Maybe a little less te with the

whole “gaine playing” thing anda

little more limeWng the bad

cm, Coffey IS ctim^illy uncteg^

Lal'mAmeiiHntounlrywilha

burlap bag Mlof human skulls.

No one knows whose skullsMy
are. And iyo one knows vdiy

Robert won’t slop laughmg.
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THE NEW DELL XPS GAMING PCs.

SIDE EFFECTS MAY INCLUDE

FRIED BRAIN,
SLEEP DEPRIVATION AND WALLET OBESITY.

Inspiron XPS Notebook shown with Skullz design option.



DELL XPS GAMING PCs. Power. Speed. Affordability. And unparalleled

experiences that'll leave you thinking "PC" stands for "perfect combination!' High-quality technology,

expandability, sleek designs, and a 24-hour-a-day support staff of real gamers make it the complete package.

>» Bottom line, you win.

DELL" DIMENSION" XPS ULTIMATE GAMING DESKTOP

More award-winning machine than you'll ever need, thanks to the kickin' 460 watts of power to support ultra high-end

graphics cards, Intel’ processors, and big-timo bandwidth for now and into the future. Not to mention the cooling

capability (5 ultra quiet fans) to keep the system cool and quiet so the sound Is crystal clear. Top it off with an easy to
^

upgrade chassis design and you can sum it up in a word. Sweet.

• Intel* Pentium* 4 Processor with HT Technology
at 3.20GHz with 800MHz Front Side Bus

• Microsoft' Windows* XP Home Edition

• IGB Dual Channel DDH SDRAM at400MHz

• 120GB SATA Hard Drive (7200 RPMI

• 19‘ IIS.O" v.i.s., .24dp} M992 Monitor

• NEW 256MB DDR ATI's RADEON"
9800 XT Graphics Card

WANT EVEN MORE JUICE?

• 806B 1'‘ Hard Drive, add S120

• 19* Oeir UltraSharp" Digital Fiat Panel Display

(1901FP), add $490

• 3-Yr Limited Warranty* 3-Yr At-Home Service*

add SI 69

•16X DVD-ROM Drive

• 8X CD/DVO Burner (DVD+RW /+R*)

• Sound Blaster* Audigv'7 (D| Sound Card

• Dell 5650 5.1 Surround Sound Speaker System
with Subwoofer

• Integrated Intel* PRO/1 000 MT Gigabit Ethernet*

• 1-Yr Limited Warranty* 1-Yr At-Home Service*

$2599
or as low as $78/nto‘

E-VALUE Code:

00201-D50525m

Dell recommends Microsoft® Windows® XP

XPS ULTIMATE GAMING NOTEBOOK

Bring your games along for the ride with some of the latest Intel® processors, a built-in subwoofer and

Gigabit Ethernetl’ (Can you say.. .LAN parties?) We’ll even up the ante with an exclusive full-service

graphics upgrade program, plus freebies like any ona of our three slick design options and a killer XPS I

backpack. You'll be locked and loaded In style.

• Intel* Pentium* 4 Processor with HT Technology
at 3.40GHz with BOOMHz Front Side Bus

• Microsoft'' Windows* XP Home Edition

• 15.4’’ UltraSharp" Wide Screen UXGA TFT Display

• 512MB DDR SDRAM at 400MHz

•SOGBHard Drive (7200 RPM)

• 24X CD Burner/DVD Combo Drive

WANT EVEN MORE JUICE?

1 GB DDR SDRAM at 400MHz, add S350

• 4X CD/OVD Burner (DVD+RW/+R*), add SI 49

•100GB Hard Drive, addSlOO

• 3-Yr Limited Warranty*! 3-Yr At-Home Service'!

add S279

• 128MB DDR ATI's MOBILITY" RADEON"9700 AGP
8X Graphics

• 12 Cell Lithium Ion Battery (96Whr)

• 10/100/1000 Gigabit NIC Included

• 1-Yr Limited Warranty* 1-Yr Mail-in Service

$2699
Of as low asS81/mof
E-VALUE Code:

00201-080S26m

XPS Metallic Skullz

For games, joysticks and alt the hardcore gear you need to

blur the line between cyber and reality. Go online or call.

intense Gaming. Easy asD^LL
Click www.dell.com/cgw Call 1-800-247-5531



Letters J

Staff

changes
Subject: Tracy

Espeieta, your

new editor-in-

chief.

She is one

mighty sexy

nerd! t demand
you to make
Tracy Espeieta

your new editor-

in-chief (shove

the Green man,
old Jeff, back to

his oid cubicle

so he could produce more Greenspeak
and be useful again) and have a 50-page
swimsuit exclusive of her in swimsuits in

every issue from now on.

Dana who? Dana Moveover is what your
readers will be calling that traitor from

now on. And Tracy is the only solution to

recovering the readers you've lost from
losing Scooter.

Now, I demand you to do as 1 say. Or I will

not read any ads in your magazine to protesti

DK

Try as we might, we couldn’t get Tracy to

agree to the layout. Or the job. Or to

answer our phone calls. But, in an effort

to soothe your troubled, stalking soul,

another Nerd Herder has nobly pitched in

to help you out. Enjoy!

Beats being raised by oiolues.
but not by much
Now gather round, boys (Robert, Darren.

Wil, Ryan, Ken, Rob, Michael) and girls

(Kristen and Jeff), as I tell the story of my
humble upbringing.

It all began one fateful day at the

Milwaukee airport. Being a giddy young
boy, I needed something to occupy me
during the flight. I begged my mom for

some money, so she forked over 10 dol-

lars. That 10-dollar bill burned a hole in my
pocket within seconds, so I needed to find

something to waste it on. I ran into the

closest shop, a little magazine store. I

began scanning the shelves for something
that looked interesting, but 1 couldn't

seem to find anything. Nothing seemed to

catch my eye until I spotted a CGVV rest-

ing on the far side of the bottom shelf. On
the cover was a picture of a Nazi from
RTCW spraying fire from his flamethrower.

I instantly snatched up that magazine and
bought it.

Questioiiable Decision
Exploited By Publication

D
find the selection of nerds

in the herd you've rustled

to generally be pathetic

wannabes. I would consider

very few of them to actually be
considered gaming geeks when
the first game they played was
Quake. The only one I've seen

so far worthy of the title is the

Ultima on Apple II player.

I've been PC gaming since

before TRS-80 Mod 1 and

Commodore Pet 2001 when
you had to type the source

code and sometimes hex from

magazines. As for MORPG, I bet

none of your readers has ever

played Oubliette on PLATO way
back in the late 70's (complete

with first person graphics). Ahh. the late nights and missed morning classes.

Whomever truly considers themselves a Nerd or Geek should be able to back-
up that claim. How far would you go to show your colors? I would like to be the
first submission in a CGW Nerd Tattoo contest. I am proud to wear this as a tes-

tament to my hard-core geekness. Any other contestants out there?

£ord Chariot

And so began my second life as a

gamer, born and raised by the editors of

CGW. Soon after buying my first CGW. I

got a subscription. I was too young to

understand your jokes back then, but I still

loved your magazine. I grew up reading

your magazine, so my life was profoundly

affected when the magazine would
change. When Jeff Green took the spot of

George Jones as editor-in-chief, it was like

having my father move away and get

replaced by my new stepdad. Whenever
you would change the look of the maga-
zine, it was like moving into a new house.

In the times of Canadian Corner, it was
like having my parents constantly insulting

Jean-Louis, the new foreign exchange stu-

dent from Quebec. When new people

joined the staff at CGW. it was like having

little brothers and sisters being born. And
life, of course, must always end in death.

So the night I learned Scooter was leaving

CGW, I cried myself to sleep and fell into a

deep depression. It was like having a

brother die, t just wanted to let you know
the impact you’ve had on my life and the

way you’ve seemed to shape me into a

funnier, geekier, more secluded man
than I ever could have dreamed of. And

to this day. I have a hole in my heart

where Scooter once was that no person
can ever fill,

Brett Alexander Smith

Your letter has touched and moved us,

Brett. Welcome to the family. And as for

that hole in your heart, we recommend
stuffing it with a fistful of bacon.

mail The descent of Valve from a respected and competent developer Into a Do you want bigger

Bites
squalid mess of ineptitude is a sad event indeed. It can be likened to the boobs?
fall of the Roman Empire or the collapse of the Soviet Union. —Natasha Fair

—Cory "1 Lack Perspective" Potts
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Visit www.esrb.org

or call 1-800-771-3772

for more info.

It's 1967. You've been drafted to fight in the

most controversiai conflict of modern times.

Prepare to experience the fear, chaos and

atrocities of the Vietnam War. From napaim

bombardments of civilian viiiages to deadiy

VC booby traps, can you survive your first

tour of duty?

Unnerving realism. A graphically

harrowing depiction of the terror of war.

Powered by Guerrilla's

groundbreaking technology.

Develop from a fresh rookie to a

hard-edged Special Forces operative.
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oZuma-gettlng ujiues orf

gamErs' dacks for almost a yaar
My husband subscribes to Computer
Gaming World. He readily admits that he
is an uberdork! I have to say that I enjoy

the magazine because I live and die by
sarcasm's razor’s edge, but I am not a

big gamer. My 5-year-old son is more
knowledgeable. You could only imagine

my surprise when my husband handed
me this month’s issue and told me I had
to read this article, ‘'C’mon and Zuma,
Zuma, Zoom!” (CGW, April 2004). He
went to bed, and I read while watching

Queer Eye. I got a couple of paragraphs
in and just about died. This article was
about me. I am totally addicted to this

game. It is horrible. I have considered

having my husband remove it from our
system. But, I am stuck on level eight. If

I could just get to level nine...maybe

then I could walk away. Even worse is

that there IS an article in CGW about
me. I am a stay-at-home, PTA, soccer-

mom type; for God's sake. I was a cheer-

leader in high school. My burning pas-

sions should be something else...not a

frog and bocce balls!

Thanks for your time! Again, I must say

that while I'm not a gamer, I still appreci-

ate the humor of CGW and how perfectly

it reflects my husband.

NickI

I went home and had my wife get on
this game last night. She neglected our

daughter and myself for about two hours,

highly uncharacteristic of her. Being an
avid gamer myself, married to a woman
who pretty much turns her nose up at the

pastime.-.it was refreshing and a relief to

have her get sucked in. Thanks.

Ron Goodrich

Nooi uue can dls happy
Just a note to say that I have enjoyed
your mag the last several months. I had
written a lengthy e-mail complaining

about long previews raving about a

game, which are later contradicted by a

review giving a game 60-70 percent

because of flaws or bugs or whatever. I

like the shorter previews and more full-

page reviews. Previews should be short

and to the point. Reviews should be
detailed and lengthy. I also enjoy the

letters and hardware sections, but the

reviews are the main attraction.

Just my opinion, but I thought you
might like to hear good news for once or

just know that I am still reading.

Darth Null

What a tremendous, tremendous relief.

Thank you, Darth, thank you so very very

much. You complete me.\

Girl gamer types uulth hammersl
LET ME JUST SAY FIRST THAT I LOVE
YOUR ARTICLES. MY HUSBAND SUB-
SCRIBES TO YOUR MAGAZINE. HE IS A
COMPUTER GAMING JUNKY! HE CANT
GET ENOUGH, AND $50 FOR A NEW
GAME SEEMS FINE TO HIM. HE READS
YOUR MAGAZINE METICULOUSLY, MAK-
ING SURE HE MARKS HIS PAGE AND NO
ONE BETTER LOSE IT. I, ON THE OTHER
HAND, LOVE MY LAPTOP, AND THE ONLY
GAME THAT I REALLY LOVE IS OUTPOST
AND OUTPOST 2. UNFORTUNATELY.
WHEN MY HUSBAND STEPPED ON MY
OLD LAPTOP AND CRACKED THE
SCREEN. I HAD TO GET ANOTHER LAP-
TOP, MUCH TO HIS DELIGHT, i WAS
EXCITED TO PLAY OUTPOST AT LIGHT
SPEED, AND MY HUSBAND ASSURED ME
OVER AND OVER THAT SINCE MY COM-
PUTER IS NOW THE FASTEST IN THE
HOUSE, HE WILL NOT HAVE TO
UPGRADE. HAH!!! COMPUTER ENVY IS

NOT A PRETTY THING, AND NOT ONLY
DID MY HUSBAND HAVE IT, BUT SO DID
MY TWO SONS. AND SO THE UPGRADES
BEGAN, MUCH TO MY DISMAY. I COULD-
N'T PLAY OUTPOST ON MY NEW FAST
LAPTOP-IT WOULDN'T PLAY MY
GAME.„8UT I DIGRESS. I WANTED TO
TELL YOU THAT WHEN HE GETS HIS MAG-
AZINE, I GO STRAIGHT FOR THE BACK
PAGE TO HEAR ABOUT YOUR MINDLESS
ANTICS, AND I LOVE TO HEAR HOW YOUR
WIFE RESPONDS AND I KNOW I AM NOT
ALONE IN THE WORLD. THANK YOU.

WENDY MEYER

Thanks for writing, Wendy. Now, in the

name of all that is holy, will you please hit

your Caps Lock key? Criminy.

Imaii Once i graduate this crappy college with a Robert

1 Bites
1°

B.S. in programming, I’m making a porno-

graphic RPG.... 1 hope CG14/' reviews it.

-William Hollar

Coffey is

an idiot.

1

-Dan K
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jam OTHSfl HEMES

City of Heroes brings alive the world of comic books in the

first massively multi-player game of its kind. A sprawling

city. Hundreds of super powers. Millions of costumes.

Endless villains to thwart. Non-stop action. Play as a lone

vigilante or join a Super Group - the choice is yours!

Everything you've ever wanted - and this is only the beginning.

Play and See...at www.plaync.com,

©2004 Crypiic SUidios, Inc and NCsofi Corporatian. Ail rights reserved. City of Heroes'

is a iratfemark of Crypiic Studios. Inc. and NCssfl Corporation. NCsoft' is a trademark of

NCsolt Corporation. Alt orher iiadeinarks are the property of their respective owners.



"Best Action Game"
-Maxim -Spike TV Video Game Awards

Mature Sexual Themes

Strong Language

Violence

The streets of Los Angeles are being terrorized by vicious gangs and it's going to take a renegade ex-cop

like you to clean them up. Drive, fight and shoot your way through 240 square miles of recreated LA. And now.

the deepest console game ever just got deeper on PC. Battle friends in PC-exclusive multiplayer modes.

Draw from an arsenal of new weapons like rocket launchers and crossbows. This is True Crime for the PC.

Visit truecrimela.com for exclusive game clips and soundtrack samples.

PlayStation.2

AcIiVisioN

actlvision.com kcUvisUn. Inc. nnd III alGlialM. Pudkihed and diunhiltd dr AcUykIoa PuMiUnng. he. Acllrltim li a rrdUtmd ti

( and tne n»> hgos are eillwf leniitefFd liadenurki or Irademarki ol MKmoll Corporation In ir« U.S, andAx >

dldi reieried. "PlayStation" and Ihe "PS" FanUy (ogo are lednlered Iradenutii nl Sony CompiitH Cnlertairmnl

I reqlHcyed Iradenark ol tlie [ntelainmeiit Soltnare Msoclation. PC CD-MM logo IM and ii ICMI 2003, AH olliei I

Inc. and ili aHibitit. All rigMi rnerred. Oevoloped by I

no Glntendo CaneCube logo arc trademarU ol Nintendo

• rtgitloftd Iradunaiki or IrademarH ol NVIMA Corpora

rL Scroensliott laKon from PC qameplay.
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Check out the crazy amount
of detail and lighting here.

Now, imagine that this is In a
game you're playing!
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hockingly, the most-talked-

about event of 2004’s Game
Developers Conference

wasn’t John Carmack’s

inspiring keynote address

on “Entropy in the

Deveiopment Process.’’ Heii, it wasn't

even when American Idol reject Wiiiiam

Hung butchered “YMCA’’ at a Sony pre-

sentation. in the nerd-packed halls of the

San Jose McEnery Convention Center,

one question was repeated over and

over; “Have you seen the Unreai Engine 3

demo?’’ Opinions ranged from “It looks

better than Half-Life 2” to “It looks like

Lord of the Rings...as in, the movies."

So I, a humble console magazine editor,

simply had to see it firsthand.

Now bear in mind, !'m not exactly a tech-

savvy PC user (spec-heads, scope the side-

bar for the jargon you crave), but seeing

both Doom 3 and Half-Life 2 in action gave

I

In the packed halls of the Game
Developers Conference there was one
question repeated over and over “Have
you seen the Unreal Engine 3 demo?”

me hope for the future of all gaming,

They’re proof that the graphical ceiling isn't

even close to being reached.

After I’d been ushered into the behind-

closed-doors tech demo, Epic Games’ out-

spoken wunderkind Cliff Bleszinski prefaced

the showing by saying, "This takes a big ol’

dump on Doom'." Turns out that was a fairly

prophetic statement—in terms of raw graphi-

cal brilliance. Unreal Engine 3 (set to debut

with a new product in early 2006) com-
pletely blows away anything previously seen.

As expected, the engine (running on
Nvidia’s new GeForce 6800 cards at the

demo) excels at rendering environments.

The two shown—a gothic town square and

an idyllic, windswept field complete with

individual blades of swaying grass—both

revealed what millions of polygons and tal-

ented artists can achieve. The stunning

level of detail seriously blurred the line

between what you'd expect from CG cut-

scenes and in-game visuals. The character

models shown were similarly impressive.

Normal mapping has allowed for incredibly

complex-looking creatures originally com-
posed of 8.5 million polygons to be con-

structed using far fewer polygons—just

8,000, to be precise—and the resulting

monstrosities still look breathtakingly realis-

tic. Or would that make them unrealistic?

Blinded dg the light

Even more impressive, however, are the

engine’s fantastic lighting capabilities and

groundbreaking visual-displacement

effects. A lantern was thrown around a

dank, cavelike room, casting utterly realis-

tic diffuse shadows on surfaces and

through permeable textures. This area also

utilized a new graphical technique that

allows completely flat polygons to appear,

instead of being comprised of wildly com-

plex structures combining normal mapping

and crazy texture tricks. Seriously, a wall

constructed of only one piece of geometry

looked exactly like a rough-hewn stone

wall that you can view in three dimensions

from any angle.

"Graphics have been awful until just last

year," says the ever-so-timid Cliffy B.

"When you look at a brick wail in Unreal

Engine 3, it really looks like you can reach

your hand in the cracks and climb up it,

slip, and feel the mortar scraping against

the underside of your chin as gravity has its

way with you and drags you back to reali-

ty.” The mind boggles. Q Shane Bettenhausen

Engine Highlights

e Realistic pei'iiixel ightmg
e Soft, dynamic shadows
o Robust phydcs^stem with IK

o Holographic texture mapping
o Spherical harmonic lighting
o High-dynamic-range HghUiig
o Visual-cBsplaeeinent nonnal mapping
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hat better way to celebrate

five years of hoarding plat-

inum pieces than trying to

cash them in for chips at The
Palms casino? We crept out to Las Vegas

to see if EverOuest addicts party like its

1399. All we’ve got to say, folks, is that if a

picture is worth a thousand words, brace

yourself for a mouthful. Darren Gladstone

LOL in miTIG

III Aether you opt for the red{

III pill or the blue pill, you
know that when the MMO
game is over, you’re

offline. Or are you? Word has it that

The Matrix Online will keep you con-

stantly jacked in, thanks to AOL
Instant Messenger.

Unlike EA Games’ aborted Majestic,

.tfide M«ld. This allows players to

cdorcuSat^ when to meet up and play,

soIvc^wzzlW midgame, or just try to

pick K people in chat rooms.

hearts are likely racing with the

^poss'ibinty of constantly being con-

nected, but we ^$>ar it means this game
is one less placg where-we'can hide

from the i^al wofld.'^ ^l'Danen Gladstone

The oldest MMO turns five

Uiua Las E

26 COMPUTER GAMING WORLD



Take on your rivals

with the new

IM-Gage QD

Take on your rivals with wireless multiplayer

game play on the new N-Gage" QD

Quick and easy game changing

Pocket-sized mk anyone
Exciusive and top pubiisher game cities B anywhere
Connect, compete and conquer in the N-Gage Arena NOKIA
Games compatibie with the originai N-Gage game deck

PDA

Mobiie phone

n-gage.com/qd

Preorder now at GAMES

CoVjnqhlOZOOAl 3. All rights roscrycd. Nokia, H-Gagc, N-Gage

;

I and H-Gage QO a'e trademarks or registered trademarks i I Cnriioralion, Ollier otoduti or company names mehltoned I I may be trademarks of their respetttye owners.



Teed off
Showing Tiger Woods who’s boss: Tiger Woods

Top B Doainloads
The best money you'll never spend

S
crew Tiger Woods! The guy has it

ail: the iooks, the fame, the goid-

plated golf carts full of cash, and
the best golf videogame named

after him. But not today, friends. Thanks
to the QMotions-Golf controller

(www.qmotions.com), I’m gonna try and
take this fool down a few pegs.

Just plug in this virtual tee, grab your
Titleist, and you’re as good as on the

green. It's a simulator, a swing trainer,

and, more important, it replaces a

mouse in golf games. Smack the swing
arm with your own club and watch the

ball fly in EA Sports' Tiger Woods PGA
Tour 2004. which ships with the con-

Just plug in this
virtual tee, grab
your Titleist, and
you’re as good as
on the green.

troller. Digital duffers used to snooty
country clubs probably won't mind
shelling out $249 for the experience,

but it isn't for everyone. You see,

there’s no miniature windmills to

hit the virtual ball through. Well,

that, and the golf clubs aren’t

included. Darren Gladstone

InsIdB the Head of..
Peter Molyneux, Lionhead Studios

psag'
Par Tiger Darren

i

j

Hole 1 4 3 5

1

Hole 2 3 3 6

1

Hole 3 4 4
! Hole 4 4 4 4
; Hole 5 5 4 4

j

Hole 6 4 4 4 I

Hole 7 4 3 6
Hole 8 3 3 4
Hole 9 5 6 5 !

Hole 10 4 4 10
Hole 11 3 3 6
Hole 12 4 3 4
Hole 13 4 4 5

Hole 14 4 4 5
1

Hole 15 5 5 3 !

Hole 16 4 4 3
1

Hole 17 4 4 4
i

I Hole 18 5 5 5
j

i TOTAL
1

73 70 88
1

Some of the best games of all time were
never available for PC, at least until

Retrospec (http://retr0spec.s9n.net)
started offering conversions of classic

Spectrum (and other) games. Help
the site celebrate its fifth anniversary

by checking out these five superb
modernizations.

* Equal parts puzzle and action game, (his is arguably

the best Spe^m title ever released, ft's also one of the

first games to let players control two characters who work
,

cooperatively to accomplish goals. I

* Spy Wi/o/er meets the third dimension. This freebie

is actually more fun than recent console incarnations of

this timeless franchise.

Remember H.lR.0. for the Atari 2600? This is a little

like that, but a lot better. Guide a spaceship through

multiple levels that offer little in the way of elbow room

and much in the way of bullet-spewing opponents.

^ Outrun, outmaneuver, and oulshoot dozens of robot

opponents in this 3D shooter that's much deeper than 1

you'd think.
I

^ Go to school and break the rules-just don't pet

caught in the act.

Favorite creation: Popu/o(/5, because it was the first and the simplest.

On the future of gaming: To evolve, there are several challenges—first, gaming still suffers

from variable quality in things like gameplay, visuals, and sound, Fact is, we’re soon going to

be making games that will have to have the same production qualities as films. Second,
games need to be very intuitive and simple to play, but also be incredibly deep and have sto-

ries that are as compelling as any Hollywood script—that is, fit believable characters into the
gamepiay. Finaily, we need to make games that will encourage more people to play online.

Dream project: I'd have to reveal everything about a secret project called Dimitri. It Is

incredibly ambitious and is very much a lifelong dream of mine.

Inspiration: It comes to me in the strangest of places and most inconvenient of

without revealing too much more of intimate situations.

Biggest obsession: I'm slightly ashamed to admit that my biggest obsession is

playing games. It takes over my life, and although I play games at work every day,

I'll invariably stay up till 3 or 4 a.m. to play some more.
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Blood

Violence

'MORE FREEDOMTHAN ANY OTHERSTEALTH GAME'
- CAMEPRO

ThiEt-OeadiySnsflowse&dosZOO^.OeveopeflbylcftSlofRi, LR Published by Beks, he. Thiel: Drably Shadovre, me Thiel: Deadly Shadows logo, Eiflos ana the Eidosloflo, Ion SKmi and the Ion StomiloooaiBaltrademals of the BdosGfoiprt

Companies. twiOA me fWDW logo. IWIDW The Way BsMeanltobe Played logo and omefNVlDRnadis are trademarisol the IMDWCoiporalion.OEOCMaeativeTecrhtfogyLW. The OrativeloaB, Sound Biasler, the

aie legistered trademarks and the EAX logo, ADVANCED HD. and AwSgy are trademarks of Creative Technology Ltd. in the United Stales and/or other counines. The rating icon is a registered trademark of the Entertainment Sottwaie Assoeiatioa
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Editor's Note:

Just before press time we had the

opportunity to get our hands on the

newest cards from both ATI and Nvidia

for this fight. Come back next month
for a more detailed analysis in Tech.

elcome, friends, to the Battle

of the Boards. Tuning In late?

Here’s how the throwdown
usually goes: Nvidia releases a

top>of>the<line part, and then a few months
later, ATI leapfrogs it. Well, the ongoing
feud has taken an interesting turn as these

titans traded blows by releasing their latest

parts within weeks of each other.

The contenders
In the green corner is Nvidia's 256MB
GeForce 6800 Ultra. Going beyond the

NV3x series debacle (the 6800 line’s

notorious predecessor), Nvidia dropped
the “FX” from its naming scheme and
delivered a $500 part with a megaton
punch. Running at a core clock speed of

400MHz, the GeForce 6800 also boasts

16 pixel pipes and, depending on which
tests you're running, is sometimes twice

as fast as Nvidia's previous card, the

256MB GeForceFX 5950 Ultra,

In the red corner is ATI's 256MB x800
XT. It also has all the right moves— it packs

16 pixel pipes and runs at 520MHz—and is

twice as fast as its little brother, the

Radeon 9800 XT. Oh, and the card has

one more thing in common with Nvidia's

latest release: a heavyweight price ($500).

Tale or the tape
While the judges continue to bicker about
the validity of synthetic benchmarks, the

fact remains that we're still using them as

measuring sticks. To ensure a fair fight, we

ran all our tests with 4x AA (antialiasing)

and 8x AF (anisotropic filtering) enabled

(when possible) and at both 1280x960
(1280x1024 when applicable) and
1600x1200. We also ran the same tests on
each company's previous part: ATI's 256MB
Radeon 9800 XT and Nvidia’s 256MB
GeForceFX 5950 Ultra. (For complete blow-

by-blow results, check out the scorecard.)

Let's get It onl
In synthetic benchmarks, each company's
claims held up. Newer cards ran twice as

fast as their predecessors in 3DMark2003
and nearly so in AquaMark 2003-the
cards also displayed incredible speed
gains in actual game tests. Of course, this

creates an interesting situation. Just as
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tne two companies- previous parts were

pretty much identical, their newer ones

are likewise incredibly simitar. OK, so the

synthetic benchmarks aren't telling us

much, except that both of the new cards

are pretty damn fast. Skeet skeet!

We also threw both cards at our 3D

GameGauge 3.5, which averages the framer-

ates of our test games: Comanche 4,

Dungeon Siege, UT2003, Halo. Serious Sam:

The Second Encounter, and Splinter Cell.

scores were pretty mucn lot

GeForce 6800 Ultra scored

frames per second at 1280x960 and 83

frames per second at 1600x1200, while the

x800 XT scored 88 and 80 frames per sec-

ond, respectively. In other words, the cards

were essentially equal for most games. But

then something happened. The GeForce

card delivered a haymaker to the x800 in

Serious Sam: TSE white the x800 rocked

Splinter Cell.

UJIn tjg decision.
Based on its faster

clock speed, we
expected the x800 to

test the GeForce
6800 a little more
than it did, but you’re

gonna have to go by

more than crunching

benchmark numbers here. Factors like

availability, driver support, and software

bundles help determine which one wins,

if you don’t have the stakes for this

prizefight, there's also a welterweight

division. Nvidia will sell a 128MB "non-

Ultra" GeForce 6800 for about $300,

and ATI will sell a "Pro" version of the

x800 for the same price. Right now, we
have to call this one a draw. The fact

remains, though, that they're both plen-

ty fast, William O’Neal

Reality Check
How the ratings stack up among the gaming press

GAME CGW CGM GameSpot IGNxom GameSpy lUPxom GameRankings.eom

Battlefield

Vietnam

B-t- A A- B+ B+ B- B*

Far Cry B- B-i- A A B+ A A

MVP Baseball

2004
B-

1

C B+ A- c A B+

Rainbow Six 3:

Athena Sword
C B- B B C C+ C+

Splinter Ceil

Pandora
Tomorrow

B- C A A+ B+ A+ 1
A

Unreal

Tournament 2004
A+ A A A A+ A A

WWW.COMPUTERGAMING.COM 31



AHEAD OFTHE GAME

AURORA"

Aurora" Desktop Gaming AURORA
EXTREME OPTIOIM

Custom built and optimized for high-performance PC gaming, the

Alienware Aurora delivers maximum detail, speed, and power for

immersive game-play and amazing digital media editing. Capable

of handling the most extreme demands of 32-bit software

applications today, Aurora systems also deliver seamless

integration into the 64-bit computing experience of tomorrow.

AURORA
PERFORMAIMCE OPTION'
Exclusive Alienware’^ Chassis

High-Perfomiance 420-Watt Max PSU

AMD Athlon “ 64 3200-r Ptocessor with HyperTranspotf Technology

Advanced I6OOMH2 System Bus and IMB High-Performance On-Chip Cache

512MB PC-3200 DOR SDRAM at 400MH2

NVIDIA* GeForce’- FX 5200 Ultra 128MB 8X AGP with DVI & S-Vtdeo

80GB 7200RPM Serial ATA-150 Hard Drive BMB Cache

Creative Sound Blaster* Audigy 2 " 2S 7. 1 Advanced 24-bit Audio

Optimhed & Configured for High Performance

QT RCQ no oraslovvas$48/mo^
I Alter $80.00 rebate.

ACCES50; CGW0704SR1

Exclusive Atlenware* Chassis

NEW! High-Performance 6S0-Watt Max PSU

NEW! AMD Athlon'” 64 FX-53 Processor with HypcrTransport” Technology

Advanced 1600MHz System Bus and IMS High-Performance On-Chip Cache

High-Perfonnance Heatsink-Cooling System

VIA K8T800 Chipset-Based Motherboard

1024MB Dual-Channel PC-3200 DDR SDRAM at 400MHz

NEW! Next Generation NVIDIA* GeForce’* 6800 Ultra 2S6MB aX AGP

Astral Blue Allenice'" Video Cooling System

240GB 7200RPM Serial ATA-150 RAID 0 Array 16MB Cache

Creative Sound Blaster* Audigy 2"' ZS 7.1 Advanced 24-bit Audio

Integrated Gigabit Ethernet Controller

Black 16X DVD-ROM Drive

Black 52Xf32X/52X CD-RW Drive

Microsott* Windows* XP Home Edition

Optimized & Configured for High Performance

AlienCare: Advanced Gaming Technical Support Including;

l-Ycar Personalized Online Support Portal with Chat and Forums

1-Year Toll-Free 24/7 Phone Support by Alienware Technicians

1-Year On-Site Home Service

Oft oraslowas$101/mo^
Alter $80,00 rebate.

ACCESSIO; CGW0704SR3



“Earns an Editors' Choice for its combination of speed,

top-notch peripherals, and stability.”

- Alienware Aurora. Computer Gaming World Editors' Choice Award, January 2004

AREA-Snrn
ENTHUSIAST OPTION'

Exclusive Alienware* Case with Magnesium Alloy Chassis^

Intel* Pentium® 4 Processor with HT Technology 3.40GHz

Advanced 800MHz FSB and 512KB Advanced Transfer Cache

Next-Generation ATI* Mobility fiADEON"" 9700 128MB DDR

512MB PC-3200 DDR SDRAM at 400MHz

HITACHI* 60GB 7200RPM Ultra ATAIOO Hard Drive 8MB Cache

Removable 24>78X CD-RW/OVD Combo Drive

Optimized & Configured for High Performance

$2,689.00 or as low as SSl/mo.^

After $90.00 rebate.

ACCESSID: CGW0704SM2

Area-51"'" Mobile Gaming

The Area-Sl'" takes mobile gaming to the next ievel with innovative features such as

Alienware Exciusive Do-lt-Yourseif Upgradeable Mobile Graphics Technology and 802. llg

wireless networking. Performance is better than ever with the availability of processors up to

3.40GHz and the next generation of mobile graphics. Backed by award-winning customer

support, the Area-51'" delivers the ultimate mobile gaming experience.

Exclusive Do-It-Yourself

Upgradeable Mobile

Graphics Technology

The innovative Area-51"’ overcomes the technology barrier that has faced mobile gamers for

years; graphics upgradeability. The Area-Sl™ now features Do-It-Yourself Upgradeable Mobile

Graphics Technology, which extends the life of your mobile gaming system. The swappable

video module functions like a desktop video card, allowing you to upgrade your system when

new technology becomes available.

6 MONTHS SAME AS CASH FINANCING'
AND OTHER GREAT PROMOTIONS. APPLY ONLINE!

AREA-Sn"!
EXTREME OPTION

Exclusive Alienware* Case with Magnesium Alloy Chassis^

Irtel® Pentium* 4 Processor with HT Technology 3.40GHz

Advanced 800MHz FSB and 512KB Advanced Transfer Cache

High-Performance SIS* Chipset Motherboard with AGP 8X

Next-Generation ATI* Mobility RADEON" 9700 128MB DOR

Exclusive Do-It-Yourself Upgradeable Mobile Video Card Design

1024MB PC-3200 DDR SDRAM at 400MHz

HITACHI* 6CIGB 7200RPM Ultra ATAIOO Hard Drive SMB Cache

Removable 16X/4X CD-RW/DVD-t-RW Combo Drive

Removable Wireless 802.1 Ig PCMCIA Network Card

15.4* WideSXGA-k TFT Active Matrix LCD Cinema Display

5.1 30 Surround Sound with S/PDIF Digital Output

Built-In 10/100/1000Mb Ethernet LAN and S6K Modem

Infrared Wireless Multimedia Remote with Mouse Control

3-in-l Built-In Media Card Reader

Microsoft® Windows® XP Home Edition

Optimized & Conh'gured for High Performance

AllenCare; Advanced Gaming Technical Support including;

l-Vear Personalized Online Support Portal with Chat and Forums

1-Year Toll-Free 24/7 Phone Support by Alienware Technicians

1-Year On-site Service

QQQ nn
J
WWW WW After $90.00 rebate.

ACCESSO: CGW0704SM3

To receive an Instant Rebate on an Aurora or Area-51"', enter an AccessID at;

WWW.AI_IEIMWAi:tE.CaiVl/CC3W

For the latest pricing and promotions go online or call;

1.Saa.Al.lEIMWARE
I

1 800 254 3692

ALIENWAREf
THE ORIGINAL ULTIMATE GAMING MACHINE



CALL IT

3. 10. 13 Vears
Ago in CGUU
What we said when you were nursing

5 Years Ago,

Quake tU, Unreal

Tournament, and
the fiction that was
Team Fortress 2
dominated the

cover five years

back, but what dominated the CGW
offices? Friggin' Drakan: Order of
the Flame, subject of a two-page
preview, that's what. We’ve always
supported scantily clad chicks who
ride dragons (and we challenge
anyone to prove otherwise), but
something about Drakan seized the
brain stems of our intern and an
assistant editor, and wouldn't let

go. At all. When review time came,
they launched a bitter argument
based on how realistic the dragon '

flight physics were. If you ever find

yourself making the "realistic

dragon flight physics" argument,
'

remember this: The classic noose
has 13 rings above the loop.

lOYearsAgo,

to.

DOOM lli,;™ I What a coinci-

dence! Doom II on
the cover five years

before Quake III!

It's like some kind

of weird biorhythm
or numerology deal at work, right?

Or maybe it was in the stars,

because the stars were sure in
^

CGIV—this marked the first time
that star ratings were used in

game reviews. No longer would
readers have to actually compre-
hend our writing...they could Just

check out the stars! As any long-
'

time subscriber can tell you, this

marked the beginning of the end
of civilization.

15YearsAg<^ '

Memo to the editor-

in-chief: Hey, Jeff,

the next time a dis-

gruntled reader

writes and bemoans
the steady decline '

of CGW, let's send him a copy of

this issue. Holy moley, did we really

run headlines like "Man in the Grail

Flannel Suit” for that Indiana Jones
game? Headlines like these make
Coffey seem semicoherent!

One In the
Are cell phones really ready to play?

M
okia has a different attitude since

the original N-Gage launched—
and flopped— last year. All the

hype that promised N-Gage
would be the next step in the conver-

gence of consumer electronics isn’t dead.
Despite many lumps, the cell-phone giant

isn’t giving up on gaming.
"Nokia is a great design company," says

Nokia spokesperson Steven Knuff. "We
just didn't get it right [with N-Gage]." But

a firsthand look at the device's next itera-

tion, the N-Gage QD, shows that the cell-

phone maker may finally be on the right

track: Gone is the sidetalking

(www.sidetalking.com), gone is the heft of

a Batarang. and gone is the need to yank
out the battery in order to change games.
Due out in early summer at a price "con-

siderably less than [N-Gage's]," the QD is

a slimmer, trimmer gaming machine. The
gamepad feels more comfortable, the

screen is brighter, and there’s an external

slot that allows for easy access to SD
cards (which, when plugged in, instantly

start games). Nokia couldn’t reveal some
details, such as the unit’s battery life, at

press time, but the new phone will appar-

ently be offered by more major carriers in

the States than its predecessor.

Of course, the hardware is only part of

the equation— it needs good games to

Q This freaky
prototype plays

PS1 games.

back it up. We've learned that Activision

is making portable versions of Call of
Duty and Spider-Man 2, while Sega is

working on—get this—an MMORPG called

Pocket Kingdom. If none of this works to

win over the gaming crowd, Nokia

already has plans to release another N-
Gage early in 2005. according to Knuff.

We’ll make the call on how the QD pans
out as soon as we get reviewable units.

Beating PSP to the punch
A lot of anticipation has built up around
Sony’s upcoming release of the

PlayStation Portable (PSP), but now that

it’s been delayed until sometime in 2005,
we hear that another company is attempt-

ing to beat Sony at its own game.
A wireless-device operating system

called MXI promises the ability to enable
"existing full-fledged Windows, Linux,

Java-based desktop, and mobile-software

32-bit games normally played on consoles
and full graphical versions of websites to

look and feel exactly the same on a hand-
held device as they do on a PC." That’s

one hell of a claim Radixs CEO R.

Chandrasekar is making, but it certainly

teases us with an interesting possibility;

playing basic Windows and PSl games on
a mobile device. Chandrasekar insists that

it’s not only possible, but that plans are

already in place with major cell-phone

carriers in the United States. The service

could start as early as June 2004.
Radixs says the MXI operating system

will work without limits on the size of data

transfers, making it ideal for transferring

music, video, and games between the

server (the cell carriers) and the client

(your cute little handhelds). So,

here's how it could con-
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Hand

Q Holy cow! Nokia
actually listened to

all our complaints.

ceivably work: You want to

play Madden on your handheld.

First, you order the game and down-

load it from a software library. It streams

only the bits of the game that you need

on the fly and bang-you’re ready to play.

The OS is even carrier agnostic, so if your

buddy on another network has an MXI-

PC Industry dig guns, taks note
Never ones to miss out on an opportunity,

graphics chipmakers Nvidia and ATI are

I

“Nokia is a great design company,”
says Knuff. “We just didn’t get it right

[with N-Gage].”

enabled device, you can still play against

him. Not too shabby.

What kind of games will be available?

Chandrasekar says no extra coding is

required for PSl games to work on MXI

devices and that Radixs is already in talks

with EA and Ubisoft, so you could have a

wide array of games to choose from at

launch time. However, we have to raise

other questions. To wit: Sony is notoriously

overprotective of its IP—you may recall it

sued Bleem and Connectix into submission

a few years back. Could Radixs suffer the

same fate? And exactly what sort of PC

games should we expect on these devices?

Carrier and device-maker details remain

very hush-hush; Sprint PCS and Verizon

Wireless declined to comment as to

whether they would offer MXI-supported

devices. Still, we can say that you can

expect multimedia plans to start at about

$30 a month. In-office oddsmakers say

that if everything goes according to plan,

we can expect notable devices from

Samsung and Sanyo—these companies

have taken some of the most daring

design chances with cellular phones so far.

also getting in on the cell-phone business

by offering updated 3D graphics solutions

for mobile devices. ATI's Imageon archi-

tecture will be used alongside

Qualcomm’s BREW technology to provide

an improved 3D-gaming experience to

Verizon Wireless customers.

Nvidia has recently announced that its

upcoming GoForce line of media proces-

sors will dramatically improve the mobile

experience in PDAs and cell phones by

offering longer battery life and improved

image quality. Having already inked deals

with Dell, HP, Palm, Sony, and Toshiba,

GoForce-enabled products will boast

megapixel camera support, digital-zoom

capabilities, and MPEG-4 support. Proper

handheld 3D gaming from Nvidia,

though, is still a little ways off. GoForce

3D technology is in development, but

don’t expect to see phones utilizing it

until early 2005, This isn't even mention-

ing the rumors as we go to press that

Intel has other plans in the works. Let's

just say the next coupie years will be

interesting ones for mobile gaming.

Q Darren Gladstone and William O’Neal

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

muM
We've been
bitching about

f- the poor state

j
of massively

' . . multiplayer

games for so long now, we forgot

we ever liked them In the first

place. But now we remember, big

time. Why? Because the long-await-

ed “next generation" of MMOs Is

finally arriving, like, for real, and

there is some great stuff. The CGIV
staff has been gorging on both the

City of Heroes and World of

WarCraft betas, and loving both.

Look for our City of Heroes review

next month.

S i The Bad
Jr , ,

We are sick of

them, if you

see us hand

out any awards

for this show,

please shoot us. It’s not a freakin'

beauty contest. It's a trade show.

Game companies should be focusing

on finishing their games, not on

"winning'’ “awards" for demos of

their unfinished games. Media'out-

lets like us have made it worse by

encouraging this idiocy, but we’re

done. We may tell you about some
of the coolest games we saw at the

show, but as for specific awards?

Bah. Don't believe In 'em.

TheL^ly

]

Why, why,

why? Why do

some design-

ers insist on

making the very decisions they

should know by now are only going

to Incense gamers and guarantee

hostile words from whiners like us?

Yeah, that’s right—we’re still talking

about Far Cry's unbelievably lame

save system, which all but ruined an

otherwise fantastic shooter. How
about you just do what everyone

else does and let us save anywhere,

OK? We paid our money: Let us play

the game the way we want.

WWW.COMPUTERGAMlNG.COM 35



Visil WWW,esrb.org or

call 1-800-771-3772

for Haling Informalion.

Uii





BRING IT ONUNE

Come Together
n

il those console gamers out there are slowly but surely

joining the awkward high school dance that is Internet

gaming. Guess that makes us PC players the wiseass

seniors who have been doing it for a while (and, look*

ing at some people in the crowd, a little too long). But as we
sneer at these newbs, remember that this horde of console-

playing twitch monkeys will soon be adding a whole lot more
depth to MMQs, more challengers to compete against, and
more teammates to rally.

As game publishers continue churning out games on multiple

platforms, the reality is that sooner or later, we’ll be playing

alongside console gamers online more often. Need for Speed
Underground did it, Final Fantasy XI is doing it right now, and
so will others in the near future. But is that a good thing?

Ask Seth Welch. He plays games: console. PC. it doesn't matter. But

when he first went online with his PS2, it was a culture shock.

"Whenever I played a console game online, everybody was acting

immature. They were cursing, saying dumb things, and not even real-

ly trying to play. Just being stupid," says Welch, "Personally," he con-

tinues, "I think that console gamers just have a whole different men-
tality," It could also be that this is a whole market of people who still

aren't used to the notion of playing well with others over the Internet.

Or, he could have just stumbled upon some bad game sessions.

PC, console gamers get a little more social

Beyond borders
Billy Pidgeon, a game analyst with the Zelos Group, has been
interested in what Final Fantasy XI is doing by bringing PC and
PS2 gamers together. We decided to take another look for our-

selves, now that the PS2 version has gone live. As we clumsily

learned the ropes, other gamers (some on PS2s, some with PCs)
helped, joined the party, gave tips, and kept us from the brink of

death. Yasu Kurosawa, North American online producer for

Console Corner
Games worth grabbing from your little brother

It may seem hard to believe, but not every good game comes out on PC. We
know—It's a shock to us as well. So here’s what you want to grab this month:

• '

-f/JJ
:

Mmusha 3: Demon siege

What the hell is a French movie star

doing in a sword-swingin', demon-
slayin' adventure game? Damn good
question. But those centuries-old

samurai sure love them Jean "L6on:

The Professional" Reno flicks. You get
the opportunity to play not only as an
ancient warrior who busts through a

time warp, but also as Reno's modern
whip-wielding alter ego, What makes
this game worthy of your hard-earned
cash is that it has the style, great

graphics, and slice-em-up action that

got you in the first two Onimusha
titles. This one looks to wrap up the

trilogy with a degree of panache. Oh,

.-dm
and if you have the extra cash, a freaky

controller is yours for the asking. The
Onimusha 3 Soul Controller is basically

a giant plastic katana-shaped gamepad
(game sword, in this case?) that could

cost as much as $130 Stateside.

ALSO CHECK OUT: EA Sports Fight

Night 2004 (PS2, Xbox); MTX: Mototrax
(GC, PS2, Xbox) Danen Gladstone

Square Enix U.S.A., explains that from the beginning, the

company envisioned bringing together the PC and console
markets, and it's already been a great success in Japan.
"[Console gamers] already understand what to expect out of a

Final Fantasy game—a deep and engaging
story. Now PC gamers will be able to as

well in a huge, open world."

Microsoft, though, has remained fairly

tight-lipped about the great divide that

separates PC and Xbox titles, but that also

is mutating. As was revealed recently with

the XNA initiative, there will be a lot more
PC and Xbox cross-pollinating (read what
Loyd Case has to say about that on page
96). Scott Henson, group manager of

platform strategy at Microsoft, lays out

the future of your MS home; “Microsoft

XNA will offer gamers a better, more
unified experience, and in the future, we
envision a common online service that will

allow Windows PC and Xbox gamers to

play together," There are no official

announcements about titles or how
this will happen,

A word of advice from Pidgeon:

"Publishers should focus on bringing

great games that work on the console to

the PC, then try to tie the two together.

It’s a whole lot riskier trying to do it the

other way around." After all, we don’t

want you guys to be wallflowers forever.

Q Darren Gladstone

38 COMPUTER GAMING WORLD



WWW.CODJiMAS] iOLDlERS

Blood and Violence

C2004 1C Company ana The Coaemastets Soltware Company Limited cCoOemaslMS"), All flgltls reserved. ‘Coaomastefs*® and in* Codemaslers logo are registered trademarks owned by Codemoslers.

•GENIUS AT PLAV" is a Irademam of Codemasters. All other copyrights or trademarks are the property ol Iheir respectiye owners. Published by Codemaslers. The NVIDIA logo and the 'The way il's meant to be played" logo are

registered trademarks or trademarks ol NVIDIA Corporation. GameSpy and the "Powered by GameSpy" design are Iraderaarks ol GameSpy Industries. Inc. AH rights reserved

THE ONLY THING LEFT STANDING
WILL BEYOUR MEN.

DESTRUCTIBLE ENVIRONMENTS: Take down houses, bridges, trees, and more

30 MULTIPLE-SOLUTION MISSIONS: Blow up railroads, kidnap enemy officers

OVER 100 AUTHENTIC VEHICLES/WEAPONS: Get true “on the ground” experience

STEALTH OR DEMOLITION? Two levels of control—point and click formations or direct soldiers

CCodemasterslv)
GENIUS AT PLAY



'^YEVEDPEBS
Find something eise to amuse yourself with

MUSIC

"The Peas have gone pop!" we cried

when we sat down to listen to the

newest CD from this awesome hip-hop
group. That isn't to say the newest disc

isn't good— it is. There are a bunch of

songs with tight hooks, like "Let's Get
Retarded," which seems especially

appropriate for this office. This Is also a

great excuse to check out the Peas' last

album, Behind the Front.

If there ever there was proof that strippers need love, too, it’s the

Paul Verhoeven train wre—er, movie. Showgirls. Young Nomi has

dreams of being a Vegas showgirl—problem is, the only job she can

get involves lap dancing at a seedy club. What the movie devolves

into is a topless catfight (or, for the classy folk out there, AH About
Eve with nudity). Hey, sounds good to us! Even Kristen was psyched

to knock back a few drinks and view this V.I.P. edition.

So, what puts the V.I.P. in this party pack? Well, first, you've got

your obligatory commentary tracks—only, instead of actresses

and crew members answering for their cinematic crimes, you

get a tongue-in-cheek "trivia track,” words of wisdom from

Showgirls expert (yeah, we don't wanna know how he earned

that title) David Schmader, and a video commentary from the

girls of Scores.

But best of all, this edition is a fully functional party in a box—and
everyone's comingl Inside is the Pin the Pasties on the Stripper

game, a deck of playing cards, and a pair of Showgirls shot glasses

you can use when playing drinking games like Sip or Strip as you

watch the movie. Don't have the moves? Don’t worry, there’s also a

lap dance tutorial featurette in which "sitting in the perspective of a

customer, viewers receive a lesson on how to give a lap dance from

the Scores girls," We kid you not. We'll tell you how this is when
Ryan finally "remembers” to bring the disc back in. K

VACATION HOTSPOT

E
H^. I

Epcot Center
In Orlando

I i'h
Just, well,

1'^^' If ,/
launched a

MlJ rsallycool
'

yV ' '

*' It

simulates a

A jUi^
''*1 mission to

Mars—you
strap yourseif into a futuristic shuttle

that simulates the G-forces you would
feel as you take off, slingshot around
the moon, and land. Also notice the
barf bags included in each cockpit.

Nice touch.

L COMIC REUEF

Cc tllLllO L tilo ILLids
. Sometimes it’s

iflB tough getting

out of bed for

dayofsuper-
heroism. So— head over to

’— ' Common
Grounds, get a cup of joe, and get going.

This new comic series revolves around
the comings and goings of people who
show up at this superpowered Starbucks
chain. Bad guys, good guys, no-names,
everybody is an equal when they walk in

these doors and order a latte.

COMI'UTIER GAI'KNO WORLD
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2004 IS THE NEW KING

OF ONLINE SHOOTERS.”
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IGN.COM
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• DtSCOVER A STUNNING NEW WORLD • CR|FT AND ENCHA'NWtlNIQBEliiiiHSy
DESIGN YOUR OWN SKILLS AND SPELLS • ENGAGElHORDES OF’ENEMlBSllNtERIc4NVASIONS

• SHAPE HISTORY WITH YOUR GUILD • BECOM^hI^BIP^

CHALLENGE TODAY
SHAPEtOMORROwi^

Ryzom could be the answer to your massively
multi-player prayers. .

.

- PC Gamer

...It looks great, sounds compelling, and,

perhaps more importantly, feels different from
the raft of fantasy MMO's threatening to glut

the market.

- ign.com

THE FIRST MULTI-GEliREMMgH
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Preuieu;s See ’em now, play ’em soon v /; i

Big, thundering
explosions and dust
storms shoot high
into the sky.



Cal!? What about

the pronunciation

or spelling of

Chuthuihulhu?

BPUDltSHER Activision DEVELOPER: Gray Matter Interactive Studios GENRE FPS REl.EAEE OAT F- 04 2004

Call of Duty;
United Offense
One draft you'll want to be in on

H
eed the call. Gray Matter Studios

did. But this developer isn't just

playing the best action game of

last year, Activision’s WWII
shooter Call of Duty. It’s out to top it

with its upcoming expansion, Call of

Duty: United Offense. The studio is

known for original games like Return to

Castle Wolfenstein and Kingpin, so why

an expansion? According to Gray Matter,

good timing and a great challenge.

"The opportunity opened up. How can

we turn that down?" asks Robb Alvey,

senior producer. "The original game won

so many awards. Therein lies the chal-

lenge, to raise a bar already set so high."

United Offense continues the exploits of

Russian, British, and American divisions

across more than 10 new levels. Call of

Duty’s already stellar gameplay has been

bolstered with new adjustments. There is

now a jog option that allows you to move

faster, although you can’t shoot while

running. One new strategy: Use a smoke

grenade and sprint to make it past the

heavy guns. Also, there are deployable

stationary weapons; you can set down

I

You can now club someone to death
with a pair of binoculars.

-foot-tall dust cloud shoots into the air.

Battle of the Bulge, based in the town of

Foy. Some of the action includes dodging

fire through haystacks, eliminating a

distant enemy spotter, pushing back

inclement tanks, and blowing the roof

off of a church-turned-enemy-outpost.

In addition to the new single-player

campaign. Gray Matter is also adding

more multiplayer modes. Besides the

original deathmatch, there are tank

battles, domination stages, and capture-

the-flag missions with assault-type

elements worked in. A ranking system

rewards teamwork-minded players with

increased carrying capacity.

United Offense won’t be released until

the end of the year, but our expectations

are built on how good the original was.

These are big boots to fill, but the

progress so far looks absolutely grand.

Q Johnny Liu

VHISTORICAL

Q Spitfires overhead, explosions down below. A SO-

splintering and tearing away at your

plane, forcing you to stare through the

Swiss cheese holes as you try to survive

the onslaught.

On another level, you'll find yourself

deep in the trenches at the Battle of

Kursk, pelted with rain, courtesy of a

revamped particle system. As you gaze

one of these heavies to mow enemies

down. Among the new weapons are

a flame torch and the ability to club

someone to death with a pair of

binoculars. Wheel

LGU0I dsst
Gray Matter’s biggest challenge will be to

come up with levels as memorable as the

original's. Remember the on-rail levels,

like the manic jeep chase? United

Offense's bomber level already looks to

up that ante considerably. You are sta-

tioned in one of many bomber planes fly-

ing in tight formation, with turrets mount-

ed throughout the aircraft. You must peri-

odically run to different stations to take

down the enemy Spitfire planes. Your

own bomber will take on heavy gunfire,

up at the torrential downpour, you spot

an aerial squad overhead. Suddenly, one

catches fire; billows of powder-black

smoke trace spirals in the sky as it spins

downward. The crash is deafening. Past

the wreckage, you make your way to

some Elefant tanks and plant explosives

under their noses (this offense was actu-

ally used against real Elefant tanks).

Finally, we had an exclusive look at part

of the U.S. campaign—the
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We’re not sure what's
scarien the blood ravens

wlbi ttie guns, or the giant
stone tablet with the sIojII

head and die sword.

Big explosions, Are,

and destnictfon are the
name of this game.

- "Hey, who
Invited tMs

secret club
meeting?”



Hammer time

B
n the bottom floors of

Vancouver'based Relic

Entertainment, a vision of the

41st miilennium is being born,

it’s a gothic and terror-stricken world,

filled with aliens, mutants, and vile

heretics. It’s also the setting for the popu-

lar Warhammer 40,000 tabletop game.

This classic war game created by Games
Workshop sees row after row of painted

figures line up for massive battles. Even

before the folks at Relic (of Homeworld

fame) nabbed the Warhammer license,

they were already fans of the game, often

invading conference rooms to get their

Warhammer fiJc. Now, Relic and Games

Workshop have joined forces to create

Warhammer 40,000: Dawn of War. an

all-new real-time strategy game.

"For our first licensed project, we wanted

.something that we had a lot of passion

for." says Jay Wilson, lead designer of

Dawn of War. "For many of us. it has been

our dream to do a Warhammer game."

To fulfill that dream, the goal has been

not only to translate the rules set but also

to fully recontextualize the Warhammer

Racial tension
In the tabletop game, there are a num-

ber of different races, four of which •

have been selected for Dawn of War .

space marines, ores, blood ravens,

and the eldar.

The space marines are the

game's heroes. The basic space

marine troopers aren't just

grunts—theyVe been battle-

hardened through 12 years of

training, The troopers are aided by dread-

knoughts. rickety battle vehicles controlled

by a long-dead, sarcophagus-rbound. v

hero. Many aspects of the Warhammer uni-

verse center on death. "After we finish any

one of our designs, it’s time to throw on a

big pile of skulls," Wilson jokes.

The space marines are led by a force

commander unit who boosts troopers’

morale, optimizing their combat prowess.

Morale-works like a

i7 squad-wide health

m6T^- when it is completely depleted,

units lose some measure of combat

iciency. The force commander is

also equipped with a magical "demon

harrimer,” which he uses to turn pesky •

ores into paste.

Speaking of which, ores are war-driven

creatures who wear their bloodiust on

their steeves...or they would, if they wore

shirts. Ores love to make noise, they're

awful at ranged attacks, and they enjoy

taking long walks on blood-drenched

beaches. The dcvelopmenUdaowa^lly
bad a bit of a problem deciding what the

ores should sound like, but they eventually

settled on a Cockney accent- Wng!

Warhammer fono w ii i l l certermiy «mgf.eci-

ate the abilityto-customize their units,

choosing from a broad assortment of

color schemes and custom logos as their

troops prepare for battle in the attrac-

tive war-torn urban landscapes Relic has

created. The high-poiy character models

are sharp as well, wUli highly detatied

facial textura^3



Why does

gaming professional

Devine
recommend

at SMU

Simple. He helped design

the curriculum.

There are many education B
programs out there, and while B
some seem successful, the heavy

involvement of professional

game developers makes a huge ^
difference in The Guildhall at SMU.

After completing The Guildhall

program, students have definite S
experience in making games S
- they actually graduate with four

complete games in their portfolios^m

This unique levei of

experience is only

available at

The Guildhall.

"

Graeme

Ensemble Studios^

Ready, set, action!

PjUnlike ybur typical resource'centnc RTS.

Dawn of iVaris much' more action driven, in

an effort to. stay in step with the nature of

Wsrbammer—after all, taking the time. to

.build a ^able economy In the midst ofa
postapb.calyp.tic 'invasion just wouldn't make
a whole lot of sense.

Instead. Dawn of War takes a cue from

Battlefield 1942 by having players fight for

control points on the map. When one of

these control points is seized, your team
accrues requisition points. Dawn of War’s,

accumulated resource. Losing one of the

control points doesn’t mean tiie war is over,

although it does result in less efficient

resource accumulation.

encs'.of watching an ehcajripfnent slowly

being builE.-i;-'’Thi5'.'^ill be. a game.of.

,mam6nte;,;-..says..Jonathan 'Dowdeswell-. pro-

. duceroTOawpo/^Wa/r' .
. . •

,

..^•St•^cld[!;lgout<amohg:•th^blnorhents ardv>.

• the'ffriishmamovesr'.'E.v'bri'in the ^st ofAy-.;
- heay,;^ combat •in^ofvirigili.Uhdifeds'ofTrnits:’?

'-

:thes.^;specta6tiiar final b(o^i.wili.cafeh' ..
•

yaur.eve-..Ope.paFticu!arly memorable anir-

mation-sees the a^orementioned force

commander pitted:against a hellishly gar^

gantuan bloodthirster. who tf^e forcte ccm-
mander.gratfS by the horns, fhps .over, and
proceeds to bludgeon to^death with his

trusty, demon hathmer.

Back-on the: ground floqrof Relic'rcifriCe.G

^e finatiineofciefep^e .pounds awisy^tthe';.

. You march your urilts around in squads,

overpowering 'your enemies riot only with

numbers, but also with tactical superiority.

kVar/ia/nmer focuses on frontline combat
and rewards players who utilize good tacti-

cal strategies. For example, units that stay

behind cover take less damage and recover

morale more quickly.

From this moment...
Dawn of War promises.plenty of instant

gratification; bringing more to the table

than the been-there-d.one-that RTS-experi-

. c(e.vefopfTieht,team:s.effort3. This ehaek tdarh-

.

;. of pm testers, up;5r.llf^'' 1̂'S- fanat^ .

•ics-^one.of.-whqm'^'A'as'.Kofea'S too-rated

SfarC/-eff--playere.works to.facihtate the..

.

9arng:s.fi^|i;balanQe' tweaks 'and gameplay
details, Relic hopes, th,^final product .'will be
readily accessibte'to hardcore strategy fans

and neophyte blayetsiaiike,ofehering in a .

new dawn for RTS'actipn. .Mark your caien?

dars ror,s|h6-.fourth.,qyert'ef-of 2004-it’s

hammertimej^^ohnny Liu

|The giord, POUNDING '

|
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B: uBLISHEP. Electronic Arts DEVELOPER- Black Hole Entertainment GENRE RTS RELEASE DATE October 2004

Rrmies of EKigo
Lexigo my Exigo

D
n the crowded RTS market, naysayers

point out that all latter-day mythical

RTS games feel the same. That’s

where Armies of Exigo "digs itself a

hole’'...in a good way. Beneath the grassy

battlefields are underground passages

that allow for interaction with the sur-

face—an entire second arena to wage war.

Two stages of combat add up to a whole

new dimension of RTS strategy.

Enigo stage left

The winding catacombs in the Hungarian

castles of Budapest gave newcomer Black

Hole Entertainment the initial inspiration for

Ex/go's bidimensional world. Even though

this offshoot of Cinergi (the special-effects

company behind Terminator 3) is just get-

ting off the ground, a little company known

as Electronic Arts happens to be in its cor-

ner. EA is flexing its muscle to make sure

Armies of Exigo is done right, with a driven

effort to craft Exigo's story and music in

conjunction with the Budapest

Philharmonic Orchestra (last used to great

effect in EA's Freedom Fighters).

In the story, humans and beasts have long

fought, but now a third force enters the pic-

ture. Keran. a malevolent alien being, has

passed through a time portal. Shape-shift-

ing his way into the council of man, Keran

bides his time while amassing an army of

giant insects, dark elves, and woebegone

creatures known as the fallen. An alien

thrown into the mythological realm of elves

and ores? Decidedly different, so don't

expect a run-of-the-mill Tolkien-style world.

Be prepared ta be paraneld
In the single-player campaign mode, each

of the three races will have 12 individual

stages, totaling 36 levels to fight through.

Multiplayer will feature up to four players.

Gameplay is geared toward classic, frantic

WarCraft 2-style battles, with rolling

armies of hundreds locked in bloody com-

bat. Unlike a large-scale Tota/ tVar-style

game, though, you will still be able to con-

trol each battle unit individually.

These units gather three kinds of

resources; gold, wood, and manna. Gold

and wood are used to build up your terri-

tory, but manna becomes necessary to

maximize spiritual units.

In addition, the second playing field

promises a whole new range of interplay.

For example, campers accustomed to

slowly amassing their armies will be

caught wholly unaware when the enemy

sneaks his way under the base to let loose

a poisonous gas cloud. Between the open

plains and the subterranean realms below,

attacks will come from all sides.

Spells like gas clouds can seep up to

poison people above, while earthquake

spells shake the world down below. If you

want to plan ahead, you can bait the dark

caverns with a number of traps, raining

down gas, fire, and boulders. Caves and

tunnels are used to move between realms,

but it's not enough to wait next to a cave

for easy prey. New transport points can

be created, and offensive spells can be

cast to keep enemies on their toes.

Environmentally, certain statues act as

control points. On the surface, the statue's

blue aura will heal weary fighters. Yet if you

jack the statue's underground guardian,

you can cast a spell to turn the helpful blue

aura into a venomous green one.

I

Two stages of
combat add up to
a whole new
dimension of RTS
strategy.

One last detail worth noting is how

good the CG work looks. SIGGRAPH (a

consortium of CG experts) highlighted

Exigo. along with IVarCraftS, among its

2003 annual collection of the best in

computer animation.

Here's hoping this army can rally the

troops where older titles like Metal

Fatigue have failed. With the proper bal-

ance to the bi-level gameplay and graphi-

cal final touches. Armies of Exigo will be

digging holes for those RTS naysayers this

October, O Johnny Liu

iThP UUerd-

Cornered by the fallen with nowhere to turn.
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Ol 'UBLISHER Atari OEVELOPEC Frontier Dovolopment GENRE Simulation ELEASE DATE 04 2004

Rollercoaster Tycoon 3
More twists and turns from the king of tycoon games

first-person mode

i

hanks to the original RoUerCoaster
Tycoon, there's now a Tycoon
game for everything under the

sun...well, except for Yo’ Momma Tycoon
(not yet, at least). The previous entry in

the series, RoUerCoaster Tycoon 2, unfor-

tunately fell prey to the same fallacies as

its countless imitators— it offered up a

heftier graphics engine but just wasn’t

able to capture the same addictive

gameplay of the original. RoUerCoaster
Tycoon 3 aims to fix this with a full 3D
interface and plenty of new goodies.

RoUerCoaster Tycoon creator Chris

Sawyer is still involved in this third entry,

offering input and advice; this time

around, however. Sawyer’s former boss
and good friend Dan Breber is heading up
the project. Breber, who is something of a

British, soft-spoken Robert De Niro,

promises "a game for everyone, light and
hard players alike."

Beginning with a plot of land, you shape

your persona) wonderland
as easily as you would
mold clay. A full range

of coasters, from rickety

wooden clunkers to

cutting-edge thrill rides,

are available to con-

struct on your fresh

excavation, Breber’s studio,

U.K.-based Frontier

Development, researched

some of the best roller

coasters across Europe dur-

ing the game’s preproduc-

tion phase, so expect some
pretty wild designs. For the

thrill seekers among you,

you'll even have the oppor-

tunity to ride any of the

roller coasters you design,

enjoying an exhilarating

sense of speed and a full

three-dimensional view of

your park.

Themes like a lot

RoUerCoaster Tycoon 3
includes a sandbox mode, giving you
free reign to create your own personal

dream park. Tons of different themes are

included, from a Wild West-style town to

a freaky demon world filled with anima-
tronic ghoulies. Plenty of little bells and
whistles are present to create the full

theme-park experience, from costumed
critters to impressive fireworks shows.
Just about every facet of this game has

been upgraded from its predecessors,

including a more streamlined interface

Q There are plenty of other attractions available, too, such as a
carousel and a rocket motion ride.

A hill range of coasters,
from rickety wooden
clunkers to cutting-edge
thrill rides, is available.

that eliminates the deluge of windows lit-

tering the screen. The visuals show plenty

of attention to detail, with a dynamic
character-randomizing system that guar-

antees a diverse crowd of park attendees.

You can even skew your park to serve
different demographics, from families to

teenagers. Your economic success rides

on finding that magic balance for mak-
ing everyone happy. Whether you decide
to fashion a kid-friendly Disneyland or a

vomit-inducing collection of "you must
be this tall to ride" twisters,

RoUerCoaster Tycoon 3 probably has
something for you to get excited

about—so get in line for this imminent
fourth-quarter 2004 release. No cutting!

Q Johnny Liu

SAMUSING
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O-JUBLISHER- Bethesda Softworks DEVELOPE-; Headfirst Productions GENRE: First-person Shocker
RELEASE DATE September 2004

Call of CthulhU: Dark
Corners of the Earth
Games that go bump in the night

L
ocked away In an asylum, ready to

commit suicide—how did things

get this bad? Call of Cthulhu: Dark
Corners of the Earth starts on this

dour note. The creepy works of HP
Lovecraft form the foundation of this

game, which aims to scare the living crap
out of you, or at the very least, implant

you directly inside the head of detective

Jack Walters, who’s being driven insane.

Playing as Jack, you get no HUD, no dam-
age bars, nothing. If you get hit, you can only

gauge how bad it is by the amount of blood
clouding the screen. The tension really amps
up when Jack gets scared—the world gets a

little hazy, your heartbeat muffles out all

other sounds, and your aim gets shaky. In a

first-person shooting-type game, this quickly

becomes unnerving—and possibly annoying.

Still, what we’ve seen so far works. This inten-

tional disability changes the game's pace and
the way you play; if a monster surprises you,

your first instinct will be to run, since it's

tough to aim. As you get more accustomed
to the monsters, you'll be better able to deal

with the strangeness.

To ensure that you never leave the immer-
sive experience, a journal tracks the important

D Experiment No. 310: how to keep a body alive
without any major organs inside.

I

You can gauge
damage by the
amount of blood
clouding the
screen.

parts of your adventure. The only time you
are truly pulled out of the veiled reality is In

the unique inventory screen that shows
everything you've stored and equipped. It

also shows exactly where you’ve been hurt.

The somewhat linear adventure leads you
through New England, with the various levels

offering a range of different goals. There are

lots of survival-horror elements, hairy fire-

fights with otherworldly "deep ones," and
puzzle solving. Will this game be scary good,
or just plain scary? Come September, we'll

see. Q Darren Gladstone

O This guy must be dead tired—har, har. So
much for being subtle. Tne uuord: DISABLING
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Qi'UBLISHER- DreamCatehor 1 'L VEU ! R Heuristic Park GENRu Action-RPG RELEASE DATE Late 2004

Dungeon Lords
A chocolate peanut butter cup of an RPG

Our preview build played well, so we
have higher-than-expected hopes. The

action is fast paced, the production is

technically solid, and the RPG foundation

is untouchable. Looks like DreamCatcher

has all the right elements in this mix.

Q Miguel Lopez

m
W Bradley is not quite a

household name, but

any self-respecting RPG-
head is at least familiar with

his work—namely, Sirtech’s

classic Wizardry series. Given

his legacy, Bradley's latest pro-

ject isn’t quite what you might

expect. In a nutshell, Dungeon
Lords is what you’d get if you

took Diablo and Die by the

Sword and tossed them in a

blender set to frappe.

From the looks of our early

preview, everything is "smooth-

ie." Think D/ab/o-style random-

ized environments in beautiful

3D, with furious console-style combat and

real-deal RPG-style character develop-

ment. The story seems to follow fantasy

conventions, with wizards, lords, and

mages ensnared in a grab for power.

Movement is mapped to the WASD keys,

so it’s familiarly intuitive, and combat

includes skill-based combination attacks if

you're deft with the clicker finger.

BPUBLISHER DreamCatehor DEVELOPER ColomLabs GENRC Strategy RELEASE DATE Q42004

SuperPouuer 2
War games

pany was contacted by "people" who had

some "problems" with certain content.

The game will also be fully moddable
thanks to an out-of-the-box toolset and

support for up to 32 players, promising

plenty of late nights full of tense geopo-
litical intrigue. QRyan Scott

ISUPREME

S
nuclear warhead speeds

through the sky, des-

tined for a target

halfway around the world.

Emergency alarms blare as

armies prepare for war. Every

news channel carries the same
gripping report: DEFCON 1.

Fortunately, this isn’t reality—

it’s DreamCatcher’s upcoming

globai geopolitical simulation,

Superpower 2.

This sequel to the original

Superpower puts you in con-

trol of every aspect of a

nation's political, military, and

economic affairs, allowing you

to set your own personalized goals for

any given scenario. Whether you’re look-

ing to develop a prosperous country, rule

a military state, or simply conquer the

world, Superpower 2 has got it covered.

Developer GolemLabs is aiming for a

deep gameplay experience, with data

culled from actual military records—so

accurate, in fact, that we're told the com-

o PIPELINE



BFROM City Interactive 03 2004
Word on the street In space, no one can hear you scream. But
how about when you cackle with glee as a squadron of enemy
starships "splode” beneath your upgradeable Epsilon fighter?

Now that’s a different story. Unlike Project Freedom's predeces-
sor, the real-time strategy sleeper Project Earth, this one’s a pure
action game with a 20-mission ode to galactic dogfights

between rival megacorporations crammed with white-knuckle

potential. Real-life solar system data complements an explosive

audio-visual presentation that’s less sci-fi than sci-fly, yo.

Sounds kinda beat Raise your hand if you played the original.

Splendid— that makes a whopping two of you. Polish soft-

ware house City Interactive isn't known for being a refuge for

quality artisans, either...see the recent bomb Wings of Honor
for proof. Despite various mission flavors (escort, strike, res-

cue) and research and player-promotion features, the game’s
linear campaign doesn’t promise much replay value. Project

Freedom is mostly plausible as a budget title, presuming it

can even pass customs inspections.

Project
Freedom

QrROI-; Topheavy Studios AVAll.

BFROM Tilted Mill Entortalnmont AVAILABIIIT>. 03 2004

Children of the Nile
Wordon the street Founded by key members from the

Impressions team. Tilted Mill Entertainment plans on hav-

ing audiences walk like Egyptians in its first original prop-

erty. Children of the Nile looks to fuse core concepts—
such as social planning, construction, city development,
and attractive 3D visuals— to create the promises of a

seamless universe, complete with living, breathing inhabi-

tants. Citizens are, in fact, a key resource; provide them
with sustenance and care, and they’ll form the corner-

stone of a thriving civilization.

Sounds kinda beat Is it just us. or is Lords of the Realm III

selling at 20 clams for a reason? More pointedly, as com-
monplace as strategic simulations from independent shops
are, few are any good. Assuming the same afflictions that

plague other productions like Chariots of War and Victoria

can be avoided, this upstart developer might just make a

splash yet. Check back with us in the coming months for a

full report.

Word on the street Topless co-eds...now there’s a selling

point any interactive diversion can be proud of. Swiping a

page (you know, the centerfold) from Playboy, this bizarre

trivia challenge for one to four players handles like You
Don't Know Jack after a three-day bender. Contestants

answer questions and participate in minigame challenges,

and winners are rewarded with video footage that could

double as outtakes from Girls Gone Wild. Sorry, ladies. And
steady there, boys.

Sounds kinda beat All right, deep down we appreciate the

game for its intrinsic artistic value (and the boobies), but

c’mon...what gives? With the game playing to the lowest

common denominator, mature readers will find the product
more repugnant than today’s leading lad mags. As much
as sex sells, the last thing an industry already under fire

from the media needs is another footnote in Lieberman's

campaign speech. Still, there may be merit in here yet.,.did

we mention the half-naked women already?

DI6ITRL UNDERGROUND
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MASSIVE.
it's a word that’s overused these days,

particularly in online gaming. Everything is

massively multiplayer, with massive maps,

massive game worlds, massive numbers of

character classes, massive powers, mas-
sive arsenals—and massively boring and

cookie-cutter.

But Battlefield 2 may just live up to its

"massive" billing—more than TOO players

can compete on dynamically balancing

maps with persistent characters and glob-

al leader boards, operating more than 30

land, air, and sea vehicles in a gritty,

beautifully rendered battle zone that is

almost frighteningly alive. DICE, the

Stockholm-based team behind Battlefield

1942 and Battlefield Vietnam, has made
so many improvements and brilliant

design decisions already, nearly a year

from release, that we must, however
begrudgingly, tell you this: Battlefield 2 is

going to be massive.

THE KILLING ZONE
The obvious upgrade to the Battlefield

franchise is the game world. Graphics and

sound work in tandem to create a mod-
ern-era war zone that is as alive as can be.

Anything you would expect in real life is in

place here: bullet spray pocks walls,

destructible structures reflect the progres-

sive carnage inflicted on incredibly

detailed terrain, and light and shadow

60 (

HOW DO YOU
KEEP 100
PLAYERS
BATTUNG ON
AMAPFROM
DEVOLVING
INTOA
CHAOTIC
CLUSTER
FRAG?
BY BUILDING
INSQUAD
SUPPORT.
PERSIST^O-
CHARAC-
TERS.AND
PraVlLEGES
AWARDED
BY RANK.

Q Intricately

constructed
maps allow

plenty of
opportunity
for ambushes.
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occur realistically right down to muzzle

flashes illuminating dark rooms and alleys.

Maybe the best example of the living

battlefield comes in the form of the civil-

ian vehicles lining city streets—they

aren’t just decoration, but are also fully

operational for your commandeering
pleasure. Drop a machine gunner in a

truck bed and hit the road. Or you can

just blow the vehicles up to take out

opponents seeking cover behind them.

Should you shoot the cars, you can mar-

vel at the detailed physics engine behind

the realistic way the autos rotate and

bounce on their shocks when shot— right

before you plug your ears from the ensu-

ing, inevitable blaring car alarm. I could

go on and on about the insane look of

this game—or you could just look at the

jaw-dropping shots we've got here and

get the full story.

NOT AN ARMY OF ONE
So how do you keep 100 players battling

on a map from devolving into a chaotic

cluster frag? By building in squad support,

persistent characters, and privileges

awarded by rank. This time out, enlistment

in the Battlefield army is practically a

career. Once you pick a side (the U.S.,

China, or the fictional Middle East

Coalition) and a class and name your

character, he exists. Forever, basically. The

game still compiles stats and scores your

progress on a game-by-game basis, but

now, global servers accrue each of your

characters’ stats and grant rank promo-
tions, allowing even lousy but dedicated

players to work their way up from buck

private to sergeant.

Anything lieutenant or above, however,

will have to be earned not just by dogged
persistence, but also by being one of the

top players across the entire Battlefield 2
community. These ranks aren't point

based, but relative. Online leader boards

show where you rate and how far you

need to go to gain another stripe or star

on your insignia. Topping all this off are

individual awards based on personal per-

formance-each class has different distinc-

tions, such as Sniper of the Month.

So what do officers gain for their abili-

ty and dedication? Access to an online

officer's club, which should provide

faster downloads of updates through

special servers, news, tournaments, and

access to games with a minimum rank

requirement— perfect for testing yourself

against the best and for filtering out the

clueless noobs.

But higher-ranked players also gain a

huge new distinction, one that under-

scores Battlefield 2's commitment to

GRAPHICSAND SOUNDWORK IN TAN-
DEM TO ci€ate a modern-erawar
ZONE THAT ISAS AUVE AS CAN BE.

0 0 We may just need to add the

defibrillator to the short list

*** of great humiliation

weapons, right next f ? Half-Ufe’s

crowbar and UT2004 s shield gun.

While medics in Battlefield 2 operate

primarily as healers, their lifesaving

defibrillators turn lethal when applied

to a healthy player. Can you imagine

anything more satisfying than sneak-

ing up on a camping sniper, shouting

"Clear!” and then stopping his heart

with a blast of electric current? Of

course you can’t.



BATTLEFIELD
2% ROBUST
PLANS FOR
SQUAD SUP-
PORTARE
GEARED
TOWARD
ENCOURAGING
EVEN THE
MOST CASUAL
PLAYER TO
JOINASQUAD,
andshouleT
HAVESTRONG
APPEAL FOR
THE CLAN
GAMER.

Q The squad that hunts together lives together.

real teamplay, and that is the designa-

tion of "commander.’’ The highest-ranked

member of any given side has the option

to play as commander (players do have a

server option for making this an elected

honor) and direct the action.

Commanders have a top-down view of

the battlefield and are the only ones who
can call in air or artillery strikes. They can

direct individual squads over a dedicated

voice channel as well. It’s a great opportu-

nity to give a more cohesive, tactical edge
to all the mayhem. Pius, it gives you
someone to blame when your side loses.

Battlefield 2's robust plans for squad

support are geared toward encouraging

even the most casual player to join a

squad and should have strong appeal for

the clan gamer. Dedicated squad voice

support and a simple radial squad-com-
munication menu for the headsetless let

gamers truly coordinate their team's

actions. Onscreen chevrons indicate

where your squadmates are at all times to

help you even more.

Need more incentive to stick together?

How about the vehicle bonuses that

classes bring to select vehicles? Once
your squad's medic jumps in a jeep, for

example, a bright red-cross decal is

slapped on the door as it becomes a rov-

ing medical vehicle with a healing radius.

It gets better—these effects stack, so you

can drop a heavy infantryman in the

same jeep for extra armor and a sniper

i for a nice little just-because speed boost.
' One note: These abilities are restricted to

certain vehicles per class and are not

cumulative (i.e., two medics won't double
the healing radius) for balance and mod-
est realism issues. So you can forget

about making that radar-invisible, super-

fast, ultra-armored healing and repairing

attack jet.

62 COMPUTER GAMING w6f5

• * While DICE is doing all the hard*

core designing, it has enlisted the

help of TVauma Studios for one

thing; coolness. This New York City studio is

tasked with prototyping smaller features

simply to enhance the game experience. Its

input so far has led to the medic’s lethal

and lifesaving defibrillator, as well as rap-

pelling lines that drop from helicopters to

both deploy and rescue soldiers. Currently,

up to 10 combatants can hang from a line—

and they can shoot while they’re there.

IVauma has more tricks up its sleeve, but

this is the one we really hope makes the

cut Don’t you want to see 10 rope-hanging

monkey killers raining death from above as

they sweep through city streets?



• Venue : Bill GraJ^^Civic Auditorium, San Fraiicisco^^^^^

• No. of participate ; Approximately 700 players from 60 countries

• Prize money/$400,000

• Official Gaips ; 6 PC Games and 2 Console Games

6 PC Games
StarCraft® : Brood War™
WarCraft® III : The Frozen Throne™

; Counter-Strike™ : Condition-Zero

Need for Speed™: Underground

FIFA Soccer 2004™

Unreal™ Tournament 2004

2 Console Games
Halo™ (Xbox)

Project Gotham Racing 2® (Xbox)

Now, US National Preliminaries are in progress. Visit us to see more at http://us.worldcybergames.com
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D About those vehicles—you can expect

more than 30 land, sea, and air vehicles

in the finished game. The developers

expect the class-based enhancements to

nudge players into using them, but

frankly, the stable of tanks, jeeps, fighter

jets, helicopters, and attack boats should

be plenty of incentive on its own. In a

nod to the modern-age setting of the

game and in an effort to focus on more
intense combat, big naval vessels (like

destroyers) have been eliminated from

the game. However, the inclusion of fast,

vicious patrol boats and the like should

more than make up for it.

All the action takes place in three the-

aters of war; China, Russia, and the Middle

East While none of the war zones are

O Yes, the game looks that good.

0 * One of the biggest prob-

iems in any multiplayer

shooter is balancing maps

for player load. No one likes death-

matching with two people on a

sprawling 32-player map any more

than they like deathmatching with 32

people in a two-player arena.

Obviously, DICE has to create maps

big enough to accommodate Its tar-

geted player load of more than 100—

but what happens when only 22 peo-

ple show up on a server? DICE has an

ingenious solution: dynamically sizing

maps. Think of a map as three con-

centric circles. With, say, 32 or fewer

players, oniy the inner circle is active,

and the exterior circles are inaccessi-

ble and out of play. When a threshold

of players is crossed, the map opens

up the next circle, and eventually,

right around the 100-player mark, the

last one opens. As players drop, the

map contracts accordingly, with dis-

tant players warned to get back to

the active zone. Don't worry—if

you’re too far to get back, you’li be

killed and spawned within the smaller

map, but your score won't be

affected by the death.

COMPUTER GAMING WORLD



O Every item on the soldiers is animated and moves realistically.

based on any specific city or battle, all are

being designed with current world hot

spots in mind, so while you won’t be fight-

ing in Baghdad per se. you'll be fighting in a

place much like Baghdad. And the action

should be very familiar to any Battlefield

1942 or Vietnam vet—DICE is very happy

with its ticket-based control-point CTF vari-

ation and isn't planning on changing it at all.

It is adding optional secondary objectives to

certain maps that confer in-game advan-

tages—things like taking out power stations

to hobble the enemy.

Arguably, the only big change in game-

play is the scoring. In yet another nod to

encouraging teamplay, scoring in the

game is being tweaked so that medics get

points for healing comrades and pilots get

points for kills made by their passengers.

The infantryman who paints a target with

a laser for a guided missile, as well as the

pilot launching the missile, will get credit

for the eventual kill.

Is there more? You bet. But we'd have to

deforest half the continent to get enough

wood pulp for the pages we'd need to

cover every single detail in this game.

You’ll just have to try to hold on until

spring 2005, when you can experience the

game for yourself.

Until then, remember one thing: It's

going to be massive. Q

ALLTHEACTION TAKES PLACE IN THREE
THEATERSOFWAR: CHNA, RUSSIA,
AND THE MIDDLE EAST.

Q Battlefield2 is all about squad cooperation. And tanks. Squad cooperation and tanks.

FEATURE

^Here’S what you can expect from the various

classes when you enlist in Battlefield 2.

USA CHiNA/MEC
M9Beretta+ Tokarev TS+

H96efetta

Silenter

H82A1

Tokarev TS
Silencer

DiagunovSniper Rifle

VIHKLE IONUS:SrUD

H9Beretta Tokarev T33

M16A2 AK74

H9Beretta Tokarev 133

SAW PK

H96ereHa Tokarev T33

Rocket Launcher

VEKICU SONUS: RADUl

Predator HBTIAW

Pistol H9Beretta Tokarev T33

Assault Rifle H16A2 AK74

Grenade Launcher

VHICIE SONUS: H»tTH

EI2SE"

H203 H203

Knife Knife Knife

Pistol H9Bere»a Tokarev T33

Shotgun Be

VENKIE SONUS: REMII
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CODEBOOK

From the same people who bring you -

Electronic Gaming Monthly, Computer
Gaming World, Official U.S. PlayStation

Magazine, GMR, and Xbox Nation. These
special magazines can be found only on

newsstands or through back order.

Look for these magazines at Borders,

Waldenbooks, Barnes and Noble, B. Dalton,

Babbages, GameStop, Funcoland, Walmart,

Kmart, Target, Walgreens, CVS, Kroger

and Safeway.

M On-Sale NOW!

On Sale NOW!

On-Sale 06/041

6n-Sale 07/04!

ORDER THESE BRCK ISSUES TO MAKE SURE THAT YOU HAVE R
COMPLETE LIBRARY OF THE MOST VRLURBLE TRICKS, CHERTS.
RND COOES FOR RLL THE TOP CHME5 ON YOUR CONSOLE.

BRCK ISSUES
HOW TO ORDER:
Simply check off

which magazines you
want and send in the

order form {photo-

copies accepted)

along with a check

made payable to

Ziff Davis Media, for

the amount indicated

for each magazine

plus shipping and

handling—add $3 for

U.S., $3 for Canada
and $5 for foreign

orders— in U.S. funds

only, for each maga-
zine. Orders should

be mailed to:

BRCK ISSUES
1411 Opus Place, Ste.

340 Downers Grove, IL

60515

Price and availability

subject to change

without notice.



Play the game
that's right

for you!

You can give Tiger Woods a tennis racket,

but he knows that goif is the game that's

right for him. So how does Tiger know

which computer and video games are OK
to piay? He checks the rating on every

game bo)i...And so should you!

Computer and video game ratings have

two parts: rating symbols, which tell

you what age group the game is

appropriate for and content
descriptors, which tell you about

specific content elements that may be of

interest or concern.

So the next time you're choosing a game,

check the rating and the content

descriptors. And like Tiger Woods, play

the game that’s right for you.

ElWfliEfCliAIttlllVIlENIT'

SOETTWOMSE
litATIlNlGi

www.esrb.org

CHECK THE RATINGS ON EVERY VIDEO GAME BOX



Reuieujs We hate them so
you don’t have to!

B PUBLISHER DreamCalcher DEVELOPER People Can Fly GENRE: FPS ESRB RATING, M REQUIRED; Pentium 4 1.SGHz,

384MB RAM, 64MB videocard, TJGB Install RECOMMENDED; Windows XP, Pentium 4 2.4CHz, S12MB RAM, 128MB
vidcocard MULTIPLAYER; Internet, LAN (2-16 players)

Painkiller
All we know of hell, and all we need of heaven
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Does it suck

because of the

violence or Just

because it sucks?

In the beginning, there was
Doom. And it was good. But

now there are story lines and

characters, jumping puzzles

and key hunts, bullet time and

night vision, double-jumping and jet

packs, improvable attributes and invento-

ries, teammates and squad A.I., stealth,

crouching, leaning, reloading, force pow-

ers, vehicles, and elaborate scripted

sequences that play like your favorite

scenes from Aliens or Saving Private Ryan.

Kicking evil’s ass has gotten complicated.

But Painkiller is a return to what matters

most: that simple act of shooting hideous

things. It's unadulterated and powerful,

skillfully distilled to its essence like a shot

of pure adrenaline straight to the heart. Its

design is relentlessly focused, stripped of

pretense, containing no sign of feature

creep, and crackling with an energetic glee.

Going to tiEll

The game is divided into discrete levels

that are related only by a loose-fitting

story. Each of the levels is a self-contained

20-minute trip through a different setting: a

series of checkpoints guides you. plotting

out a wander-free itinerary and ensuring

that you hit all the highlights. You'll go up

into a cupola at the top of an insane asy-

lum. past the electric chair in a prison, and

along the walls of a crumbling castle. The

levels are carefully laid out and are built to

be played on. rather than admired. It’s a tri-

umph of level design that they're so var-

ied-some narrow and claustrophobic, oth-

ers vast and wide open—yet distinct, each

with its own sense of style and atmosphere.

This is art design in action, as opposed to

merely good graphics.

Along the way you’ll hear the thunk of

stakes, the moan of zombies, and the flap-

ping of crows, all punctuating the playful

ambient music like a strangled aria in an

opera house. All the while, there's a rogues'

gallery of demons and zombies thrown

your way, one mob at a time. While each

level features only about four or five differ-

ent monsters. Painkiller never overuses its

menagerie; each type appears sparingly, so

you're constantly facing new enemies. And
each monster is created with vivid anima-

tion and cunning A.I. that gives it specific

behaviors and personality traits. This, along

with the level design, keeps Painkiller from

getting repetitive and gives it some of the

best pacing this side of Half-Life.

You get only five guns, but the weapons

have multiple firing modes, not one of them

useless or redundant. And although we’ve

seen a million rocket launchers and machine

guns, Painkiller brings some inventive new
toys to the table, A gun that fires wooden
stakes and a magical grappling hook that

can sprout blades seem designed not just

for their visceral appeal, but also to show

off the game's superb rag-doll physics.

I

Painkiller is the
truest and most
gratifying shooter
since Doom.

Physics also apply to the environments,

but not' in that lazy Max Payne way where

you're constantly knocking over platforms

you brush against. Painkiller's interaction

with the world consists mainly of breaking

things and blowing them up. But there are

lots of shrewd physics at work here, like the

way a canister of compressed gas skitters

away like an out-of-control torpedo, how a

courtyard full of fireworks sets off an explo-

sive chain reaction, or how a Roman column

cracks and then collapses. These are the

sorts of things that you see and then smile

at because you know someone thought

they were cool enough to go to the trouble

of creating—and boy, were they right.

No smoking allowed, even if you're a skull-

headed wizard.

1337-skillz deathmatch speed freaks. Not

that there's anything wrong with that. But

when the single-player game is the truest

and most gratifying shooter since Doom
established the genre, why bother with

Ouake-like running and gunning?

Painkiller isn't perfect, of course. Some
of the boss puzzles get frustrating until

you figure out the trick, and it's hard to

appreciate what’s going on until you’ve

seen a few levels. In fact, if you were to

play only the four levels in Chapter 1, you

might shrug and assume you know where

the game’s going from there. You'd be

wrong. Because it’s not until you've fin-

ished the mind-blowing final level that you

can really take a breath, look back over

what you’ve just played, and appreciate

the absolute genius at work. O Tom Chick

'Verdict
Doom who?

Card tricks

Although Painkiller is streamlined, it is not

shallow; there are deeper layers. As you kill

monsters, you can collect their souls to

occasionally trigger a demonic "god

mode," Each level has a bonus goal that,

if met, unlocks a tarot card with a spe-

cial power that tweaks the game rules

or fires off a spell. Before each level,

you can spend the gold you’ve gath-

ered to load up on cards. This quest

to collect cards, and more impor-

tantly the ability to play around

with them in different situations,

gives Pa/hk/V/er considerable

replay value.

This makes up, in part, for

the multiplayer support, which

is tailored to appeal to hardcore



REUIEUUS
1

Breed
We like to call it Starship Droopers

QWe're sure glad a game finally named its

ubergun the “Ubergun.”

T
here's one question that begs

asking after playing through

what has to be one of the lamer

attempts at first-person shooter-

dom: How in the hell could these alien

chowderheads beat the human race in

the 27th century? The Breed is too dumb
to tie its own shoelaces, and it’s got the

most asinine “advanced” weaponry In

the universe. Wait, I know. In the future,

the collective IQ of humanity is just

below that of a rutabaga.

For a fleeting moment, let's reflect on
the few positives in Breed: 1) The game
does a genuinely good job of creating

interesting vehicles (and turrets) that

you'll be able to operate. Surprisingly, they

handle well. 2) Graphically, Breed fares as

passable with its destructible environ-

ments. The outdoor level designs are at

times interesting, giving you a few routes

to complete objectives. Not bad, mind

you, but nothing too memorable, either,

3) The game actually ends.

Commence Dashing
Stylistically, it's obvious that Brat Designs

was trying to ape the film Starship

Troopers. The problem, however, is poor
execution from start to painful finish- Hell,

Considering their
utter lack of
intelligence, it’d

be more accurate
to name these
guys “Inbreed.”

O How dare these aliens set up shop in a tropical paradise?

the transparent plot and wooden voice

acting make the film from which this

game steals look like Saving Private Ryan
by comparison. But why focus on such

minor points when there are so many
other letdowns?

Oh, you know the sorts of weapons
you're in store for: There's the obligatory

assault weaponry, rockets, sniper

rifles...and so on. The Breed's weapons are

simply energy-beam flavors of the same
damn things. Only less accurate.

Both the game and the creatures you're

fighting are predictable and dumb; as you
carve your way through the missions, script-

ed interruptions clue you in on impending

trouble. Uh-oh, a whole bunch of heavily

armed Breed with tanks just made their way
into the canyon! If you fight your way up to

an artillery outpost and start showering

them with fire, they don't fire back. They
don't even move! So I ask again—how
exactly is the Breed winning this war?

Special ed
Under your command is a clone army of

specially trained character classes. Oh,

they're "special" all right; these A.I.-con-

trolled short-bus soldiers literally walk off

cliffs when you aren't holding their hands.

While they flaunt different outfits, they are

all equally dumb. Medic, engineer, sniper,

or gunner—they all want to run into the

middle of combat and haphazardly return

fire, ignoring your commands in order to

bask in crossfire from turrets instead.

A personal favorite moment: scouting

ahead with the sniper. While ordering the

rest of the squad to catch up, the gunner

would walk into the ocean and off the

map-..and this wasn't a one-time occur-

rence. Throughout the game, you're con-

stantly looking over your shoulder to see

if the F Troop is getting itself killed yet

again. Considering their utter lack of intel-

ligence, it’d be more accurate to name
these guys "Inbreed."

Even with all the bile vented, there's still

more to complain about. But time's up. No
chance to wax poetic about game-killing

bugs (when was the last time you exited a

vehicle only to fall through the earth?). No
room to touch upon the poorly executed

multiplayer matches. No more. Please, no

more. Q Darren Gladstone

Verdict
The Breed wants the planet? Let ’em
have it.
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Desert Rats us.
Rfrika Korps
Real-time WWII battles never looked so good

O
nly Blitzkrieg came close to get-

ting the WWII RTS right, strik-

ing a largely effective balance

between realistic eiements and

playability. Desert Rats vs. Afrika Korps

has a lot of the elements that made
Blitzkrieg so appealing: a realistic feel,

ready playability, and dazziing good
looks—along with some annoying flaws

of its own.

Hoorn to Rommel
As the title indicates, Desert Rats vectors

in on a single theater of operations in

World War II: North Africa in 1942.

Sticking to a single group of battles is

smart, allowing the designers to flesh out

the unique weapons and challenges of

desert warfare, as well as a more plausi-

ble, coherent story line with a good flow

of missions. While this means there are

fewer individual units, it still allows for a

diverse mix of infantry, armor, support

vehicles, aircraft, and artillery.

The tighter focus gives gamers an

opportunity to get familiar with the units

and terrain types over the course of eight

Axis and six Allied missions. Missions can

be played in a linked narrative campaign
(Axis first, then Allied) or as discrete Axis

or Allied campaigns. Unfortunately, that’s

all there is. The game is woefully lacking in

extra options: There isn't a skirmish mode,
and the individual battle maps are locked

until they're beaten in the campaign.

GPS not Included
This turns out to be the least of Desert

Rats' problems. One of the oldest cliches

in game reviewing is the "pathfinding

problem,"—which is a cliche because so

few people do it right. Desert Rats does it

spectacularly wrong, with units that not

only take the worst possible paths to their

destinations, but also seem to almost will-

fully expose themselves to enemy fire. It's

like they go out of their way to do it.

Normally, you can work around bad
pathfinding by baby-sitting your units, but

the finicky interface and control system of

Deserf Rats make that difficult. There may
be a nice mix of infantry units (riflemen,

machine gunners, sappers, flamethrowers.

Q Although Desert Rats looks teiTific, the camera angles just never get quite low or high enough.

O Desert Rats is a staggering feast of incredibly detailed models, explosions, and terraia

grenadiers, snipers, medics, scouts, and

heroes), but they all look similar, and even

on a tight zoom they're very small, crowd-

ed together, and often hard to select. You

might think it would be nice to use the

special abilities of each infantry unit, but

more often than not, you must simply

group-select them all or rely on armor. In

fact, the way the game underplays the

role of infantry is one of its bigger flaws.

And yet, even in the face of these prob-

lems, Deserf Rats remains a largely enter-

taining experience. Experienced war

gamers will definitely see this as a

"puzzle" RTS, with maps often designed

for a single ideal approach and little lee-

way for tactical experimentation. Once
you get used to using a lot of armor and

moving slowly, the battles are layered,

interesting, and challenging.

Q Thomas L McDonald

Verdict idrkir;^
A good historical RTS, despite flawed

Infantry and some puzzlelike maps.
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Lords of the Realm III
Workin’ on our knight moves

D
t’s been eight years since the last

Lords of the Realm. Since then, the

series has lost sight of the city-

building and castle-construction

elements that gave It its considerable

charm. Instead, now we have an attempt

at streamlining the whole thing into a

unified real-time package. The end result

is realistic in that, like the actual Middle

Ages, it isn't pretty.

Forced march
It seems like the main goal in making this

game was to always, always, always be
running in real time. Always. With no

exceptions. Ever. Consistency be damned.
In a tactical battle, it takes just as much
time for a company of footmen to walk

up to a castle as it does for an entire

army to cross several provinces on the

strategic map—and these things are

happening simultaneously. So when
you’ve briefly ducked into a tactical

battle, you're absolutely blind to entire

days on the strategy map. Oops, the

enemy sacked my manor while I was
changing formations!

If it weren't for this shotgun marriage of

real-time strategy and tactics, Lords of the

Realm III would simply ape Creative

Assembly’s Shogun and Medieval. Borrowed

from those games is an attempt at an ele-

gant level of strategy in which you drop

leaders onto territories, and they take it

I

You just kind of
hang out and
gawk at numbers
and icons.

Q Tactics? What are ttiose? O Burning oil is not good for your complexion.

Wall-to-walt armies.

from there. And although the mechanics are

simple—just drag pictures of little dudes
onto the map and they do everything for

you. from building armies to gathering

resources—they’re far from elegant. Your

different leaders are distinguished by a

bewildering array of poorly documented
numbers, icons, attributes, and color-coded

squares. It's as if someone dropped a half-

dozen different strategy games into a

blender and set it on chop.

Sored of the Realms
But for all the stuff in here, there’s very

little to actually do, and lots of time with

nothing to do. Your actions are broad and

vague, partly because of the game’s scale

and real-time pace, but also because of

the confusing design. For instance, your

performance as a king determines your

three attributes: Christianity, chivalry, and

honor. Please write in if you figure out the

difference between the last two. It must

be part of the gameplay to untangle the

nuances of two synonyms while enemy
armies are zipping across your provinces,

which are variously referenced as parcels,

estates, realms, regions, and kingdoms.

Lords of the Realm III is like a slightly

less disastrous Master of Orion 3 in that

it’s ultimately a management manage-
ment game. You’re in charge of putting

people in charge, and then you just kind

of hang out and gawk at numbers and

icons. Sometimes you watch a battle that

plays out as a colorful mess in which you

can steer bits of the jumble to try to

compensate for the atrocious A.l,

However, to Lords’ credit, the graphics

are vivid, the 3D battle engine is adroit,

and unlike Master of Orion 3, the whole
thing is merely clumsy instead of utterly

broken. OTom Chick

Verdict
A clumsy, series-ending combo of real-

time and strategy.
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B PUBLISHER Encore Software OEVELOPEfl: Ascaron Entertainment GmbH GENRE: Roleplaying ESRB RATING: T REQUIRED. Pentium III 800, 2S6HB RAM,
16MB vidcocard, 2G8 install RECOMMENDED Pentium 4 1.4GHZ, 512MB RAM, 64MB vidcocard

Sacred
Diablo for masochists

hose who found Diablo and

Diablo II too short, too easy, and

maybe just a tad too much fun,

well, Ascaron Entertainment has

the game for you. Sacred is a bigger and

tougher version of Blizzard’s blockbuster

action-RPG, guaranteed to keep you bash-

ing monsters and collecting loot for weeks
on end. It’s a giant slab of a game, a

slogfest, and if that’s your thing, you are

going to be In hog heaven, as you’ll invest

dozens of hours before even making a

dent. But some gamers, like me, may feel

the game, for all its generosity, is just too

much—a whole lot of work with not

enough payoff.

Sacred is about as close as a game can

get to being Diablo without getting

lawyers involved. (The box even includes a

press quote comparing it to Blizzard’s

game.) You create a character from a set

of classes—melee fighters, ranged fighters,

magic users—and then go out into a

generic fantasy world, Ancaria, and kill

your requisite set of ores, goblins, and

skeletons ad nauseam while leveling up
and gaining new skills and abilities. The

game is divided into acts, with small

cut-scenes in between, over a number of

areas linked through portals you discover

along the way. Sound familiar?

Paging mr. Ed
But Sacred, while an unabashed clone, does

get points for cool innovations, as well as an

overall smooth design. The quest, map, and

log interface is superb. All quests and sub-

quests are logged into your-book with spe-

cific goals stated, while both your map and

minimap clearly mark quest locations—both

finished and unfinished—and a compass
points you in the direction of the main

quest and the current subquest you’re fol-

lowing. The net result is a system that total-

ly keeps you focused and on track—crucial

in a game this huge. Also outstanding is the

ability to ride horses, which not only makes
traveling faster but also provides strong

bonuses to your character.

Ascaron has done a fine job with both

graphics and animations, making the

game world feel more alive than most
games of this type, including Diablo.

Animals hop around, villagers mill through

town, monsters patrol areas. When you
enter a new town, children will start

following you around—a nice touch.

If only Ascaron had made the game less

O Look what I startad! A bain of ogres!

Sacred is about as close as a game can
get to being Diablo without getting
lawyers involved.

O So this battle mage, skeleton, and dragon go to

this bar..

-

O Horseback ndmg m^ces travel easier and gives

bonuses to your character.

tedious and frustrating. The open areas are

clogged with monsters, making it feel like

a major accomplishment Just to move two

inches on the map. Worse, the game is

overly stingy with healing potions, portals,

and respawn points, thereby ensuring

repeated death and constant reslogging

through territory already conquered. (I

learned to quicksave after nearly every kill.)

Leveling up only garners you skill and

attribute points—not new or improved

spells, which, stupidly, can only be obtained

through random monster drops. This means
that, depending on your luck, 80 hours into

the game, you may be stuck with the same

low-level spells you started with. This is one

case in which veering away from Diablo's

design—a spell tree—just does not work.

Still, overall. Sacred is a good game and.

like the franchise it emulates, is lots of fun

in small doses. Nothing prizewinning here,

with some serious frustrations at times, but

for hundreds of hours of monster bashing,

you could do a lot worse. QJeff Green

Verdicty
Sacred both improves upon and
diminishes the Diablo model it so

earnestly apes.
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Nemesis of the
Roman Empire
Filling the desperate need for a Punic Wars RTS

I

ost people probably know
more about, oh, just about

anything other than the Punic

Wars. If somebody had men-
tioned that to Bulgaria’s Haemlmont
Games, maybe It wouldn't have made a

game destined for the discount bin.

Like its predecessor Celtic Kings,

Nemesis incorporates some interesting

economic and role-playing elements to the

tried-and-true RTS formula. But the overall

game lacks polish and excitement, and

these elements can’t lift Nemesis above
the horde of Age of Empires wannabes.

Vgu go. Gaull
There are four races in the game; Roman,
Gaul, Carthaginian, and Iberian. Each race

has unique units, upgrades, and architec-

ture (although most of the Roman and

Gaul architecture is unchanged from

Celtic Kings).

There are two campaigns: One follows

Hannibal's march through Spain and

across the Alps, and the other deals with

the Roman side of the conflict, including

the destruction of Carthage. Apart from a

few cut-scenes, the campaigns are no-

There’s no base building or tedious
resource harvesting. Instead, there’s
tedious resource trafficking.

frills, puzzle-type affairs with no narrative:

objectives are spelled out in text.

There's also a random map mode for sin-

gle-player games against up to seven com-
puter or human opponents. As in the Age
of Empires games, you can select races,

A.I. difficulty, and map style, then hop into

a skirmish. You'll get a good fight from the

computer opponents, who are clever

enough to scout you out, throw feints, and

lure your units into a hail of arrows.

There’s no base building or tedious

resource harvesting in Nemesis. Instead,

there’s tedious resource trafficking. There

are only two resources, food and gold, but

they have to be transported to your

armies (food) or to your stronghold

(gold). You have to seize villages and out-

posts to generate lots of gold, and this is

where most of the battles occur. After

taking an outpost, you can send resources

back to your city by pack mule. The sup-

ply model is interesting, but soon you just

feel like a mule-traffic controller.

Heroes and ones
Nemesis preserves Celtic Kings' RPG ele-

ments with heroes who gain experience

over time. A hero commanding an army
gives it special bonuses and puts it in for-

mation. The unit mix is good, and the bat-

tles can be fun, but it felt like something

I’ve experienced a hundred times before.

Combat suffers from weak A.I. among
your units. Some are too easily drawn
away—even if commanded to stand

ground—while others stand around while

their comrades are attacked. There’s also

a bug with the Stand Ground command;
after telling an army to stand ground, they

O Heroes impart combat bonuses to their

troops. Here, a Roman force led by two heroes
wipes out a smaller Carthaginian detachment.

reorient to the next item selected.

Nemesis is rife with misspellings and

missing words in the onscreen text. The

voiceovers are terrible, and the game clearly

lacks the polish and presentation of most

commercial releases. It's an excellent proof

of concept, but all it proves is that Bulgarian

developers can make an RTS that's not as

good as what Blizzard and Ensemble were

doing years ago. Q Ken Brown

Q After pounding this fortress with siege engines,
a hero leads an assault with war elephants.

Verdict irtrktrk
Possibly interesting to mule traders,

history buffs, and Bulgarian RTS fans.
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a PUBLISHER: Evolved Games DEVELOPER Rebellion GENRE: FPS ESRB RATING. M REQUIRED: Pentium III 700MHz, 12BMB RAM, 32MB
vidcocard, 1.5GB Install RECOMMENDED: Pentium 41.4GHz, 256MB RAM, 64MB vidcocard MULTIPLAYER Internet, LAN (2-4 players)

Judge Dredd: Dredd Uersus Death
Zombies ate this game’s brains

I

hile gamers wait in earnest

for Half-Life 2 as if it were a

crowned king returned from

the Crusades, the court is

thick with pretenders. Most of them are

cookie-cutter clones of every previous

shooter, and Dredd Versus Death is no

exception. You’ll spend your time as a

street Judge in a futuristic world—one

where liberty is a misdemeanor and Justice

is served on-site with fascist efficiency. In

all fairness, this is a refreshing change of

pace from countless other shooters.

Finally, a videogame in which I'm not

constantly running for my life from a

shambling mass of walking dead!

But, urn, starting with the second chapter,

you'll spend the entire remainder of the

game running for your life from a sham-

bling mass of walking dead. Somewhere

deep within the overly industrialized prison

chambers of the city are a cast of "death

judges" who took the law into their own
hands—which, of course. Judge Dredd him-

self does— but they did it in a naughty way,

i guess. The line between the good fascists

and the bad fascists is sort of difficult to

pinpoint in this setting. Anyway, the level

bosses escape, and all hell breaks loose—

How do you know you’re in a dystopian fascist hellscape of

the future? Product placement.

literally. The game quickly

devolves into a boss chase

through the remaining chap-

ters. in which you blast away

at tired FPS standards such as

skeletons, zombies, and ghoul-

ish vampires. Bonus points are

awarded if you finish the game
without snoring.

The music is a mixed bag of

puise-pounding excellence,

consisting of some of the

worst Marilyn Manson knock-

offs your ears will ever

endure. The game engine

runs and looks great, with

clever and intricate levels, but

they just don't feel polished,

even at maximum resolutions.

While the weapons are mostly true to the

core material, they're more of the same
tired staples from every other shooter. The

enemy A.I. is also not very good, which

makes for a tragically easy game.

Predictably, this is compensated for by

keeping you forever low on health and

continually counting your bullets.

Multiplayer is still being retooled by

patchwork, but it offers more or less the

same venue as any other online shooter.

Judge Dredd: Dredd Versus Death is

likely to please most fans of the comic

and should offer a solid tv/o hours of gen-

eral fun to anyone who buys it. Bargain-

shop accordingly. S3 Arcadian Del Sol

Verdict
Dredd-fully underwhelming.

B PUBLISPEI-' THO DEVELOPER Kuju GENRE ShOOter ESRB RATING MREOUIRED Pentium III SOOMHl, IZBMB RAM, 1.SGB Install RECOMMENDED: Pentium III

1.4GHz, 2S6M6 RAM, broadband connection for online multiplayer

lUarhammer M0,000: Fire lUarrior

I I I I I

40,000: Fire

I I I I
I

Warrior provides the requi-

I

j

site lasers, crawl spaces, and

I
I space marines one expects In

a space-based shooter, but it doesn’t pro-

vide much else, in and of itself, this is not

a problem. Not every shooter needs to

reinvent the genre, and plenty of engag-

ing games have used these basic elements

to excellent results. If only Fire Warrior

offered that much. A variety of weapons
are available, but the default pulse gun Is

both weak and inaccurate—in the 41st cen-

tury, when space travel is commonplace
and war Is constant, designing a weapon
that is accurate past 10 yards would seem

a high priority, but at times, unloading a

full clip on an enemy standing at the end

of a hallway provided negligible results.

Luckily, many enemies will simply stand

next to you as you shoot them, and you

can often blast apart one foe while his

comrade just stands idly by or, oddly

enough, calls out to his now smoldering

squadmate, "Be alert."

The crawl spaces and hallways essentially

guide you to objectives: apart from back-

tracking to throw a switch or collecting a

key, there are few times you aren't simply

moving straight ahead. A poorly imple-

mented checkpoint save system (see Far

Cry) means you'll be seeing these same
hallways over and over and over.

The Warhammer universe should pro-

vide a rich environment for a shooter: Fire

Warrior provides only a been-there-done-

that setting and story line. An online mul-

tiplayer mode IS available, but with Unreal

Tournament 2004 out now, there's really

no need forj^^om Edwards

though you're outnumbered, only two of

e guys will actually notice you.

If you don’t have the latest Unreal

yet, play Half-Life...or Doom...or...
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Q PUBLISHER; Take-Two Interactive DEVELOPER: Hockstar GENRE: Stealth-Action ESRB RATING M REQUIRED Pentium III 1GH*, 192MB RAM, 32MB videocard,

3.3GB Install RECOMMENDED: 256MB RAM, 64MB vidcocard MULTIPLAYER' None

manhunt
Rockstar plays a most dangerous game with our patience

S
n paper, Manhunt certainly reads

like a license to print money.
Combine the outrageous amoral-

ity of Rockstar’s megahit Grand
Theft Auto franchise with the tense,

stealthy creep-a-thon of Splinter Cell,

topped off with a relevant, albeit psy-

chotic, critique on reality television,

and—voila—you have Rockstar's next

golden franchise, right? Not quite.

Although Manhunt makes good on cer-

tain promises, the game breathes little

life into the stealth-action genre.

Unfortunately for Rockstar, having

already exhausted shock value with CTA
means that Manhunt cannot rely on a

string of delightful expletives or the nov-

elty of video violence to carry the slack

of its bare-bones game design.

Sur-reallty TU
Set sometime in the near future, Manhunt
puts you in the boots of James Earl Cash, a

death row convict who is given a nonlethal

injection by a faceless and sinister benefac-

tor known as Lionel Starkweather. Cash is

free to walk, says Starkweather, on one
condition: He has to indulge his voyeuristic

savior in a deadly game of cat-and-mouse

against a small nation of sickos. As you run

from darkness to shade. Starkweather, a

passionate snuff-film director, watches your

every move, providing you with mean-spir-

ited motivation for doing as much damage
as possible to your enemies. Manhunt starts

off promisingly enough—your first handful

of vicious, humorless slayings hammers
home the message that this game wilt be
an excursion into true darkness,

SnEsk and destroy
What begins as a compelling point of

departure for stealth games quickly degen-

erates into the same old crap in a different

engine. Manhunt's brutal stealth kills, the

game's biggest selling point for the blood-

thirsty, sadly turn out also to be its Achilles'

heel. Pulling off a fatality requires more
patience than skill. Simply wait until your

enemies predictably turn their backs before

you move in for the kill, which requires all

of one press of a button. The longer you
hold down the mouse button, the more
intense the execution. While there's nothing

wrong with this core gameptay mechanic.

Manhunt's codependency on stealth kills

renders the game tedious and repetitive.

Before long, the game boils down to the

Q Every successful stealth kill Is nigniigtited in grainy video!

I

There’s never a sense that you could
make your way through a level based
purely on your own sense of ingenuity
and improvisation.

following actions: Create distraction. Wait.

Stalk prey from behind. Press button. Watch
grainy cut-scene. Rinse, repeat.

Compounding the problem of tedium is

the game's linear structure and brain-dead

A.I. Unlike stealth forerunners Thief or

Splinter Cell, there's never a sense that you
could make your way through a level based
purely on your own sense of ingenuity and
improvisation. Rather, you decipher what
the level designer intended to happen
through painstaking trial-and-error. And
because the frustration factor is naturally

high in all repetitive games, you’ll neces-

sarily exploit the poor A.I. routines just to

get through the day. But then, where's the

immersion and tension in any of this?

Despite Manhunt's overall failure as a

compelling "survival-horror adventure" (as

it's advertised on the box), the game is

occasionally redeemed by excellent inci-

dental voiceovers from your enemies and,

in particular, from Starkweather, whose

Fun for the whole family!

lust for blood is genuinely disturbing. Like

other Rockstar games. Manhunt speaks
volumes about the current state of gam-
ing (and pop) culture. The problem is, will

the audience be too desensitized to dig

that deep? QCheChou

Verdict irkixtrk
Lots of gore, little innovation.
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R
ise of Nations: Thrones &
Patriots is almost what every

expansion pack should strive to

' emulate. Along with the prereq-

uisite new units and new factions,

Thrones & Patriots honestly expands

upon the original with four new cam-

paigns that provide the absorbing single-

player experience the original lacked.

Unfortunately, some stability problems

keep It from being perfect.

more nations for rising

The six new civilizations include Americans.

Lakota, Iroquois. Persians, Indians, and

Dutch, Each has unique powers and comes

with 20 new unique units. Most of these

powers are unexceptional, although it's

rather fun watching hordes of war elephants

from the Persians and Indians go on a ram-

page. Persians have civil research bonuses

and free caravans, Indians have cheap build-

ings, the Dutch are economically successful,

and the Iroquois gain benefits in forests.

There does seem to be a bit of a bal-

ance problem with the Americans and

Lakota. While the Americans seem too

powerful with advantages in science, eco-

nomics, and the military, the Lakota are

severely handicapped by not being able

to build farms. On maps without fishing,

they have little hope of competing with

the others. In exchange, they get some
meager military benefits that are relatively

unimportant, since winning in RON is

often more about economics than tactics.

Other than the factions. Thrones &

Patriots modifies the original through the

senate building. This building allows you to

a PUBLISHER Microsoft DEVELOPER. Big Huge Games GENRE, RTS ESRB RATING T REQUIRED. Pentium III 500, 128MB RAM, 900MB install

RECOMMENDED Pentium III IGHx, 256MB RAH, 32MB vidoocard MULTIPLAYER. LAN, Internet (2-8 players)

R se Nations:
Thrones ft Patriots
A good game gets better

set governments like despotism or republi-

canism to rule your empire. The totalitarian

selections usually offer combat advantages,

while the democratic ones aid production.

Additionally, you gain access to a head-of-

state unit that's basically a respawning

ubergeneral. The powers you choose stick

with you as you advance through the ages

so that you can customize your govern-

ment to your style, mixing the six available

options as you will.

Less board game,
more PC game
These additions by themselves would

make for a decent expansion pack, but

the single-player modes set Thrones &
Patriots apart. While the original game
came with a rather bland "conquer the

world" campaign that spanned millennia

of history. Thrones gives you four highly

focused campaigns covering such sub-

jects as Alexander the Great, colonialism

in the New World, the Napoleonic Wars,

and the cold war. All of the campaigns

offer a good mix of missions, from the

standard conquest to well-scripted sce-

narios that almost feel like they came
from a story-oriented RTS. The campaigns

also have a lot of historical flavor provided

through various strategic objectives and

prescripted events. The cold war scenario

in particular excels in this and even

includes espionage missions as a break

from the larger-scaled conflicts.

Unfortunately, there seem to be some
major stability issues with the game.

My forays into online sessions met with

spotty success, and even the single-player

modes had frequent crashes. Still, for

anyone who even remotely enjoyed the

original. Thrones & Patriots should provide

more hours of enjoyment. There’s almost

enough gameplay packed in here for a

full-fledged sequel, so it’s definitely worth

the price of an expansion pack. Q Di Luo

Q Napoleon personally leads an assault on a
company of British highlanders.

Verdict
Almost perfect...and then it crashes.
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Make the new RADEON 'X800 series your own secret weapon for killer High-Definition 30 graphics. With ATI's
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,
you'll see more of everything without sacrificing anything.

3Dc is what puts the high in High-Definition gaming for all of today's and tomorrow’s hottest game titles.
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Tech The best ways to part with your hard-earned money
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By the NumtDers

T
here are a ton of reasons to like

the GameBOXX FX by BOXX
Technologies: The eight year-oid

company has a proven track

record for making powerful multimedia-

oriented workstations, and the company’s

gaming rig, the FX, has every top-notch

component that any self-respecting

gamer would want in a high-end comput-

er. The thing is, while game designers

need all of this horsepower to speed up

the process of game development, the

actual games themselves that end users

like us eventually play aren’t CAD pro-

grams. Therefore, the GameBOXX FX is,

in many ways, more than forty-five-hun-

dred dollars’ worth of overkill.

Houj does It stack up?
Criticisms aside, anyone with a ton of

money and an overwhelming desire for

"future proofing" will no doubt feel good

with the GameBOXX FX humming away

beneath their desk. When it comes to

raw components, everything about the

FX is top of the line. It ships with AMD's

purred through all of our benchmarks

and games flawlessly. However, its

3DMark2003 score of 2,331 at 1280x960
with 4x AA and 8x AF would've put this

machine near the bottom of the pack of

the seven so-called "midrange"

machines we tested last month—and
those machines all shipped with moni-

tors and speakers. The GameBOXX FX,

at $4,418, ships with the tower, key-

board, and mouse. And that's with only

150GB of storage in a dual hard drive

RAID 0 configuration.

Sum of its Parts?
Ultimately, we expected more from this

machine. Based on its unusually high

sticker price, we want better performance

and no compromises. Unfortunately, the

GameBOXX FX wasn't very fast, and it

ships with myriad compromises: no moni-

tor or speakers and only 150GB of stor-

age. If you're a game player who also hap-

pens to be a game developer, then you

may benefit from all the GameBOXX FX
has to offer. If, however, you’re simply a

gamer, there are better ways to spend

your money. William O'Neal Photography

by Arnold Tiosejo
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Athlon 64 FX-53 processor, ASUS’ SK8V
(VIA K8T800) motherboard, ATI's

256MB Radeon 9800 XT graphics card,

and a whopping 2GB of Corsair PC-3200

DDR400 memory. Based on these com-
ponents alone, I expected the

GameBOXX FX to be faster than it was.

However, with the exception of Halo, it

either performed identically to or slower

than the similarly equipped ABS
Ultimate M6 that’s also reviewed this

month—and the ABS machine is more

than $1,000 less expensive. This brings

us back to the beginning. Simply put,

games aren’t necessarily designed to

take advantage of all that power. Not

everyone has a 64-bit processor, so

games are designed for the masses.

At least you get a solid machine. It

Verdict
A great machine for game developers;

overkill for game players.
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ABS
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KKf 55,099
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PROCQSOII AHDAIIll0()64n:-S5

HEHORT IGBCccwf PC-1200 DDRAOO

HARD DRIVE Dual 7AG6 Wnlein Digital Raptor hard driv« In

ISOCB RAIDDconfiguralion

tRAPHICSPRDOSSDR ?56MB All Radeon 9600 XI

OPTICUDRn^ DVD-RDH drive

PlaitotSiDYIhRW/vR drive

KEYBOARD Hicrowfi inieirKi Keyboard

HOUSE Microsoft Intelllmouu Eiplorer3,0
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CASE AntecPIusYlcwlDOOANG
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HDtHERSOAJtO ASUS SKBH (Nvidia nfored Pro ISO)

HSUUAHEOUS Three 159J IireWTC ports; s« USB 2.0 mrts;

AniHlanpal carrying 5«lcm

graphics card is pretty

much on par with Nvidia's 256MB
GeForce FX 5950 Ultra.

Blue me some numbers, son!
When it comes to performance, the

Ultimate M6 is right there with the top

contenders in last month's roundup. Its

3DMark2003 (v. 340) score of 2,561 at

1280x960 with 4x AA and 8x AF turned on
would have put it right behind Vicious PC's

Ninja and Voodoo PC's Hexx c:355.

Furthermore, its SDGameGauge 3.5 score

of 70 frames per second at the same reso-

lution would have put it second only to

Falcon Northwest's Mach V. Of course, this

Benchmarks

Mark2l)03 Pio 3DGameGauge3.S Halo (1280x960)

V. 340 (1280x960) (1280x960) No AA No AF

O
t used to be that my annual Ultimate

Gaming Machine (UGM) story set the

bar by which I would measure
desktop PCs. Things may be chang-

ing. Last month’s midrange PC roundup
proved something that I've been thinking

for a while—that you don’t need to spend
$4,000 or more to get a great gaming
machine. While it’s true that a $4,000 or

$5,000 machine by Voodoo PC or Falcon

Northwest will be truly awesome, the

extra dough will improve the quality of

your computing experience, but not nec-

essarily your gaming experience.

Similar to many of the machines I

reviewed last month, ABS' Ultimate M6
is all about raw power, with a few extra

niceties thrown in. That said, considering

that the machine ABS sent me this

month costs $3,099 without a monitor
or speakers, it probably costs about
$1,000 more than the complete rigs I

looked at iast month.

Still, with the exception of the relative-

ly small 150GB RAID 0 configuration,

everything about this machine is top-

notch, AMD’s Athlon 64 FX-53 is

arguably the fastest gaming processor

available; you can't go wrong with 1GB
of Corsair PC-3200 DDR400 memory:
and ATI's 256MB Radeon 9800 XT

begs the questions

Why is this

configured with a monitor Snd
speakers, nearly STOOO'mofe than the

others? For starters, the top three

machines in the roundup all ship with a

single optical drive and use onboard audio.

The Ultimate M6 has two optical drives

and off-loads audio duties to a Creative

Labs Sound Blaster Audigy 2 ZS. Also,

the top three machines all used the less-

expensive Athlon 64 3000+ or 3400+
processors, while the Ultimate M6 uses

the more-expensive Athlon 64 FX-53,

Based solely on its components, I would've
expected the Ultimate M6 to be faster than

it was. This may have something to do
with ABS using the ASUS SK8N (Nvidia

nForce3 Pro 150) motherboard as opposed
to one based on the slightly faster VIA
K8T800 chipset.

Everyone who reads this magazine
knows that I love Antec's PlusView 1000
AMG case and that a TrueBlue power sup-

ply has enough juice to power anything

you throw in there, ABS also ships this

machine with Antec's Lanpal carrying sys-

tem, which makes it easier to lug this 40-

pound behemoth to LAN parties.

That said, the Ultimate M6 was both
plenty fast and stable. It ran through my
barrage of tests flawlessly. Of course, if I

were in the market, I’d save money by
going with onboard audio and a single

DVD+RW/+R drive. ES William O’Neal

Verdict
A fast and stable machine. It’s a little

expensive, though.

R Solid
PerfornriL
A good, albeit somewhat pricey, gam
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$ 1 609

$ 1479

$ 1359

Mobile AMD Athlon^M 64

Mobile AMD Athlon™ 64

Mobile AMD Athlon™ 64

3200+ Processor

2800+ Processor

Intel"' Pentium'® 4 Processor 3.2GH2 $ 1639
Intel* Pentium® 4 Processor 3.0GHz S 1579
Mobile AMD Athlon™ 64 3400+ Processor S 1779

Mobile AMD Athlon™ 64 3000+ Processor S 1 569

- 15.0- SXGA+ TFT LCD 1400X1050 DIsploy

~ Intel* Cenlrlno'"^ Mobile Technology
• Iniel* Pentium* M Processor oi 1.66Hz
• WiroiGss 802.1 1g 54MBps Mlnl-PCI Wireless Cord

-Advanced 400MHz FSB & 1024KB Advanced L2 Cache

- Mobile ATI* Radeon'"^ 9700 PRO 1 26MB DDR Video

- 51 2MB PC-2700 DDR Memory

-40GB 5400RPM Ullra-ATAIOO Hard Drive

-Removable Bx DVD & 24x16x24 CD-RW Combo Drive

- 10/1 00Mb Ethernet LAN & 56K Modem

-3x USB 2.0 and lx Firewire ieEE-1394 Ports

- Build-In SD Media Card Reader

- Mlcrosolt’ Window's* XP Homo Edition

- Free 1-Yoor l-Care Deluxe 24/7 Phone Support

- Choice ol 6 Exclusive Reflective Colors

- 4-Hour Ll-lon Battery: Free Deluxe Carrying Case

- 15.0' SXGA+ TFT LCD 1400X1050 Display

- Inter Cenlrlno"'” Mobile Technology
• Intel* Pentium* M Processor at 1.5GHz
• Wireless 802.1 1g 54MBp3 Mlnl-PCI Wifeless Card

-Advanced 400MHz FSB S 1024KB Advanced L2 Cache

- Mobile ATI* Radconf'* 9600 PRO 64MB DDR Video

-512MB PC-2700 DDR Memory

-40GB 5400RPM Ullro-ATAIOO Hard Drive

- Removable 8x DVD & 24x16x24 CD-RW Combo Drive

- 10/1 00Mb Etnernet LAN & 56K Modem

-3x USB 2.0 ond lx Firewire IEEE-1394 Ports

-3-ln-1 Build-In Media Card Reader

- Microsoft* Windows* XP Homo Edition

- Free 1 -Year l-Core Deluxe 24/7 Phone Support

- Choice ol 6 Exclusive Ratloclive Colors

- 5-Hour Ll-lon Battery
MOBILE
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- AMD* Athlon'"*' 64 Processor with HyperTronsport''’' Technology
The ONLY Windows-compatible 64-bit PC processor
up to 1600Mhz system bus

- NZXT’ Guordlon MOD Tower Cose wllh 420 Watt Power
* Soe-Through Window 4- Sound-Actlvaied Neon Light

- 512MB ODR400 Memory

- Serlal-ATA 120GB 7200RPM Hard Drive w/ 8MB Cocho

- 16x DVD-ROM Drive

- 8X DVD±R/±RW Drive & 1.44MB Floppy Drive

- Croolive Lobs 56K V.92 Fax Modem
- NVIDIA* GeForce''''' 6800 Ultro 256MB DDR AGP 8X
Video Card

- 5.1 Channel Surround 3D Premium Sound

- 10/100/1000 MBps Ethernet LAN

- Creative Cambridge Desk Top Theotor 5.1 S560
Surround Sound Speakers

- IS" ViewSonic* Perfect Flat E90F+SB .21H mm Monitor

- Microsoiropcital 5-Button tntolllMouso Explorer

- Multimedia Keyboard

- Microsoft* Windows* XP Homo Edition

- Free Norton Antivirus'"* 2004 CD

AMD
AMD
AMD
AMD
AMD

Alhlon'f'

Athlon

Athlon"^'

Athlon"^'

Athlon'^'

64 FX-53 Processor

64 3400-1- Processor

64 3200-t- Processor

64 3000-4- Processor

64 2800-1- Processor

$ 2329

S 1829

$ 1679

$ 1619

S 1569

lAMDi^
1

1
Athlon

The ONLY
Windows-compatible

64-bit PC processor

;

pi.

• Provides leading-edge 32-bit performance
for music, video, and games and is ready
for future 64-bit software.

« Improves security against certain types
Viruses, with Enhanced Virus Protection

for the'dlarGorftlng Microsoft® Windows® XP SP2.

iRI IUDn\AA^D “Conserves power and operates quietly
with AMD Cool'n'QuietTivTtechnology.
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- AMD* Athlon'™ 64 Processor wllh HyperTronsport™ Technology
The ONLY Windows-compatible 64-blt PC processor
up to 1600Mhz system bus

- Raldmox' Aluminum B-Bay Super Llghi Weight Tower Case wllh 420 Wott Power
h See-Through Window Sound-Activated Neon Light

- 1024MB ODR400 Memory
- 120GB 7200RPM Herd Drive w/ 8M8 Cache

- 16x DVD-ROM Drive

- 8X DV0±R/sRW Drive & 1 .44M8 Floppy Drive
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- ATI* RADEON™ X800 Pro 256MB DDR AGP 8X Video Card

- 5.1 Clionnel Surround 3D Premium Sound

- 10/100/1000 MBps Ethernet LAN

- Logitech Z-640 5.1 Surround Sound Speakers

- 19' ViewSonic* Pertecl Flat E90FB .21H mm Monitor

- MICfOsoft'Opcilal S-Buflon IntolllMousa Explorer

- Mulilmodia Keyboard

- Microsoft Windows’ XP Home Edliion

- Free Norton Antivirus™ 2004 CD
- Free 1-Yoor 24/7 l-Care Deluxe Technical Support h- On-Slle Service
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AMD Athlon''’^

AMD Alhlon''^^

AMD Alhlon’’'

AMD Athlon’’''

AMD Athlon^''

64 FX-53 Processor

64 3400-f Processor

64 3200-4- Processor

64 3000-4- Processor

64 2800-4- Processor

S 2429

S 1929
$ 1779

$ 1699

S 1669

- AMD* Athlon™ 64 Processor with HyperTronsport™ Technology
The ONLY Windows-compatible 64-blt PC processor
up to leoOMhz system bus

- Raldmox* Scorplo-868 Tower Cose with 420 Wall Power
-(- See-Through Window + Sound-Activated Neon Light

- 512MB DDR400 Memory

- 120GB 7200RPM Hard Drive

- 1 6x DVD-ROM + 52x24x52 CD-RW Combo Drive

- Creative Lobs 56K v.92 Fox Modem
- NVIDIA* GeForce™ FX 5500 256MB DDR AGP 8X Video Cord

- 5.1 Channel Surround 3D Premium Sound

- 10/100/1000 MBps Ethernet LAN

- eoowcll Surround Sound Speakers

~ Multimedia Keyboard & Optical Mouse
- Microsoft* Windows* XP Homo Edition

AMD Athlon”

AMD Athlon”

AMD Athlon”

AMD Athlon”

AMD Athlon”

64 FX-53 Processor

64 3400-1- Processor

64 3200-1- Processor

64 3000-1- Processor

64 2800-4- Processor

S 1589

S 1089

S 949
S 869
S 829



IF^gaiiSJ S<-4 F^owen 6^
AMD" Athlon''"’ 64 Processor with HyperTronsport"^ Technology
The ONLY Windows-compatible 64-bit PC processor
up to l600Mhz system bus

Roldmox' 268 Tower Cose with 350 Wotl Power
+ See-Through Window

512US DDR400 Memory

800B 7200RPM Hard Drive

16x DVD-ROM Drive

Creative Lobs 56K V.92 Fox Modem
ATI* RADEON^"' 9200 128MB DOR AGP 8X Video Card

5.1 Channel Surround 3D Premium Sound

10/100/1000 MBps Ethernet LAN

SOOWott Surround Sound Speakers

Internet Mouse

PS2 Keyboord

Upgrode to Sicuro RW360XL 2.1 Gaming Speakers System -r- S75

-- AMD* Athlon™ 64 Processor with HyperTronspon™ Technology
The ONLY Windows-compatible 64-bli PC processor
up to 1600Mhz system bus

- Roldmox* Scorplo-868 Tower Cose with 420 Wott Power
+ See-Through Window

- 51 2MB DDR400 Memory

- 80GB 7200RPM Hord Drive

- 52x24x52 CD-RW Drive

- Creollve Labs 56K V.92 Fax Modem
- NVIDIA" GeForce'"' FX 5200 128MB DDR AGP BX Video Card

- 5.1 Chonnel Surround 3D Premium Sound

- 10/100/1000 MBps Ethernet LAN

- eoowott Surround Sound Speakers

- Internet Mouse & PS2 Keyboard

- Mierosofi Windows'* XP Home Edition

- Free 1 -Year 24/7 l-Care Deluxe Technical Support On-Slte Service

AMD Athlon'^” 64 3400+ Processor $ 869

AMD Athlon^” 64 3200+ Processor S719
AMD Athlon''” 64 3000+ Processor $ 659
AMD Athlon'” 64 2800+ Processor $ 609

AMD Athlon''” 64 3400+ Processor S 979
AMD Athlon''” 64 3200+ Processor $ 829
AMD Athlon''” 64 3000+ Processor S 769
AMD Athlon''” 64 2800+ Processor S 719

saczK ~rc3 sczi-hocsi- s<-i

- AMD* Athlon'"* 64 Processor with HyperTransport'"* Technology
The ONLY Windows-compatible 64-bit PC processor
up to 1600Mhz system bus

- NZXT* Guardlon MOD Tower Cose wllh 420 Wotl Power
+ See-Through Window Sound-Aclivalod Neon LIghI

- 512MB DDR400 Memory

- 80GB 7200RPM Hard Drive

- 8X DVD±R/±RW + CD-RW Drive

- Creollve Labs 56K V.92 Fax Modem
- ATI* RADEON'"* 9600-XT 256MB DDR AGP BX Video Cord

- 5.1 Chonnel Surround 3D Premium Sound

- 10/100/1000 MBps Ethernet LAN

- eOOWoft Surround Sound Speakers

- Opcitol Mouse & Multimedia Keyboard

- Mlcrosotl Windows* XP Home Edition

- Free Norton AntiVirus’“ 2004 CD
- Free l-Yeor 24/7 l-Care Deluxe Technicol Support On-Site Service

AMD Athlon'” 64 3400+ Processor S 1 1 59
AMD Athlon'” 64 3200+ Processor S 1019

AMD Athlon'” 64 3000+ Processor S 949

AMD Athlon'” 64 2800+ Processor S 909
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Itec Lansing likes big speakers,

as evidenced by its MX5021
set. Each 20-watt (RMS) satel-

lite is fitted with two 3-inch

full-range drivers beneath a 1-inch

tweeter. The subwoofer is equally

imposing, loaded with a 50-watt,

6.5-inch long-throw driver.

Regardless of its size, its THX certifica-

tion indicates that this system works.

The sound is accurate and clean, com-
pletely devoid of any hiss or distortion.

The midrange is awesome, re-creating

vocals and instruments that sound like

they’re in the room next to you. With

dedicated tweeters, there was a chance

inch auxiliary jack for a second
audio source. Altec

also includes a tiny, fully functional

remote control.

Not a perfect system, the MX5021 offers

solid, crystal-clear sound—but at its hefty

price, I would have hoped for bass as big

as the subwoofer is tall, S Joel Durham Jr.

BMANUFACTURER Altec Lansing URL www.altDC-lansing.com PRICE S199.95

nitec 2.1

Solution
Altec’s little speakers that could

Enthusiasts who want to feel the bass
shake their seats will be disappointed.

that the treble

would be overwhelming,

but in fact, it's surprisingly

gentle. The only thing

lacking is the bass; it spits

out enough bass to faithfully re-cre-

ate music and gaming sounds, but

enthusiasts who want to feel the bass

shake their seats will be disappointed. In

a $200 three-piece system, I expect
brain-shattering bass.

The controls are a study in conve-

nience. A control pod lets you adjust

volume, bass, and treble levels through a

context knob, and it includes both a 1/8-

inch headphone jack and a handy 1/8- Verdict fr
Accurate sound and powerful, handy
controls. However, they lack bass and
are expensive.

Tons of Form,
Not Enough Function
They’re small and good looking, but how do they sound?

inches deep.

The Companion 3 is full of little conve-

niences. You can place the satellites on
your desk or mount them to your monitor.

You can adjust the volume on a little puck-

shaped control pod and mute the speakers

by tapping a touch-sensitive panel. The
puck includes two 1/8-inch minijacks: one

for a headset, and one for an auxiliary

input for another audio source, like a

portable audio player.

The two satellites are fitted with

i2-inch long-throw drivers with

ueSpace technology, which creates

wide sound field for such tiny

akers- The wood-encased subwoofer

a lot of air with its 5 1/4-inch

You can adjust the substantial bass

with a knob on the subwoofer, but unfortu-

nately, you can’t turn down the treble. The

!ny satellite speakers are all the

rage, and the Bose Companion
3 delivers with 2.5-inch-by-4-

inch speakers that are only 2.5

86 COMPUTER GAMING WORLD

sound isn't tinny, but it's a bit heavy on the

high notes. Also, the left speaker emits a

quiet but noticeable hum, which, although

it’s drowned out when the noise level rises,

is annoying when the system is supposed
to be silent.

The Companion 3’s only other draw-
back is its price; You can get a five-

speaker system from Logitech for less,

with equal audio quality. A surprisingly

disappointing system from Bose, the

Companion 3 leaves a lot to be desired

for its price. QJoel DurtiamJr.

VerdictA
Very strong bass and midrange.

However, there’s a slight hum and too
much treble...and they’re expensive.
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BMANur.ACTuRER Logitech i.tRL www.logitech.com PRICE $49.9S

UltrapoujGrful

Gaming mouse
With its eye-popping specs, we wonder if the MX510
is overkili or a fragfest necessity

^ Are you ready for a mouse
that boasts better specs than

your digital camera? With the

ultrapowerful MX510
Performance Optical Mouse,

Logitech has unleashed a gaming mon-
ster. Thanks to an MX Opticai Engine

boosted to 5.8 megapixels and a hefty

'12-bit data path, you’ii see lightning-

fast response times and accurate

mouse-pointer movement—and you

never know, it may just save your life.

While it's potentially overkill for a strictly

business user, the mouse is a shot of

adrenaline for LAN-party junkies, giving

you extra onscreen control and an alarm-

ingly high degree of mouse-pointer speed.

In fact, during testing, we had to lower the

sensitivity gauge in the MouseWare driver

because the 800-dpi MXSiO was too

much for our admittedly uncoordinated

hands to handle out of the box. Once we
configured it to our liking, an era of bliss-

ful gaming ensued.

Fashion and function?
With a unique holographic-swirl paint job,

the MXSiO looks like a tie-dyed T-shirt, so

if you dress like a hippie, beware of poten-

tial color clashes. According to Logitech, a

special magnetic painting process statisti-

cally guarantees each design is unique,

although we couldn't exactly test that the-

ory out in our lab.

If you're a serious gamer with $50 burn-

ing a hole in your pocket, you really can't

go wrong with the MX510, The megapixel

uptick for this new breed of Logitech

mouse provides an improvement In per-

formance upon earlier models, notably the

wireless MX700 and Biuetooth-enabled

MX900, which both sport a 4,7-megapixel

sensor. {A higher megapixel rating for a

mouse generally translates into smoother,

more accurate mouse movement.)

But should you throw out your old

mouse? If it's a ball-based design, yes

(what are you waiting for?)—otherwise,

think about it carefully. The MX5iO is good,

but if you already own a high-performance

mouse, you probably won't notice much
of a difference.-.unless you really push per-

formance boundaries.

Keep in mind that the MX510 is tethered

to your PC via a USB cord, but also

remember that wires are a frugal gamer's

best friend. S Robyn Peterson

Verdictv
Logitech's paramount gaming mouse
really takes the cheese.

TECH
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Pouuer
His monthly spes.v of filth

If they build it,

you’ll have to
come!

H
aving grown weary of reading

about how pissed off people

were about our first-ever DVD
and our subsequent respons-

es, Kristen passed down the following

decree: “I hereby request that no

additional CGW ink or paper be

devoted to the topic of our January

DVD, whether or not people should or

should not be expected to have or to

buy DVD players, etc. Not In Letters,

not in Tech Medics, not in the editori-

al, not in any column. Please—even

the horse’s hooves have been ground
into dust.”

It should come as no surprise that

I just can't let the dead horse lie. That,

and I also gain some kind of sick plea-

sure from pissin’ Kristen off.

Anyway, this month's rant Isn’t about

our DVD— it’s about the latest spate of

games that ship on four, five, hell, even

six CDs. In a word, that’s just ridicu-

lous. Whether it’s Microsoft Flight

Simulator 2004 (which ships on four

CDs), Unreal Tournament 2004 (which

ships with five installation CDs and a

separate “play" disc), or Far Cry

(which ships on five CDs), this trend

shows that, like the consoles, PC game
manufacturers should be shipping their

games on DVDs.

Of course, as we've learned, not all

PCs have DVD-ROM drives. And
while not everyone intends to watch

movies on their PCs, DVD-ROM
technology makes more sense than

CD-ROM technology. Hell, I remem-
ber in the so-called olden days,

games were shipped on ZO-plus

floppies and machines didn’t even
have CD-ROM drives. You know what

happened? Software manufacturers

began shipping products on CDs
and, io and behold, people started

buying and building machines with

CD-ROM drives.

So while many of you troglodytes

refuse to get with the program, I’m

hoping that gamers, at least, will get

with the future—because the fact

remains: "If they build It, you’ll have to

come." 1': William O’Neal



Houu to Upgrade Vour
Graphics Card
Doom 3 and Half-Life 2 are coming out any year now,

and guess what: Your old 3dfx Voodoo 3 graphics

card can’t even imagine Itself handling them. It’s

time to swap It out for a new state-of'the*art

GeForce FX or ATI Radeon 9-series monster. Your

system needs a transplant: Get ready to operate.

' " I Head to the control panel and open the Add/Remove Programs applet. Look
for your old card's drivers in the list box. You want to purge them from your

^ I CH TT I system to make way for a shiny, new installation. Click on Drivers and then

dick on the Add/Remove or Change/Modify button. When they’re uninstalled,

Most current AGP cards support 8X AGP. Older moth- you'll be prompted to reboot. Don’t do it—shut down your system instead,

erboards may not be able to physically accept new
cards in their musty old AGP slots. Knock heads with

your motherboard or system manufacturer to ensure

compatibility. Grab the absolute best card you can

afford—the higher you go now, the longer it'll be
before you have to upgrade again.

Install CATALYST™ Software Suite

Demo: Ruby: The DoubleCross

QuickTime Dimo; Ruby: The Do:^

Demo: Subsurface Scattering
*

Documentations

Fire up the system. Windows will detect a new device and
bother you for drivers, In most cases, the installation CD has

its own automated driver-installation routine, so cancel

Windows' prompts. Run the driver-installation CD. When the

drivers are in, reboot. Then go to the manufacturer's web-
site and download the latest drivers for your new card.

Install them, and you’re done. Now load up your games and
marvel at the smoooooth animation.

Be static safe; Plant your feet, ground yourself, and don't shuffle

your shoes while you're touching sensitive electronic equipment.

Remove the screw holding the graphics card in place. (The graphics

card will be the card closest to the CPU and the power supply.) Lift

it out, hurl it into the nearest trash receptacle, and slide your new
card Into place. Make sure it's fully seated! Secure It with a screw.



ULTIMATE
GAME MACHINE

\/ww;viciouspc.com
irderToll Free 1.866.289.2872

© 2004 Viciouspc.com. All rights reserved. All brands and product names are trademarks or registered trademarks of their respective companies. All prices and ^^»ations are subject to
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indicates relative software performance among AMD processors.

TRE ULTIi
GAMING MAOmNE

ntium

3NLY Microsoft ® Windows ®
}atibie 64*bit PC processor

L-3.L3-CLLLX

Price: $3499
Intel® Pentium® 4 Extreme Edition Processor 3.4GHzJ
NVIDIA GeForce 6800 Ultra 256MB DDR3
MSI Intel 875PJilae*FlSR 800MHz FSB w/HyperThrd
1024MB DuaKhannel PC3200 400MHz DDR Menr

16X DVD Drive

52X32X52 CD Rewritable Drive

Dual 80GB S-ATA 1 50 7200 RPM RAID 0 Array Harr»rive
ViewSonic 22" Aperture-Grill P220FB 2048X1536 PBfectFlat Monitor

Creative Labs Audigy 2 ZS 7.1 8-Channel Sound I
Creative Labs Inspire 7700 7.1 8-Channel Speakerr^/Subwoofer
500W Full-Tower Case with Level-3 Typhoon™ CasJCooling System
"SeeThrough"Red Side window with Vicious™ logo»d Cold-Cathod Lighting

Free Lifetime Technical Support r

Multimedia Internet Keyboard and Optical Mouse I

Microsoft® Windows® XP Home Edition w/Original\ICD

MHz FSB

ng™& Gigabit Lan
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NVIDIA- Alhlon’ ' NVIDIA- nForce™3 Athlon"' 64 MB w/ 8X AGP

512MB PC3200 OOR400 Memory
' 120CB 7200RPM 6MB Cache Serial ATA150 HD
' NVIDIA’ Geforce™ FX 5700 8X AGP 256MB DDR
w/ TV Out

NEC 8X OVO+-RW Drive

' I6X DVD-ROM

’ nForce 3 5.1 3-D Surround Sound

' Creative Cambridge Desk Top Theater 5.1

S560 5.1 Surround Sound System

’S6K V.92 Modem S 1.44MB Floppy Drive

' Ideazon CrossRre Gaming Swapabie Z-Board

& Mouse

'A-Top X-Blade Case 420Watt
with See Through Windows
and Sound Activated Neon Light.

’6 Cooi Custom Coiors to Choose From

'Microsotf Windows' XP Home Edition

Microsoh'WorkZO

’ Free First Year On Site Service

plus 24/7 Tech Support

NVIDIA' nForce^s Athlon'" 64 MB w/ 8X AGP

1024MB PC3200 DDR400 Memory
> 200GB 720aRPM SMB Cache Serial ATAISO HD

•ATI- RADEON™ X800 PRO 256MB DDR3
Video Card w/ TV Out & DVI

'Free Hall Life 2 Full Version Came

•NEC 8X DVD-f-RW Drive 2500A

Combo Drive (16X DVD-ROM & 52X32X52 CD-RW)

Creative Lab SB Audigy 2 ES 7.1 Sound w/ IEEE

Creative Cambridge Inspire T7700
7.1 Surround Sound System

56K V.92 Modem & 1.44M8 Floppy Drive

Ideazon CrossFire Gaming Swapabie Z-Board

Microsoft' Optical inlelli Explorer Mouse

Aluminum X-Super Alien Server Tower Case 425W
w/ MOD "See Through Windows" & Neon Light

6 Coot Custom Colors to Choose From

Microsoft' Windows* XP Home Edition

Microsoft' Work 7.0

Free First Year On Site Service

_ 64 MB w/ 8X AGP

^ • 512MB PC3200 DDR400 Memory

I

\
• 120CB 7200RPM SMB Cache Serial ATAISO HD

i 'NVIDIA' Geforce'" FX 5500 256MB 8X AGP Video

I
• I6X DVD-ROM

I

• 52X32X52 CD-RW Drive

I
'nForce 3 5.1 3-D Surround Sound

I

'SOOWatt Subwoofer System

I

• 56K V.92 Modem & 1.44MB Floppy Drive

I

‘Multimedia Control internet Keyboard & Mouse

I ‘Turbo X'lnfinity Case 420Watt
I with See Through Windows
I and Sound Activated Neon Light

I ‘6 Cool Custom Colors to Choose From

I

‘Microsoft’ Windows' XP Home Edition

I

‘Microsoft- Work 7.0

I ‘ Free First Year On Site Service

I

plus 24/7 Tech Support

I • Upgrade to Sicuro RW360XL 2.1 Gaming Speakers

I System for $75

plus 24/7 Tech Support

AMD Athlon'" 64 FX-53 Processor S 1785 CAcroi

AMD Athlon'" 64 3400-' Processor S 1285cAC7iM

AMD Athlon'" 64 SZOQ* Processor $ 1139 cactus

AMD Athlon'" 64 3000<- Processor $ 1075 cactus

AMD Athlon’" 64 2800+ Processor $ 1035caC70t

AMD Athlon'" 64 FX-S3 Processor $ 2385 CAFtdi

AMD Athlon'" 64 3400+ Processor S 1869 caftim

AMD Athlon’" 64 3200+ Processor S 1745 caftds

AMD Athlon*" 64 3000+ Processor $ 1679 caftos

AMD Athlon'" 64 2800+ Processor S 1635 caftot

FX-53 Processor $1595cahtoi
3400* Processor $ 1095cAH7oa

3200+ Processor $ 949 cantos

3000+ Processor S 885 cantos

2800+ Processor $ 839 cahtot

AMD Athlon'

AMD Athlon'

AMD Athlon'

a
‘m •

.



•NVIDIA’ Athlon™ 64 MB w/ 8X AGP

• 1024MB PC3200 DDR400 Memory
' 120CB 7200RPM SMB Cache Serial ATA150 HD

•NVIDIA- Ceforce™FX 5900 128MB DDR 8XAGP
Video Card w/ TV Out & DVI

• 16X DVD-ROM & 52X32X52 CD-RW Drive

-nForce™3 3D 5.1 Surround Sound

> Creative Cambridge Desk Top Theater 5.1

S6S 560 5.1 Surround Sound Si^em

• 56K Modem & 1.44MB Floppy Drive

> Ideazon CrossFire Gaming Swapable Z-Board

•Microsoft' Optical intelli Explorer Mouse

• A-Top X-Blade Case 420Watt
with See Through Windows
and Sound Activated 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

AMD Alhlort™ 64 FX-53 Processor S 1849 cajtoi

AMO Athlon™ 64 3400+ Processor $ 1 199 cai7m

AMD Athlon™ 64 3200+ Processor S 1135 capos

]
' AMD Athlon™ 64 3000+ Processor $ 1095 cai706

AMD Athlon™ 64 2SOO+ Processor S 90S Caiso?

• NVIDIA nForce-2 400 Ultra MB with 8X AGP
• SI2MB PC3200 Dual Channel DDR400 Memory

• 120CB 7200RPM Hard Drive

•ATI' RADEON'“ 9200 128MB DDR Video Card

w/ TV Out

•52X32X52 CD-RW Drive

nForce 2 5.1 3-D Surround Sound

• eooWatt Subwoofer Speaker System

S6K V.92 Modem & 1.44MB Floppy Drive

Multimedia Control Internet Keyboard S Mouse

•Turbo X-infinity Case 420 Watt
with See Through Windows
and Sound Activated Neon Light

6 Cool Custom Colors to Choose From

• Free First Year On Site Service

plus 24/7 Tech Support

AMO Athlon™ 64 FX-53 Processor

AMD Athlon'" 64 3400+ Processor S879 CAJ702

AMD Athlon™ 64 3200+ Processor S 735 caj/os

AMD Alhlon™ 64 3000+ Processor S669 caJ7o*

AMD Athlon™ 64 2600+ Processor S625 capos

NVIDIA nForce-2 400 Ultra MB with 8X AGP

•512MB PC3200 Dual Channel DDR400 Memory

• I20CB 7200RPM Hard Drive

• NVIDIA* Ceforce-"' FX 5500 256MB 8X AGP
w/ TV Out & DVI

NEC 8X DVD+-RW Drive 2500A

• nForce 2 5.1 3-0 Surround Sound

Creative Cambridge Desk Top Theater 5.1

SBS 560 5.1 Surround Sound System

56K V.92 Modem & I.44M6 Roppy Drive

•Multimedia Control Internet Keyboard 8 Mouse

• Microsoft' Optical intelliMouse

•A-Top X'Blade Case 420Watt
with See Through Windows
and Sound Activated 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

AMD Alhlon™ XP Processor 3200+ S 885 cbe7oi

AMD Athlon™ XP Processor 3000+ S 839 cbetcq

AMD Athlon"’ XP Processor 2800+ S 815 CBE70i

AMD Athlon™ XP Processor 2600+ S 779 cbE7o<

AMD Athlon™ XP Processor 2500+ S 769 cacTos

• NVIDIA nForce-2 400 Ultra MB wnth 8X AGP

•512MB PC3200 Dual Channel DDR400 Memory

• 80CB 7200RPM Ultra ATAI33 Hard Drive

• ATI’ RADEON™ 9200 I28MB DOR Video Card

w/ TV Out

• 16X DVD-ROM & 52X32X52 CD-RW Drive

•nForce 2 5.1 3-D Surround Sound

• eoOWatt Stereo Subwoofer Speaker System

W/ Matching Neon Light

• 56K Modem 8 1.44MB Roppy Drive

• Multimedia Control Internet Keyboard & Mouse

'Turbo X-lntinity Case 420 Watt
with See Through Windows
and Sound Activated Neon Light

•6 Cool Custom Colors to Choose From

•Microsoft' Windows' XP Home Edition

• Microsoft’ Work 7.0

• Free Rrst Year On Site Service

plus 24/7 Tech Support

AMD Athlon’" XP Processor 3200+ S 715 cbltoi

AMO Athlon*" XP Processor 3000+ S 669 ceutn

AMD Athlon'" XP Processor 2800+ S 645 cbi7os

AMD Athlon™ XP Processor 2600+ $615 csl7<m

AMD Athlon™ XP Processor 2600+ S 599 cbuos

•VIA K8T800 Chipset Motherboard

•512MB PC3200 DDR400 Memory

60CB Ultra ATAIOO Hard Drive

• Mobile ATI' Radeon™ 9700 PRO 128MB Video

' 15" XCA TFT Display 1024x768 Pixels

•CD-RW/DVD Combo Drive

• 10/100 Network Card & 56K V.92 Modem

•Wireless 802.1IG 54Mbps Networking

•3-in-1 Built-in Media Reader

I Rrewirc IEEE 1394 & 3 USB 2.0 Ports

• 1 PCMCIA Type [l Slot

•Weight only 7.93 Lbs

•Mkrosoft- Windows XP Home Edition

•Free Carr^ngCase

5 Custom Colors to Choose From

AMO Mobile Athlon™ 64 Processor 3400+ $ 1769

AMD Mobile Athlon'” 64 Processor 3200+ S 1619

AMD Mobile Athlon™ 64 Processor 3000+ $ 1555

AMO Mobile Athlon'" 64 Processor 2800+ $ 1515

AMDnl lAMDin

AthlonFx [Athlon

The ONLY
Winciows-compatible 64-bit

PC processor

• Features HyperTransport^”
technology for improved
multitasking performance

Gamer's #7 Choice
for Optical Solution!!

Artec' Presents to
all the Gamers -

Transparency "DIABLO I"

DVD-ROM & CD-RW Drives

CyberPower Inc.
4802 Little John St. Baldwin Park. CA 91706

Tel; (6267813-7730 - Fa*: (6267813-3810
Technical Support (877)876-4965

Hour: Mon-Fn 8:30A.M. - 6;OOP.M.
Sat 9;30A.M. - 3:OOP.M-



You’ve got questions, Wil’s got a hangover

B Logitech Z-

5300 speakers

R PC gamer culth a PSSP
I recently read the review of the

Logitech Z-5300 speakers and I was
wondering how they would compare to

the Z-560S. I understand the 560s are

4.1 with 400 watts RMS, while the 5300s
are 5.1 with 280 watts RMS. This makes
me wonder which set would be better

suited to my needs, since they both run

for about the same price. I will be using

the speakers for my computer as well as

playing DVDs on my PS2.

Philip

The Z-5300S are better suited for

multiple systems, including PCs, DVD
players, and game consoles, while the

Z-560S are more specifically PC
speakers. So, considering you’ll be
using them with a PS2 as well as your
PC, get the Z-5300s. They come with

an adapter that makes connecting them
to a game console a snap. Or a plug.

Ha ha!

UJe haue a conuerti
After reading your article on PC gaming
in Electronic Gaming Monthly, I checked
out the Vicious PC website. However.

I've run into a problem choosing a

graphics card. Two of the choices are an

Nvidia GeForce FX 5600 256MB and a

GeForce FX 5700 Ultra 128MB (note the

5700 is an Ultra, while the 5600 isn't).

My question: Which one's actually more
powerful, since the cost is the same
(plus or minus $1)? I know that a 256MB
card is typically more powerful than a

128MB one, but the 128MB one, In this

instance, is of a higher class and an Ultra

edition. I'm freakin' lost, especially since

I just started with PC gaming— I've most-

ly been a console gamer until now.

Chris

The French oiould say youTe
sh*t out of luck-or som^hlng
1 am currently using an Alpha Vega
(have you heard of them?) computer
from 1999, It has a 700MHz AMD Athlon

processor, and I recently upgraded the

graphics card to a 128MB GeForce 4 MX
440. I am using a Windows 98 Second
Edition OS. If I have only about $200 to

upgrade something, what do you think I

should upgrade first?

Mike

bought Deus Ex: Invisible War, and—so
far— it’s a great game. But I have a prob-

lem. First off, my ATI Radeon 9600 XT
plays the game like crap when I have it

running at just 800x600 with 2x AA
enabled. If t turn It up any higher, the

framerate drops too much. The thing

is. Call of Duty runs perfectly at

1024x768 with 4x AF and AA enabled.

What gives?

Thierry

Tech medics

Welcome to the “better side” of gaming,
Chris. Anyway, the question you pose is a

good one. Having given it some thought,

I'm inclined to agree with your conclu-

sion that going with the “higher class"

card is the best choice.

Buy this graphics card

I'm now recommending that everyone

in the world run out and buy Nvidia's

GeForce FX €800 Ultra. Look for a

review of the card next month.

I’d suggest replacing that pathetic

processor with one that...wel[...doesn’t

suck. Of course, that all depends on
what kind of motherboard you have.

You should get the fastest processor

your board supports and as much RAM
as you can cop with the leftover

change. If that doesn’t work, just buy
yourself an Xbox with that $200, get a

job, and buy a new computer.

Patches? Vou may need some
stinking patches
Well, based on almost every freaking PC
gaming magazine's recommendation, I

I’ve heard from several people that

Deus Ex: Invisible War tends to get

chunky when you enable things such as

AA and AF. My advice to you would be
to play it at 800x600 with AA and AF
turned off. Like Halo, it’s one of those

games that looks better only by
increasing the resolution. Of course,

that doesn’t really help you, does it?

Make sure that you have vertical sync

(V-sync) turned off in your display

properties and that there aren’t a

bunch of applets running in the

background. Also, download ATI’s

latest drivers and look for any game-
specific patches.
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www.newegg.com
www.foxconnchannel.com

• Supports Athlon^” 64, Socket

754 processors

• SiS755 Northbridge and 964 Southbridge

• Supports DDR333/400, 3 DIMMs
•1 xAGPSX, 5xPCI2.3
• 4 X SATA/150 (2 w/RAID), 2 x ATA/133

• Integrated 6-channel audio

• Integrated Realtek 10/100/1000 (GbE) LAN
• Integrated IEEE-1394 (rear + internal front header)

• Supports up to 8 USB ports

• ATX form factor

• Comprehensive software stack including

Symantec's Norton Internet Security 2004

Supports all Intel' Pentium' 4, 478-pin,

800 MHZ FSB processors, including Prescott

Intel 875P MCH and ICH5R

Dual channel DDR266/333/400, 4 DIMMs
1 xAGPSX, 5xPCI 2.3

4 X SATA/150 (2/w RAID) 2 x ATA/100

Integrated 6-channel audio

Integrated Realtek 10/100/1000 (GbE) LAN
Integrated iEEE-1394 (rear + internal front header)

Supports up to 8 USB ports

ATX form factor

Comprehensive software stack including

Symantec's Norton Internet Security 2004

Abou! Foxcunn -’Toxconn" is n registered trade name of Hon Hai Precision

liKliistrv Company, Ltd., a Taiwanese company with maior production facilities

in mainland China. Hon Hai is a world leader in providing product and service

solutions to the communicatiorts, consumer, and computer industries. With

2003 worldwide sales exceeding S1QB (USD), Hon Hai is the world lender in

Hie production of computer connectors and eMcln.sures (chassis). The

company is also a leader in computer inothei boards, producing mure than

26 million in 2003 foi the world's leading names in porsonal computers and

computer infra.sttucitire products.

PC Foxconn“
CLUB Advancing Through Innovation

Trade names, brands, and logos, which may be claimed as the property of others, are hereby acknowledged.



8,000'^ Customer Testimonials

A Rating on ANY Merchant Hanking Site

98% of Orders Ship within 1 Business Day

87,090+ Product Reviews From Customers

Best Value, Always! FREE SHIPPING*
FedEx Slater Saver Shipping

AMD Athlon^ 64 Technology

AMD£I The Only Windows^-compatible 64-bit PC processor
• EnhancedVirus Protection for the upcoming HIcrosofcSWindows? XP SP2
Cool'n'Quiet'"' technology offers performance-on-demand capability to reduce energy usage

and enable a quiet environment for home computing

I
Athlon -Streamlines multitasking performance with HyperTransport^ technology, invented by AMD,

I which removes I/O bottlenecks, increases bandwidth, and reduces latency

Athlon^"* 64 3400+
1MB L2 Cache
64-bit Processor

Model# ADA3400BOX

$416.00

Athlon^"’ 64 3200+
1MB L2 Cache
64-bit Processor

Model# ADA3200BOX

$282.00

Athlon^'^ 64 3000+
512KB L2 Cache
64-bit Processor

Model# ADA3000BOX

$223.00

/

IMB 12 Cache

®404 64-bit Processor
' Model# ADA3400AEP5AP

OEM

1MB L2 Cache

*270. 00 64-bit Processor

Model# ADA3200AEP5AP
OEM

Blffl

$2 1 1
.00

Athlon^'^ 64 3000+
512KB L2 Cache
64-bit Processor
Model# ADA3000AEP4AP
OEM ,

$ 101,00

Rosewill
ATI Radeon
9600LE
256MB DDR
128-ait

*408.°°

Sapphire
ATI Radeon
9800XT
256MB DDR
256-Bit

Creative Labs NYKO Air Flo PC
Sound Blaster Gamepad USB
Audigy2 ZS PCI

$84.»» $22,00

M-Audio Belkin Nostromo
Revolution 7.1 Speedpad N52 USB
Channel PCI

' HOI."" S35.“"
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Shoppers' Choice Award 2003 Best Place To Buy Components

Fulfilling over lOyOOO orders a day.. .and winning awards doing it.'

AMD Athlon™ 64 FX Technology

The Only Windows^-compatibie 64>bit PC processor
Cinematic computini lets you run die latest games with maximum detail and maximum performance

• Get access to unprecedented PC software performance and theVy^ndows? -compatihle 64-bit PC processor

• Blow your mind with DVD-like gaming • where fire looks like fire. shots sound like a cannon.and it all

feels like it's happening right here, right now

Athlon™ 64 FX-53
1MB L2 Cache
64-bit Processor

Model# ADAFX53DEP5AT
OEM

JU^-

Athlon™ 64 FX-53
1MB L2 Cache
64-bit Processor

Model# ADAFX53BOX

AMD Opteron’” Model 244
1MB L2 Cache
64-bit Processor

fl;7n7 00 Model# OSA244CEP5AL
64-bit Processor

532700 Model# OSA244BOX

1MB L2 Cache
64-bit Processor

546 I
00 Model# OSA246BOX

Monitor

ViewSonic P95F+B 19"

UltraBrite'"" PerfectFlat

CRT 2048x1536 @ 68Hz

JPl.rtWIJOUj. lit-l. M

Antec Silver Aluminum
Performance 1 Series ATX
Mid-Tower Case w/
Swiveling Front Control

Panel Features LED
Display Model# P160

9
Thermaltake
Extreme Volcano 12

All Copper 2 Adjustable

Fan Speed Controller

For AMD Athlon XP
Up To 3400-i-

$33,99

u
Zalman CNPS7000A-
Cu Pure Copper CPU
Cooler For AMD XP
Socket 462/754

\ $4 1
00

Antec 480 Watt NEC 8X Black

Power Supply w/ DVDIRW Drive

Blue LED Fan Model# ND-2500A
Model# TRUEBLUE OEM
480

*86.“° $79.00

laewegg-

Best Value, Always!



Cracked Case
GDC 2004: the merging of the medium

I

icrosoft didn’t announce Its

next-generation Xbox at the

2004 Game Developers

Conference in San Jose this

year, but what the boys in Redmond did

announce may perhaps be more significant

in the long run. Dubbed “XNA,” It repre-

sents an effective merging of the Xbox

software-development tools and DirectX.

While Xbox has always had DirectX as its

core, XNA means that DirectX on the PC
and console will essentially merge. Note

that the underlying Xbox hardware (as it

exists today) can't handle the newer tech-

nologies built into the current version of

DirectX, but having cross-platform tools will

make life substantially easier for developers.

Whether this is a good thing for PC gamers

is somewhat unclear. On one hand, having a

single development target will make cross-

platform games easier to develop. The flip

side of the coin, however, is the possibility

of dumbed-down content for the PC.

Perhaps a worrisome indicator is

Microsoft’s intent to define a standard

game controller for the PC—and that game
controller will be a gamepad. Sure, stan-

dardization is a good thing, but the PC has

a tremendous leg up with the mouse and

keyboard. Having a standard gamepad
may mean more robust sports games and
even fighting games. But if game develop-

ers try to force-fit traditional PC games
into a gamepad environment, the PC
becomes no more than a glorified console,

PC game sales are down, which may be

part of the driving force here. But for

every KOTOR, which represents a highly

successful console port, we also see

superb PC games that simply won’t work
on the console. Imagine trying to play

something like Rise of Nations. Battlefieid

Vietnam, or even Diabio il on a console.

Shooters, which exist on both platforms,

simply feel different on one platform or

the other. And intricate real-time-strategy

games simply don’t transfer.

Also, the PC is still a superb platform for

experimental and small studio titles.

Games like GDC award winner Oasis

(www.oasisgame.com) or Charles Moylan’s

Corriibaf Mission (www.battlefront.com)

series simply won’t get traction on con-

soles. Development costs for console

games are higher, and no easy distribution

mechanism exists today. It remains to be
seen if XNA will have a positive or nega-

tive impact on the future of PC gaming.

Gamss may actually catch up
to the hardware
On a different note, those of you who have

invested serious dollars in high-cost graphics

hardware for the PC may start to see more
shader-enabled games going forward. As
more pixel-and-vertex shader-enabled hard-

ware gets out into the world, game publish-

ers have more incentive to take advantage

of it. However, we're starting to see tools

that enable easier creation and visualization

of shaders—tools built for.artists, not pro-

J Allard, Microsoft's Corporate VP and Chief
XNA Architect Introduces the World to XNA.

grammars. The most interesting one current-

ly is RTzen’s RT/Shader (www.rtzen.com),

but Nvidia’s FX Composer and the shader

authoring tool built into the next-generation

Unreal engine look promising.

Finally, Intel is readying an integrated

graphics core for its chipsets that will sup-

port Pixel Shader 2.0 and offer four

pipelines. Those features, coupled to a

333MHz core clock, should finally give the

world a modest but usable minimum for

graphics. Furthermore, it will remove a key

objection to developing games with shad-

er content. Of course, vertex shaders will

still be handled by the CPU, so vertex-

shader-heavy games may be problematic.

But I suppose you can still call it progress.

So the PC and console leapfrog cycle

continues. The only real worry is this: Will

any game publisher, driven by visions of

high-voiume console game sales, really

care that the PC is now a more capable

platform for games? We’ll just have to

wait and see. Q Loyd Case
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What’s a wizard to do? The l.AN parn'’s 30 blocks awav, and Mr. Furrv Pants wants a ride. Good thing he’s

got Aria at Iris side, because this clever cube case packs eveiythiiig he needs to take on the fiercest opponents, like

four drive bavs. A 300 Watt power supply. And unlike other cube cases, it accomodates microATX modierboards.

So when he needs to upgrade his rig, he’ll only be limited bv his imagination. However bizarre it may be.

To learn how wc can help you build reality-defying systems, visit wnvw.antec-inc.com.
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TELL US RLL RBOUT
VOUR UIRELESS
GRPlinG LIFE...

and you could win a brand new
40GB Apple iPod.*

(A PRIZE PACKAGE WORTH $500!)

IT’S SiinPLG. Just log on to:

www.surveymonkey.com/
mobiiegaming

Enter your unique I.D. code:

CGWSUBS

And, complete a brief survey.

It's that easy!**

DOUBLE VOUR CHROCES OF LJinniOG!

Be one of the first 500 people
to complete the survey.

Survey closes June 28, 2004.

'iPod' is Q registered trademark of Apple Computer. Inc.

Apple Computer, Inc. does not endorse or sponsor this sweepstakes.
’ Go to www.survBvmonkov.conVmobllegaming lor complete sweepstakes rules.

Only one entry per household. No purchase necessary.
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Check Out
PERIPHERALS

Inside
Need a game to play? Need a computer to

play it on? Our Check Out section has you cov-

ered. As always, we’ve got lots of quality hard-

ware recommendations for the performance-

minded gamer, as well as a look back at the lat-

est and greatest games of the past several

months and a new chapter in the never-ending

battle that is Tom vs. Bruce.
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R-LiS
Our picks

This year’s E3 expo has come and

gone, which probably means that

a lot of you PC gaming fanatics out

there are salivating at all the goodies

that will soon be coming your way.

What better time to start upgrading

your rig to tip-top shape so you can

take full advantage of all those future

prospects? From retail machines to

gaming laptops to high-end compo-

nents, we’ve got all the hardware rec-

ommendations that any budget-mind-

ed or computer-crazy gamer needs. Of

course, the standard rules still

apply—that is to say, our printed

prices are guidelines, not gospel.

COmPUTERS
Remember the days when 1MB of RAM was a lot? Or when every-

one had monochrome screens and tinny PC speakers? Wow, we
feel really old now.

Intel-based system

OUR PICK

Gamer
$2,160

Gateway

WHY YOU SHOULD BUY IT

Gateway has found the sweet spot between being a major OEM
and a boutique system maker. Its 710G Gamer uses the same
parts the small guys use, and it is damn near as fast. This

machine is so sweet, in fact, that it won this month's desktop
roundup. While it isn't necessarily as "fast" as machines by
Voodoo and Falcon, Its 256MB Nvidia GeForce FX 5950 Ultra

graphics card, combined with a bevy of awesome accessories,
has us sold.

RITID-based system
PRODUCT WHY YOU SHOULD BUY IT

OUR PICK
While Gateway's 7106 Gamer is like the Swiss Army knife

of computers, Voodoo PC's Hexx Is an awesome balance of
speed and style. AMD’s Athlon 64 3000+ CPU, In combina-
tion with a 2S6M8 ATI Radeon 9800 XT graphics card and

oHexxcSSS
$2,500

VoodooPC

1GB of Corsair memory, makes this rig plenty fast—but it's

the Hexx’s unique styling that really has us hooked. Who
said PCs have to be ugly?
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LflM-boy rig

PRODUCT WHY YOU SHOULD BUY IT
|

OUR PICK
Dave Salvator doesn’t like anything, which is why we were

o FragBox Pro surprised that he wanted to give Falcon’s FragBox Pro an

$1,795 Editors’ Choice award. Of course, one look at the thing and

ip;
Falcon Northwest you can see why it’s so cool. Inside that little box lurks an

Intel Pentium 4 2.80GHz CPU, a 120GB hard drive. 1GB of

memory, and a 256MB Nvidia GeForce FX 5950 Ultra graph-

ics card. Not all small form-factor PCs can pack that kind of

power, but Falcon worked some serious “cooling magic" to

get ail that to work together,

PERIPHERRLS
Ever try to play a flight sim with a keyboard? Yeah, that

doesn't work too well. Neither does playing a shooter with

a gamepad. What are all you console kids thinking?

GtgaWbiteSTSO
$500
Creative Labs

While some may scoff at a 7.1 speaker setup, who would turn

down 700 watts of awesome audio power? With two rear and

two side satellites, the S750 will turn your home sound setup

into a movie theater.

3)i:uu

Logitech

BUDOET PICK

Z-3
$100
Logitech

Having earned an Editors’ Choice award In our February Issue,

Logitech’s Z-5300 boasts Incredible power, quality, and bass

all at a decent price. Take note, though—these speakers lack

digital inputs.

If you’re on a budget, we suggest you forgo a cheap set of 4.1 or

5.1 speakers and opt for a good set of 2.1 speakers instead,

Logitech’s Z'3s sound great and look even better.

Keyboard

WIRELESS PICK

Wireless Optical Desktop Bite

$100
Microsoft

WHY YOU SHOULD BUY IT

You can’t go wrong with this handy keyboard. The buttons at

the top allow you to perform common functions like launching

a Web browser, opening folders, and controlling multimedia

apps such as Media Player,

Microsoft’s latest desktop set sports the company's new "tilt

wheel" technology that allows you to scroll horizontally through

documents. The keyboard Is highly customizable, and Its cush-

ioned palm rest is more comfortable than a standard plastic one.

Gamepad
WHY YOU SHOULD BUY IT

Ever since we put the Dual Action USB in the A-List, we’ve

received complaints about it. Hey, it may look like a PS2

DualShock controller, but the fact is. if you’re playing sports

games on a PC, this is the pad to use.
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mouse

WIRED PtCK

InteIGmouse Explorer 4X)
$50
Microsoft

WIRELESS PICK

Inteffimouse ExplorerZO
$60
Microsoft

Microsoft's latest Inteilimouse Explorer boasts the company's
new tilt-wheel technology, but more important, it’s very com-
fortable and rocks plenty of customizable buttons. It can also be
connected to either a standard PS/2 port or a USB port.

Microsoft’s Wireless inteilimouse Explorer 2.0 is essentially

the wireless version of the Inteilimouse Explorer 4.0. While it

comes in several colors, we prefer the leather-bound version.

WHY YOU SHOULD BUY IT

Not necessarily a radical change, the Sennheiser PC155 is

more of an update to the company’s PC150 headset that

Darren Gladstone loves so much. That said, if you're playing

any online games with voice support, you’ll like the PC155.

Joystick

7^' PRODUCT WHY YOU SHOULD BUY IT

OUR PICK

oExtreme 3D Pro
$35
Logitech

,

While they aren’t as popular as they once were, there are still i

some pretty good flight sIms out there. Whether you’re a

;

hardcore or casual flight-sim fan, Logitech’s Extreme 3D Pro
will help you get the job done.

Racing uuheel

r' PRODUCT WHY YOU SHOULD BUY IT I

1

OUR PICK

MONO Racing Wheel
$100

Logitech

The entry-level MONO wheel is an awesome peripheral. What's
not to love about feeling like you’re actually behind the wheel?
It's just the kind of thing that’ll get your motor in gear for some
Need for Speed Underground.

DISPLflVS
Ever have a monitor totally freak out and make funny noises when

your cell phone rings? Picture that, but with every electronic

device In the room, and presto—you've got Jeff Green’s office!

CRT monitor
PRODUCT WHY YOU SHOULD BUY IT

HIOH-END PICK

::22-eKh MuHiSync FE2TI1SB
$600
NEC

When it comes to gaming, CRTs can't be beat—and NEC’s
Multisync has been the favorite of many of the boutiques for

years. With a huge viewable area and a great price, this is defi-

nitely a recommended buy.

1

BUDOET PICK
.
For gamers on a budget, ViewSonIc’s 19-inch E90fb Is a fan-

1

tastlc CRT display. While 14-inch monitors used to be entry-

1

level displays, there's no reason to go below 19 inches with

1 prices like this.
-

19-bKhE90ffo
$225
ViewSonic

102 COMPUTER GAMING WORLD



I
CHECK OUT I I

LCD monitor
PRODUCT WHY YOU SHOULD BUY IT

HIOH-EMD PICK

oUftraShaip2001FP
$1,000

Dell

Dell's UltraSharp 2001FP is often packaged with the compa-
ny’s XPS gaming system. With a slick design and a response

time of 16ms, this display makes gaming a real treat. It also

pivots 90 degrees for vertical document viewing.

^ BUaaET PICK ^
j

Hitachi’s update to last year’s CML174B mode], the
|

;
CML175B boasts a native resolution of 1280x1624 (great for i

j

gaming) and a 16ms response time, in other words, a great
‘

{

gaming LCD ]ust got more...uh...greater(er).
j

CML175B
$500
Hitachi

COmPONENTS
Some people love Nvidia, others love ATI. What’s our take

on It? Hey, as long as Unreal Tournament 2004 looks pretty,

we really don’t care one way or the other.

WHY YOU SHOULD BUY IT

Among gaming processors, the Athlon 64 FX-53 is at the

top of the heap. Even though the 64 bits aren't being

exploited, the 32-bit applications run almost as fast as

Darren can talk. We said almost.

•, While the 2.8GHz Pentium 4 chip is not as king of the road as [

, an 800MHz frontside-bus 3.4GHz model, it is still one zippy

I

little core. Plus, with an Intel mobo, you’ll be ready for the

; eventual upgrade.

motherdoard

Designed for AMD's Athlon 64 FX line of processors, the SK8V
sports the 64*bit chipset of choice—the VIA K8T800. This

motherboard also boasts a 400MHz frontside bus, as well as

support for DDR400 RAM.

Intel’s D875P8Z isn’t SO much "low end” as it is flexible.

: Constructed around the i875P chipset, It has built-in SATA
i
RAID support and makes a great backbone for ah affordable

Pentium 4 system.

BUDCET PICK

D875PBZ
$150

Intel

sSK8V
$200
Asus

OUR PICK

»Aucigy2ZS
$200
Creative Labs

Soundcard
WHY YOU SHOULD BUY IT

You haven't experienced surround until you've heard an

awesome 7.1 system. In conjunction with Creative's

GigaWorks S750 7.1 speakers, the Audigy 2 ZS is awesome.
Serious audiophiles can upgrade to the Platinum or

Platinum Pro models for even more power.
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Uldeocard

PICK

256MB Radeon 9800 XT
$350

The Radeon XT was originally supposed to come packaged
with Half-Life 2. Unfortunately, the game's release date slipped,

but many of these cards are still being packaged with a coupon
for the game when it is eventually released.

ATI'S midrange part Is plenty fast enough to handle any game

I

that you're currently playing. Sure, it may not be as fancy as a

: 256MB 9800 XT card, but it’s definitely easier on the wallet.

PICK

GeForce FX 5200 UHra
Stay behind a generation of graphics cards to save some of

money. The Nvidia GeForce FX 5200 clocks in at about $80,

which is quite a bargain. Just make sure you don't buy the

cheaper, non-Ultra version.

Hard driue
WHY YOU SHOULD BUY IT

DiamondMax Plus 9 80GB
$100
Maxtor

I

At a littie more than $1/GB, Maxtor’s 7,200 rpm DiamondMax

I

Plus 9 80GB drive is a great option for a single-drive rig.

A single 250GB Hitachi Deskstar hard drive provides more than

enough disk space for 99 percent of the world's population. If

you're in that rare one percent who needs more, double them
up for a monstrous RAID array.

Deskstar 7K250 250GB
$250
Hitachi

Optical driue
PRODUCT WHY YOU SHOULD BUY IT I

HIOH-END PICK
This drive is not for the faint of heart—or light of wallet.

Pioneer's latest combo drive does everything you need: You
can create your own DVD movies, burn music CDs, or just back
up your data.

sDVR-AOTU
$200
Pioneer

> Bu0eeTPi.SK
1

Judging by the responses tb our first-ever DVD, many of you
|

have yet to adopt this technology. At around $30 for a basic
|

16x drive, there’s no reason to wait—and Sony’s 16x DVD-ROM
|

Is a great choice.
|

DDU1621 16x DVD-ROM
$30
Sony

Case
PRODUCT WHY YOU SHOULD BUY IT

TowBR PICK
Cooler Master's TAC-TOl is big, heavy, and not necessarily

uTAC-TOl-ElC cheap, but it's a great case for building that rig of your dreams.
$150 it’s solid and shiny, and there's a metal monolith inset on the
Cooler Master case’s face. What is that thing for, anyway?

1

ALTBRNATE-PORM PICK

SN85G4
$300
Shuttle

Shuttle’s Nforce3 150-based setup Is the perfect option for

building an Athlon 64 PX-based shuttle box. The motherboard
supports DDR400 and rocks Realtek's 6-channel audio. Plus,

it's much more portable than a bulky tower.
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Laptops are great for getting work done during a busy travel

schedule. They're even more useful when you want to avoid all

your annoying relatives when they come to visit.

Laptop
A PRODUCT WHY YOU SHOULD BUY IT

HIOK'END PICK

M675
$2,600

Gateway

With a 128MB ATI Mobility Radeon 9600 (MIO) graphics card

and a 17-inch display, Gateway's M675 is doper than most
desktop PCs. Plus, it can be difficult to put a desktop PC in

your backpack.

BUDOET PICK
eMachines’ M6807 ships with a 64MB ATI Mobility Radeon 9600
(MIO) graphics chip, but in many tests, it outperforms machines

with 128MB graphics options. That said, at only $1,549, you’ll be

damned happy with this Athlon 64-based laptop.

BM6807
$1549 (after $100 mail-in rebate)

eMachines

LIGHTWEIGHT PICK

Inspiron SOOm
$2,000
Dell

The 300m is the perfect traveling companion. The docking sta-

tion’s extra battery space means more than five hours of life,

and additional speakers give added rockability. Just don’t

expect to do much gaming on it.

Phone
PRODUCT WHY YOU SHOULD BUY IT

'MM'-

PLIP-PHONE PICK

QVI660
$199 ($49 with a two-year contract)

Samsung

Of the current crop of gaming-enabled phones, this one is the

slickest, most game friendly of the bunch. With the addition of

the $39 PCS Game Pad, (a GBA-like docking station), it's much
easier to control the action.

HON-PLIP-PHONE PICK
Thanks to a new federal policy that allows you to keep your
phone number when switching ceil providers, negotiating and
pinning down a really good deal on a phone Is much easier.

For a normai-sized phone, this model works great.

3660
$200
Nokia

$400
Tapwave

e805
$540
Toshiba

WHY YOU SHOULD BUY IT

For the moment, you aren't gonna find another PDA with this

kind of juice for the price that Tapwave is asking. With it, you

can bust out some grinds in Tony Hawk, juggle your contact

manager (yayl), listen to music, and watch The Simpsons.

This PDA sits at the top of Toshiba’s food chain. It’s built espe-

cially for the power-hungry PocketPC user, and Its bells and
whistles far surpass the 400MHz processor and 128MB of free

RAM. What better way to run MAME and countless games?

Gadget
PRODUCT WHY YOU SHOULD BUY IT I

OUR PICK
Holy crap! Your wallet Is probably bigger than this 5-megapixel

DSC-T1 Cyber-shot
$550
Sony

digital camera. Sony's DSC-Tl is tiny, but it has a large LCD
screen and 3x optical zoom. Poor battery life is the only price

you’ll be paying for high style.
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ReLUind 100
What should you play today? Names in red indicate Editors* Choice games

\Qmi ISSUE VEUDICI SCORE ...
1

Across Ihe Dnepr 4/04 An imbalanced, single-scenario

tonJoftoadd-oniOnot

kkkti^

Age ol Hythology:

The Titans Expansion

1/04 kkktiir

Amerkan Conquest;

nghi Bade

1/04 Fight boredom and micromanage-

menl by av^ing this lame sland-

tWr

Amedca's Anny:

Spedal Forces vLO
3/04 S/tfM/toisthetartital-sim

AquaNox 2:

Revelallon

12/03 likedrowninginaseaofbofedom

Armed 8 Dangerous 3/04

Bailie Engine Aquila 4/04

sso^i’tnoiSr"^^
or groundbreaking.

Batliel1eld1942;

Seoel Weapons of

World War II

12/03

the aging flsff/efje/d^ine is

worth Ihe money

kkkkk

QBaltlefleld

Vietium

6/04 •kkkk^

Beyond Good & Evil 3/04 kkkkk

Black Hawk Down:

Team Sabre

4/04 An entertaining add-on that beefs irkirki^
up the single- and multiplayer

games. Rat-a-tat-tat!

The Black Mirror 2/04 fheBM Mirra's gothic horror

doesn’t reguire much reflection

Blade and Sword 4/04 A lame O/afi/oclone lhal mighl’ve

Broken Sword 3:

The Sleeping Dragon

2/04 Ofsgo/rliamboyantly breaks out

ofjhebO!(.bi|tdt3gsltart)und3

kkkk%\

IGAHE . ISSUE VERDia..
:'

SCORE /

Call of Duty 1/04 Ca/lofDul/is so good and so

much fun that you'll undoubtedly

wish it was longer

vhhHWr

Cetdjrity

Dealhtnalch

2/04 Saveyourmcswybyjusl

throwing beer cans at the television

Chaser 1/04 A good-looking shooter thars

only fun for the first few hours

Chrome 2/04 Mtunning^fi-^hOT^I shooter *kkk&

Civilization III:

Conquests

4/04 *****

Cold Zero; No Herty 12/03 fttfZertfs repetitive, depthless

play leaves voucold

inWr

Combat Command 2: 11/03

Danger Forward lift [his Se^grard-taclical

war game above Kmn Pockel

irkk^

Combat Mission;

AfrikaKorps

4/04 Combat Mission Zl kirkirix

Commandos 3 5/04 Maybe Ihe toughest game ever,

and not in a good way

•kirCxixfx

Conspiracies 5/04 Cheesier than the ripest Greek feta sWrir
Contract JJt.C.K. 2/04 No Iranchise shines (otever-

JACK. is Ihe first blemish on

the NOlFstm

•kkixirfx

E9 Counter-Strike:

Condition Zero

3/04 Tills game was great when

it was free. For $40, it's just good

Dark Age ofCamelol: 2/04

Trials of Atlantis

Good expansion lor veteran

players, but not much for

new players

kkkkix

Dead to Rights 2/04 This no-ftiils port of an aged,

derivative, repetitive shooter

was dead on arrival

,0That Rule
QSimCity4:
Rush Hour

In this car-crazy SC4
expansion, you can take

part in high-speed

police chases, stage

spectacular freeway

accidents, and under-

take plenty of automo-
bile-related missions.

B Monopoly Tycoon

Monopoly meets Sim

C/fy— it just. ..makes sense,

doesn't it? This ain't no

board game—you've got

shops to manage, bud-

gets to balance, and bills

to pay, as well as plenty

of competition to crush

under your heel.
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CHECK OUT

IGAKE ISSUE VEmHcr SOK
1

Desert Storm III 2/04 At times engaging, but not quite

all it (an be

JWnWr

DeusExZ:

InvisibleW«
3/04 The sequel loDeusExii botti

dumbed down and smarted up

*****

Dominions II 2/04 The most gameplay of any 4X

game available anywhere

***w,

Dungeon Siege:

Legends ol Aranna

2/04 Good slulf (or fans of the original kkkirt\'

Empires: Dawn of

Ibe Hodem Age

2/04 A solid entry into the burgeoning kkkki:
historiol reaHime-strategysubg^

Etherlords II 12/03 A better, cheaper, 5D version of

M^ic: the Gsthering

**iWaV

FIFA 2004 2/04 It might be a rough console port

but its still the best soccer game

on any platform

***<(*

game lurking untlernealhall the

Injslralion. Good fuck gelling al

A lot ol oossibililies aixl potential,

but the riot of unmanageable action

makes it hard to enjoy

fiothitll 2/04 Better than the first, but still a irkickic
little loo wonky and foreign to

be a classic

2/04 A really good game hampered

by the same pesky bugs and

problematic A.L as the original

12/03 It's no ftfaf/|OTi-il's

not even Hommid

Highway to the Kdcfi I/D4 Anexcefienl system gets better

The Good Guys
Tlte Ineroes we love

OHortrons:

Empire of Istaria

5/04 More ol the same, with dragons *****

Hoyle's

Haje^c Ehess

12/03 A valiant attempt at chess tor

dummies that doesn’t quite leach

diimmies-tHJt does provide some

decml chess

*****

Jack the Ripper 5/04 A good Ripper slory butchered

by bugs, feeble purries, and a

bad ending

****sV

JetfighlerV 2/04 A rare combirwtion of frustration

and boredom

*****

Korea; Forgotten

(onfikl

4/04 A nice attempt at a Commandos

(lone Inafresh setting, virith

horrible A.I.

*****

Knights ol the Old

Republic

2/04 A total masterpiece from BioWare. *****
Easily the best RPG oftheyear

and possibly the best ffarH'a/s

game ever made

Lock-On: Hodmt

Air Combat

05/04 A tasty treat for stanringjet-sim

Ians, even without the dynamic

campaign

kkkiitf

Lords ol EverfluesI 03/04 Alaidy decent attempt at

capitaliringonalhed-and-lrue

{rt'arCrafi’/fO formula

****tV

lOTR: File Return

ol the King

2/04 Check your brain at Ihe door lor ****A‘
Ihis sword-swinging, spell-slinging

good time

Hagk: The Gathering 4/04

-Etalllegrounds

A painlul lighting game in which

you don't light and don't use

cards. Run away

***ihtr

Massive Assault 1/04 Lemmings gone turn-based

Hai Payne 2 1/04 Improves upon nearly every (acet

but doesn’t mess with the formula

****’•

SSF
12/03 Intenseand usually satisfying,

but barely good enough to juslity

the price

***^r

2/04

a hero

Histmare 12/03 Just throw your 520 Into the

street instead

***
MVP Baseball 2004 03/04 A good game that could be

destined for great things but isn’t

quite ready (or The Show

kkkid-:

KnigM
Gabe’s one of

those cool,

rebellious,

motorcycle-

riding anti-

heroes who laughs in the

face of evil, saves the day,

and gets ail the chicks. Plus

he gets to shack up in a

German castie with a hot

live-in maid. Why can’t real

life be like that?

ISSam
Fisher
The hero of

Splinter Cell

has the “Fifth

Freedom’’—
basically, the

j

freedom to sneak up on
;
you, do one of those cool-

looking Hollywood throws,

I
and slap you silly—just

I because he feels like it.

; So don’t mess with him.

: Unless you really want to.

I^Gandaif
As every-

body's

favorite

badass wizard

from the Lord
of the Rings

games (and books and
movies), Gandalf is the

original Obermage—the
guy who set the standard

for all future badass wiz-

ards. We just wish he had
putted out more cool

magic tricks in the movies.

Fortunately, the games
pick up the slack.

Qiyopico
IbbHnir
Take a small tropical

Island, turn it into a

tourist trap, and keep
your nagging population

happy— basically, it’s S/m
Tropical Island. It may
not be everyone's cup of

tea, but Tropico excels in

all the ways that count.

QSinlsIe
N/A
What's with all the good
tropical-themed sim

games? Not that we’re

complaining or anything.

Sim Isle is a different take

on the whole "sim” thing,

giving you power over the

fragile ecosystem of a lush

island habitat.
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CHECK OUT 1

The Bad Guys
The villains we hate

^Nazis
Indiana Jones

said it best;

“Nazis. I hate

these guys.”

And he's not

the only one

who’s had to deal with them

time and time again. Nazis

are a tried-and-true staple

of videogame villainy;

gamers have been laying

the smackdown on them for

years, from Wolfenstein 3D
to Call of Duty.

njBl^lak
You can’t have

I a villain

1 roundup with-
' out a Sith lord

- in there some-
where. This KOTOR baddie

may not be Darth Vader,

but he's still one dark Jedi

you don't want to mess

with—not to mention he's

way cooler than a certain

namby-pamby Anakin

Skywalker we've been deal-

ing with for two movies.

{tiLeChuck
Having sur-

vived four

Monkey
Island

games, the

devilish

undead pirate LeChuck
just doesn’t know when
to stay dead...er, undead,

But will he ever return

for a fifth outing?

According to adventure

game icons Sam & Max,

“hell no!”

GAHE ISSUE VERDICT SCORE

Hysleriflus Journey II 3/04 for pu^^Ie players who like irkirl^
pretty pictures, loo

NflSCARThuniletZOtM 3/04 Notbad.bulweexpecieilmoie

NBA Hire 2004 3/04 One of the best 5-or-5 games -kkkrki;
lor any platform

ONeodfor

Speed Underground

3/04 Racing doesn’t gel much heller

-unless you're inareal car

Neighbors From Hell 1/04 A (un way to spend a single irkirin's

Neverwinter Nights:

Hordes olihe

Underdark

3/04 A live-star expansion sadly krirki.-i:!

undone by bugs

NHL 2X4 i/04 The best NHL experience on kkkkk
virtual ice

No Han’s land 1/04 Another follow-the-numbersRIS

Nosferatu 2/04 Well, al least il sounds spooky tH.wA

ORceUponaXnighI 2/04 A (iecent-enough RTS bogged kkidrU
down by a lame fiPG and the

mistaken belief that milk is funny

One Must Fall;

Battlegrounds

4/04 l( you’re inlo^id-^rson lighhng

Paltician III 2/04 Little more Ilian a glorified kkkirk

PaxRomana 3/04 A decent primer for Rms: Ml Werkkkf-U

PlanetSliie:

Core (ombat

2/04 A decenl idea al ils core, but not kMrfrf;

Railroad Tycoon 3 2/04 You don’t have to love trains to

3eii'’«^hf''buSliUleliS^

love wMi’t hurt

63RainbowSi«3; 6/04 There's no excuse tor this game irkkt-c.

to ha«c the same sorry bugs and

lameM that plagued the original

[
CAM ISSUE VffiDin St08E

|

Rebels Prison Escape 1/04 Go get a copy of Comma/)dos

^instead

kkirti^

Republic

The Revolution

12/03 Good idea, bad game kkktrii

Runaway:

A Road Adventure

12/05 The bimbo of graphic-adventure

games: both prelty and stupid

Savage 1/04 A potential blockbuster marginal-

iced bv ils own delivery

kkkki:.'

OSecretWeapons 3/04 if the combat didn't stink, -kkirkt^
Over Normandy it might have been cheesy, over-

Ihe-topfun

Sfiariowbane: 4/04 A skimpy add-on that’s barely ***/lrw
RIseoKhaos erwugh to satisfy true

W3,fhe only things that go 'kirfsixix

ip in the right are kluUv

Silent Storm 4/04 like a gorgeous WWII mod to the kkkki:
revered Horn. Highly recommended

SimClty4:RushHour 1/04 The new focus on transportation kkkkix
addssubslantiallv to an already

Space Colony 1/04 A clever combination of real-time AAfeiWr
strategy and f/ieAms isn’t clever

enough to hold your interest for long

Pandora lomottow with far too many critical bugs

SquadAssault; 3/04 BetlerlhanO/fo/nMIike ’k'kdrCdi

Western Front anchovies are better than lulelisk

0 That Suck
cn
cu

E
(0u
E
tn

B Civitization III;

Play the Worid
ktrtdrt!
Two words: train wreck.

The big “draw” here was
the online playability—

which didn’t even work.

Isn't it kind of tough to

play a game when its

entire reason for exist-

ing is broken?

OMalliycoon

It's an ugly game with a

frustrating interface and a

wonky camera. If you’re

going to play a business-

tycoon simulator, do
yourself a favor and play

something else. Heck,

Airport Tycoon is better

than this.
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iGAHE ISSUE VERDICT SCORE

StarCfiambet 5/04 OtigiiMl,lun,compelilive, and free i

to Iry.Wliat're you wailing for?
|

Star Fury 2/04 Open-ended and flexible witbout

being loo complex
|

SlarskySHutch 1/04 The bad rep of the 70s continues kkiTtrir'
with this crappy game froma

crappy license

Sybfria II 5/04 VtsuaUy stunning, but the pedestrian irkkirC:
gameplay saps some o( the tun

[
GAHE ISSUE VERDICT SCORE

i

Tony Hawk’s 12/05 As long as you have a gamepad, kkk^-':-
Pro Skater 4 :S~-
Iwolhroiies 6/04 If1 i: g-

UFO: Aftermath V04

IM'shouldhavewaile^lS'^

weeks and one big patch longer

to be released

a I«nage Mutant 5/M It's not as bad as you'd imagine-

Ninja Turtles it's worse

Temple 1/04 Yet anottier good game marred sW.ttnV
by bogs. Wheeee!

Teimlnatotl: 4/04 Uglyandjuslptamternble ittr/n'T
War of the Machines

,

The Simpsons: 2/04 IhebeslC/'/Ufip-olfever.anda

HIt&Run must-have for Jm/isora fans

The Sims:

Hakin’ Magic

1/04 The final 5/ms expansion plays

like a charm

kkkkli

Tiger Woods

PGATOUI2004

12/05 A game that will please both

hardcore golf-sim addicts and

casual gamers

kkkki:

Titans of Steel 1/04 An old-school game with little

crossover polenlial

kkkiriz

Tombfialder; 10/05 Not as bad as the movie- iri^n^
The Angel of Darkness oh wait yes it is

2/04 Standard console fare, lightly

Tolkien-flavored

inWrl

O Title Bout 5/04 The undisputed heavyweight -irkirki ’

(hampionshlp Boning champion of boning sims

Uru 2/04 Some good puizles, some bad irkkia'x
action, no story, lots of familiar

elements-maybethe eventual

online content can make it more

compelling

VegasTytoon 4/04 A colorful and entertaining casino

builder that fellshyofthejackpot

Victoria 5/04 Good game, bad bugs kkk.^
War of the Ring 2/04 Good use of Middle-earth

elements in a sadly mundane RTS

kkkiri::

Warlords IV 1/04 Aslrangely joyless version ofa

classic strategy franchise

kkiriri:

Warrior Kings:

Battles

12/05 Good game, but it's a warm glass irkkir-.-

ol milk when what you really want

is a shot ol your favorite poison

Wars S Warriors:

Joan of Arc

5/04 Though il has its momenls. •kki.-'-i.'

tolacks a certain /e ne Mcj 5w?/

World War II:

Frontline Command

10/05 Bad inlertace, boring missions,

and no realism, but the

documentary footage is OK!

irkinr).T

Worms 50 5/04 Short closes of personality don’t

overcome the long frustration

***'*'

X-2: The Threat 3/04 A much deeper yet less playable

version of Freelsncer

kkkkx'?

XIII 2/04 This Belgian import waffles

between lun and frustration,

excitement and tedium

irkk‘~i\-

You Don't Know Jack:

The Lost Cold

5/04 Some treasures are best

left buned

kkiririx

X-Plane7.40 4/04 lelswouid-beaircraftdesigners kkki-‘x
create a wild variety ol flyable vehicles

Zero Hour i/04 GrSfbetlerlhanit's ever been kkkki'

al1rofMco2:
RrateCove
****
While it’s certainly a

fresh— if odd—spin on the

series, this pirate-centric

sim caught many fans of

the original Tropico off

guard and didn’t offer

much in the way of

compelling content.

The Babes
The hotties we...like a tot

a
K Lara
n:roft

I
She's the origi-

> nal gravity-

defying

Y videogame
superbabe and

a popular lady with comput-
er geeks everywhere. Let’s

just hope her next game
improves on the atrocity

that is Tomb Raider: The
Angel of Darkness. If you ask

us, the only thing that could

possibly make up for it is

Tomb Raider: Wild Spring

Break Adventures.

tJade
I Don't let the

I fact that she

I hangs around

I

with talking

I pigs fool

I you—the

heroine of Beyond Good &

Evil kicks ass and takes

names...er, pictures. And
she wears green lipstick.

Which, for some inexplica-

ble reason, Is kinda hot.

F Rriona

i

Vie
I Ms. Vie, the

I ubiquitous

I EverQuest
mascot, is the

1 epitome of

“hot elf

chick." Then again, maybe
she’s not even a chick—
this is an MMO, after all.

She could be a married

father of two with

Tourette’s syndrome and a

Gary Gilmore haircut.

B RolierCoaster
TV^xm 2: Wacky
Worids
irirkirtT
Don't you hate it when an

expansion just doesn’t

deliver what it should?

This RCT2 add-on chugs
along with a stale formula

that’s really begun to

show its age.
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Tom us. Bruc0 bb
QUEVEtOPI^R: Blizzard GBNRE: Massivaly Multiplayer Online Role-Playing Game

ULiorld of UUarCraft beta
The chronicles of Burle of Anvilmar, or “Booty Bay or bust!"

I am Burle of
Anvilmar.

T
his month, we stopped fighting

each other just long enough to

check out the beta of Biizzard’s

upcoming massively multiplayer

RPG, World of WarCraft. That doesn’t

mean we won’t bicker, though.

Bruce: Because of a conspiracy between

Tom and the designers of World of WarCraft,

I was forced to play second fiddle to Tom.

who insisted that he be the lead character

and that I play as a night elf. Because I'm

more interested in the philosophy of gaming

than actual gaming itself, I'll play as a priest

and perhaps become the Mircea Eiiade of

online gaming. Or at least the Martin Buber.

Maybe I’ll even meet one of those guys in

the game and have a long discussion with

them in which I’m forced to click through

dialogue boxes. My character is named Eno,

in acknowledgment of the synthesizer's con-

tribution to theological discourse.

Tom: I am a dwarf from Anvilmar, My
name is Burle. Although I'm a rogue, what I

really want is to be a fisherman, whiling

away the days by plucking surprises from

the deep sea, cooking seasoned fillets, and

selling whatever treasures I happen to snag.

Rnother green uuorld
Bruce: Wasn’t that cute? It reminds me of

eighth grade, when people in front of me in

the lunch line would have serious discussions

about their D&D characters. I don’t even

know where Anvilmar is, so I can’t actually

prove that Tom isn't from there. But he gets

into the whole role-playing thing, so as long

as he doesn't start asking me for "thine

gold," I'm just going to let him run with his

make-believe.

Tom: Anvilmar is in the frozen land of Dun

Morogh, where all the lakes and streams are

locked under an impenetrable sheet of ice.

By joining my elven friend Eno, I’ll find

warmer climes. Eno is far to the northwest

on the island of Teldrassil. So I'll make my
way to the dwarven city of Ironforge, where I

can ride a gryphon to meet Eno in his elven

lands with their open waters.

Bruce: The way World of WarCraft works

is that each race starts out in its own little

homeland, thus setting the stage for subse-

quent hate crimes

and eventual ethnic

cleansing as the races

start to mix. Like Kofi

Annan, I'm pretty

indifferent to all of

that, so the only thing

that really bothered

me about this recipe

for a global fantasy

holocaust was the

fact that I was sup-

posed to eventually

join up with Tom. But

our racial homelands

dictated that we start
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" 1
BTom B Bruce

^ 1
Last month: ^ Last month:3 11

CO
’ Tom beat Bruce at Bruce lost but doesn't

UT 2004, which is like care because shooters
Q. beating Stevie Wonder 1 T are for morons.

8 at darts.

the game on opposite sides of the worid.

To make a long story short, 1 eventually

found Tom. To make a short story slightly

longer, I achieved this by clicking on mon-
sters, waiting patiently until they ran out of

hit points, pressing the X key to sit down
until my health and mana bars regenerated,

and then invariably repeating this process

for hours. Sometimes I had to click on some-
thing, run somewhere else, and click on
another thing. Eventually, one of those

things was Tom, I suspect that given Tom's

penchant for talking, you’re going to get a

lot more detail from him.

Tom: On the way to Ironforge, an NPC
named Whitebeard asks me to deliver a

report to Kharanos. Once there. I do a few
quests to earn enough money to buy a

small targe at the smithy across the road

from the tavern. But as I'm climbing the

hill to Ironforge, I realize 1 won’t have
enough money for gryphon fare. Drat! So I

swing east to Steelgrill Depot, where I

take jobs gathering boar meat, bear furs,

and wendigo manes, braving snow leop-

ards and winter wolves.

Bruce: World of WarCraft does a lot of

inherently dumb things really well. This does
not make these things any less dumb from a

gaming perspective, but it at least makes
them work so smoothly that you can't really

object to them on any basis other than a

philosophical one about whether they

should exist in the first place. For example, if

an NPC has a quest for you to perform, a

big exclamation point floats over his head.

When you accept the quest, the exclama-

tion point turns into a question mark. And
as you do the quest, you know exactly how
you're progressing. Need to kill six

Gnarlpine ambushers? World of WarCraft
tells you how many more you have to go.

Everything is as clear as possible, other than

the question of why you're doing all of this

in the first place. For instance, there's a guy
you release from his magical prison who
thanks you for releasing him, but then he

stays in his magical prison so that the guy
behind you can free him. He thanks that

guy. too. Maybe he just likes the attention,

Tom: Ironforge! The massive underground
city is a testament to the prowess of dwar-

ven engineers and architects. Unfortunately, I

can’t find any recipes for the fish I'll catch.

But an even greater setback is finding out

that—alas!—gryphons can’t take me to

Teldrassil, To get to the elven lands. I’m

told I'll need to take a boat from Menethil

Harbor, which can only be reached on foot.

On to Menethil!

Bruce: I love the giant map in World of

WarCraft that instantly shows you where
all of the members of your group are in

the game world, I also love the fact that

Erto the night-elf priest at your service.

you can invite anyone into a group just by
clicking on their names in the friends list,

even if they are half a continent away.

However, the part where you have to get

across the continent to meet them still

needs a little work. I try to join Tom by
finding my way across to his land of dwar-
ven mystery. I actually get pretty far

across the continent, only to make the

error of going down what looks like a road
that will lead to a port. Eventually, I come
upon a huge pile of player corpses on the

road. As I run by them, I am suddenly told

that the "Guardian of Blizzard" has

warned me that I am entering an off-limits

zone and has struck me for 146 points of

damage, killing me. Great. Tom can come
find me, then.

Little fishes
Tom: Along the way to Menethil, the ice

thaws away. I'm tempted to stop and fish in

Loch Modan, but there will be plenty of time

for lollygagging once I find Eno. In the

rugged lands north of Modan. the dwarven

mountaineers have firearms to ward off

scarred boars and Oragonmaw ores. With

only a nicked blade, I don't stand a chance.

After a series of resurrections, I finally man-
age to sneak past a Dragonmaw scout and
onto a high peak overlooking the deadly

wetlands. Trying to work my way down into

the marshes, I fall and die. However, this time

I resurrect in Menethil Harbor! Perfect! After

trying to recover my body and getting

instantly killed by a black slime, I decide the

wetlands are too much for me and board the

ship to Darkshore.

Bruce: In the movies, dwarves are sup-

posed to be comic relief, so I ask Tom to tell

me a joke. All he can come up with is some-
thing about two gnomes and a farmer's pig.

We can't print the punch line here in case

children are reading. But I now know that

dwarves aren't very funny.

Tom: In the interest of realism, I ask Eno to

keep the chat to a minimum until we find

each other. I’ve gotten as close as I can to

him once I arrive at Aubergine. I’m told the

only way for a non-elf to reach Teldrassil is

to swim, where he’s just as likely to drown as

be devoured by a 90th level sea monster. So
I'll wait for Eno and spend my time fishing. 1

find a nice spot by a fallen log under the O

I

In the movies, dwarves are supposed
to be comic relief, so I ask Tom to
tell me a joke.
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Ohippogryph nests. I hook my shiny bauble

to the fishing pole and start casting. The

waters are teeming with rainbow-fin alba-

cores and oily blackmouth, the former good

for eating and the latter good for selling. A
dark elven warrior comes up and sits next to

me. He asks me what I can find fishing. I tell

him that it's not just fish, that sometimes

you'll discover crates of supplies, scrolls

sealed in bottles, or even treasure chests. I

give him all my albacore, since he can use it

to heal himself after a battle.

Bruce: Some guy is talking to Tom. This is

probably related to roleplaying and what I

suspect is his secret desire to form a guild in

which the players will meet weekly to be

served exquisite fish delicacies that he

lovingly cooked by repeatedly clicking his

mouse button. I tell Tom that we have a job

to do, and that job is not to start a fantasy

seafood restaurant. He says something to the

dark elf about "thine silken finery," so I put

him on Ignore for the next half hour.

Tom: Eno is slow in coming, so I head

north, braving the occasional rabid thistle

bear attack. I fish for brilliant smallfish and

longjaw mud snappers where the Cliffspring

River empties into the sea. I even get a few

bristle-whisker catfish, which are particularly

good eating. But I don't have recipes for any

of these fish. After asking around, I'm told the

best fishing recipes can be found in Booty

Bay. "But you won’t be able to make it there,"

someone cautions me. "30th level apes."

Little does he know that I have an elven

priest who will accompany me. Together,

we'll go to Booty Bay, where i'll (earn the

secrets of cooking bristle-whisker catfish.

Bruce: On the island where I started, I

killed spiders, cats, birds, some kind of

dog/bear thing, and some harpies. I collected

water from public urinals, and delivered it to

wise elves who have special knowledge of

the real uses for public-urinal water. When I

finally found Tom, he was obsessed with find-

ing a place called Booty Bay. And fishing.

This was far from the last I was to hear about

these two seemingly unrelated but actually

closely connected things,

Tom: The elf has agreed to make the

journey with me. He even

says he knows the way.

Huzzah!

Bruce: According to the

map. Booty Bay is all the

way on the very southern

tip of the other continent.

We’re going to have to

find a place to get a boat.

I explain to Tom that if we
go too far south, empirical

evidence strongly sug-

gests that the Lord High

Guardian will kill us. but

Tom is too busy equipping

his fishing tools to reply.

We complete a quest in a

graveyard, in which our

job is to read some tablets

describing fantasy history.

Tom can't read them, but

we later figure out that

because my character is

an elf, the text shows up in English, which

must be a language elves can read. But

because Tom’s character is a dwarf, his

text shows up as gibberish, which must

means dwarves can’t read English. We get

our four farthings of reward or whatnot

and set off down south for good.

In dark trees
Tom: As we’re heading down Darkshore, we
pass what look like some great fishing spots.

I prevail upon Eno to let me sample the

waters from time to time. We're occasionally

accosted by cats and bears who want to

play, but we won't be deterred. We come
into Ashenvale, where Darkshore’s gray skies

give way to blue. But we don’t stop, not even

to fish, because we wouldn’t stand a chance

against these shadowhorn stags, wildthorn

lurkers, and shadethicket stones. Eno’s magi-

cal shield has protected us in the past, but

these beasts rip right through the shimmer-

ing blue aegis.

We cross the Fallfarren River, and the forest

gives way to wide plains. We are on the Gold

Road, with dinosaurs wandering in the dis-

tance. We kill one. just because we can, and

salvage its teeth. As we continue south, we
come upon Crossroads, which is guarded by

powerful horde warriors. So we swing wide

around it and continue into the savannah,

where giraffes quietly graze.

Bruce: When I went to Kenya, I remember

the view from our jeep across the plains

being absolutely amazing. Tom, who has

never been to Kenya, finds this computerized

depiction of a fantasy Kenya inhabited by

ores and dinosaurs to be really amazing. It’s

great that we can share this virtual moment
of plains appreciation through the vehicle of

our booty-seeking role-playing characters.

Tom: Eno starts talking about a place called

Kenya, which doesn’t exist in the world of

World of WarCraft, so i tell him to leave off

his starry-eyed fantasies and let us make our

way to Booty Bay. where he’ll taste the finest

albacore ever prepared. He makes yet anoth-

er snide comment about the name Booty Bay,

I make fun of the way his ears bob when he

runs, and then we’re on our way,

Bruce: For almost this entire trip, Tom has

been complaining about the limited storage

space in his backpack. I spend a lot of time

waiting for him to rearrange his inventory,

which invariably results in him asking me to

carry some of his raw fish. I feel like I’m the

sidekick on one of those cable fishing shows.

Eventually, Tom stops complaining when he

finds a red leather bag that can hold multiple

Items In one backpack slot. Then I start hear-

ing all about how great his red leather bag is.

I stop hearing about it after I refer to it sever-

al times as his "purse."

Tom: Eventually, the road descends into

Ratchet, a goblin town with a ship moored at

the end of a pier. Sure enough, the ship takes

us to Booty Bay. What a splendid place! It’s a

harbor built around a quiet, sheltered inlet.

And, at last, here is the fisherman's shop

where I’ll buy my recipes!

Bruce: Tom finds out he’ll never be able to

afford the recipe he wants, so he logs off to

play Star Wars Galaxies with Desslock while

I explore a bit more and discover that he

was right about something: There are

indeed 30th level apes out there. And 30th

level hot women who shoot fireballs. Just to

prove that I can do anything that Tom can, I

decide to roleplay from this point on. My
choice of character is a guy who is not

going to play a multiman role-playing what-

ever. And I do, 1 win!

I
I feel like I’m the sidekick on one
of those cable fishing shows.
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Dear moron mcStupid
I hate you! I hate you! I hate you!

I

Do you know what it’s like to vow to
scoop the eyes of strangers fram their

skulls with a grapefruit spoon?

S
o you know what it’s like to

scream obscenities so hard that

you actually force pearls of blood

to blossom from the pores on

your face? To be so buffeted by a swirling

storm of blinding fury that, body quaking

with rage, you vow to scoop the eyes of

strangers from their skulls with a serrated

grapefruit spoon? To so thoroughly

exhaust your knowledge of profanity that

you start stringing together the most

innocuous words, bellowing "slippy slippy

exorcist fish!” in the vain hope that by

luck, you'll stumble upon a new epithet so

irredeemably foul, the FCC will preemp-

tively ban you for life? I do...for I have

played Far Cry unpatched. If I were you,

Crytek. I'd hide the grapefruit spoons.

Fortunately, my work environment is less

"office” than "ward," so despite the bilious

torrent of dirty talk, my job remains what is

laughingly considered secure here at the

Ziff Davis veal combine. That, and I’ve got

the whole Tourette’s syndrome card to play.

But while that might excuse my foul-

mouthedness, it doesn’t excuse the Everest-

scale idiocy of Crytek when it decided,

"Y’know, PC gamers really hate the freedom

and enjoyment they gain by being able to

save anywhere. Let’s put the most half-

assed checkpoint save system known to

man into our game. And let's make it

unfairly hard to boot! They’ll love us!"

But wait, you cry. Aren’t you the same

half-wit who gave Far Cry a 3.5-star review

last issue? Why yes, yes I am. But that was

the official, measured, superego-filtered

appraisal of the game. This is the unautho-

rized id version, everything I wanted to put

into that review but couldn’t because I was

flummoxed by the inability of print media to

accurately capture and reproduce a

tortured yowl. Of course, that yowl is now
somewhat muffled by a quicksave patch

that, in theory, is available as you read this.

So, why waste my life with all that pointless

anger? Because anger is only rendered

pointless when a drifter at the depot falls to

fall for "the handcuff trick." Me, I’ve got a

fury furnace going full blast in my brain.

Far Cry's checkpoint saving was/is so

insanely flawed, it would boggle the

prodigious psychic force of a 20-rodent

rat king. While Crytek occasionally

displays the good sense to slap down a

checkpoint right before a big battle—and

by this I mean a close-quarters battle

against four or five rocket-launching fat

boys who can take a good five rockets

from you before falling dead— it almost

without fail neglects to drop another one

on the other end of that battle. No,

instead there’s usually another big fire-

fight or a sniper half a mile away on the

map who you could never see, but who
can see you. ..even though it's night and

you're on your stomach in heavy brush on

the other side of a hill he can apparently

see through, because he picks you off the

second you crawl into his miraculous view.

How many times did that happen? About

as many times as I stumbled upon two dif-

ferent save points five seconds apart with

nothing to speak of in between. Which is

a lot of times. A lot a lot. This is a save

system and gameplay designed by drunk-

ards and implemented by pinheads.

OK, so we've established gross incompe-

tence-let's talk about what is either

Crytek's contempt or profound idiocy.

What kind of dolt makes PC games with

checkpoints these days, anyway? This is

where some supercilious twit usually

sniffles, "We wanted to make the game
challenging," Well, what if I don't want it

to be challenging? What if I just want to

kill something other than my children,

wife, or employer for an hour, and what if I

want to quit when I actually want to quit

and not have to lose progress when I do

it? Is that OK by you, Timmy Tightpants?

Hey, what if I just avail myself of the five

different difficulty levels you built into the

game if I want challenging? Dumbass.

"We don’t think the game should be

played that way," pooh-poohs Timmy.

Here's an idea: When you play the game,

never save it until you’re done. Me, I'm

gonna mommysave that sucker every frig-

gin' second if that’s what I want to do.

You got my money, now shut the hell up.

If you're going to arrogantly dictate the

way I spend my leisure time, then I get to

tell you how to live your life, and here's

directive A-1: From now on, you crap

standing up. Don't worry. I'll get around to

patching my directive some time well

after it's going to matter. Quid pro quo,

my friend, quid pro quo, O Robert Coffey

robert_coffey@ziffdavis.com
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