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Return to Castle 
W'olf'ensteln: 
Enemy Territory 

Blazkowicz is back and kicking Nazi ass! This 
expansion adds squad-based combat and beefs 
up RTCW's already-excellent multiplayer game. 
We've got exclusive screenshots! 

16 Praetorians 
Command Ancient Rome's armies in this promising 
RTS from the creators of the Commandos series. 

17 SeaDogsD 
Return to the high seas in the sequel to Bethesda's 
well-received pirate roleplaying game. 

18 lla.Dds-C>n 
Billy's been utterly annihilating the competition 
while trying out the multiplayer test of Command 

& Conquer: Generals. For details and info on the 
game's three sides, read our extensive hands-on. 

http://www.pcgamer.com 
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ON THIS MONTll'S PCG CD Sweet merciful crap! We've got demos for 

Warcraft Ill, O.R.B., Mech Warrior 4: Mercenaries, and Black Hawk Down. Plus, get inter

active with your desktop via our EXCLUSIVE PC Gamer- themed 30 interface from 3DNA. 

4aheron's Oall 2 
Battle BeeJms: 
'WIDter of the Wolf 
OlvtJlzatton DI: 
Play the World 
Dre.con's Lair 3D 
EverQaest: 
Planes of Power 
Fll'A2003 
Front Office Football 
Barry Potter and the 
Ob.amber of Secrets 
Beart8 Of Iron 
007: :Ntgbtflre 
NBA Live 2003 
o.a.a. 
Project Nomads 
Robin Hood: Tbe 
Legend of Sherwood 
Starfleetec.rnrneud m 
World War D: 
PanzerOlaws 
WWEBaw 

STRATEGY 

106 007: Nlgbtflre 
Everyone dreams of being a super-spy, but not 
everyone has the discipline or physical attributes 
to get it done. That's why we cooked up this 
complete walkthrough. (Which, of course, will 
self-destruct in 10 seconds.) 

108 Obeater's Oorner 
You want cheats? We got your cheats right here. 
Hope you feel good about cheating, cheater. 

DEPARTMENTS 

6 Letters 
All manner of lunacy permeates Letters this 

month as readers ponder TheVede joining the 
circus, ninjas versus space pirates, and the 
whereabouts of Chuck's underwear. 

24 Eyewitness 
Trotter's back from a tradeshow unveiling the lat
est and greatest military sims. Read all about the 
Desktop General's exploits, and about the games 
the real military is using to train today's soldiers. 
Plus: an interview with D&D creator Gary Gygax. 

100 Extended Play 
After some furious casual gaming, Dan evaluates 
Wheel of Fortune, Jeopardy 2003, and M,onopoly. 

102 KlWng Boz 
Chuck rounds up some of the cooler items at this 
year's Comdex, including the possibi lity of a mas
turbation stimulator. [Did we just write that? - Ed.] 

102 Sim Oolumn 
Andy takes a HOTAS Cougar flightstick-throttle 
for a spin and comes back a changed man. 

104 Alternate Lives 
Find out what Steve thought about Tribunal, the 
official add-on to one of last year's best RPGs. 

104 Desktop General 
Trotter promised us this column would be "a 

marvelous and entertaining read." Who are we 

to argue with the Colonel? 

ll2 Backspace 
This month got ugly as your favorite PCG editors 
threw down in a brutal WWE tournament. 
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11The mobile Alienware is the fastest notebook we've ever tested. 11 

Intel• Pentium• 4 Processor at 3.06GHz 
533 FSB and 51 2KB Advanced Transfer Cache 
High-Performance Heatsink/Cool ing with Arctic Silver Ill 
Intel" 845MP+ ICH3M Chipset Motherboard 
512MB PC-2100 DOR SDRAM 
Exclusive Metallic Cyborg Green Chassis 
60GB Ultra ATAlOO Hard Drive 
15.0" UltraXGA+ TFT Active Matrix LCD 
ATI" Mobility RADEON '" 9000 PRO 64 MB DOR 
with Dual-View Display Monitor and TV-out 
AlienAdrenaline: Video Performance Optimizer 
Removable 3 .5" Floppy Drive 1.44 MB 
Removable 24)(/1 OX/24X CD-RW/8X DVD Combo Drive 
Sound Blaster" PRO Compatible with Wavetable 
5.1 3D Surround Sound with S/PDIF Digital Output 
Front Panel Audio DJ CD Player 
Allows CD Play While System is On or Off 
One Type II PCMCIA Slot 
Four USB 2.0 Ports and One IEEE 1394 Port 
Infrared Wireless Fast IR Interface 
10/ lOOMb Ethernet LAN and 56K Modem 
Dimensions: (H} x (W} x (D} : 1.7" x 13" x 11.4" 
Weight: 7.6Ibs. without battery 
Exclusive 120-Watt A/C Adapter 
Microsoft " Windows• XP Home Edition 
1-Year Toll -Free 24n Technical Support 
AlienAutopsy: Automated Technical Support 
Personalized Owner's Manual 
FREE Exclusive Alienware• T-Shirt 
FREE Custom Alienware• Mouse Pad 
Optimized & Configured for High-Performance 

$3/199.00 

-Maximum PC Kick Ass Product Award 

THE ULTIMATE MOBILE 
GAMING MACHINE™ 

--=-
pentium L/ 

Award-Winning Systems 
· lOx listed on PC World Top 15 Home PCs Lists 

· 9 PC Gamer Editors' Choice Awards 
· 5 Computer Gaming World Editors' Choice Awards 

· 4 Maximum PC Kick Ass Product Awards 

· 2 CN ET Editors' Choice Awa rds 

· 2 Computer Shopper/ZDNet Best Buy Awards 

Area-s1m™: Mobile Gaming 
The Area-5lm '" represents the first fu lly capable mobi le gaming solution . The 
performance requ irements of today's most cutting edge games have been simply too 
demanding for a mobi le system, until now. The Area-51m •• plays games at 
blistering speeds , hand les quick mot ion with incred ible accuracy, and performs 
phenomenal ly high in benchmarks. Perfect for LAN parties and for those who simply 
can not part from their desktop system's performance, the Area-51 m •• is the 
ultimate mobile gaming machine '" . 

FOR A LIMITEO TIME ONLY! 
MICROSOFT® INTELLIMOUSE® EXPLORER 

$59 
Available In Many Custom Metall ic Colors! 

Visit www.al ienware.com/gearshop 

Alienware® recommends Microsoft® Windows® XP Professional for Mobile Computing. 



lntel8 Pentium" 4 Processor at 2.4GHz 
533 FSB and 512KB Advanced Transfer Cache 
High-Performance Heatsink/Cooling System 
Intel" 845PE Chipset Motherboard 
512MB PC-2700 DDR SDRAM 
Bla~k Floppy Drive 1.44MB 
60GB 7200RPM Ultra ATAlOO Hard Drive 
NVIDIA" GeForce4 '" Ti 4200 64MB DDR 
AlienAdrenaline: Video Performance Optimizer 
Exclusive Koolmaxx '" Video Cooling System 
Sound Blaste~ Audigy 2 '" 6.1 Sound Card 
Black 16X/48X DVD-ROM Drive 
Black Dragon Full-Tower ATX Case 420-Watt PS 
Black Microsoft" Internet Keyboard 
Black Microsoft" lntellimouse Explorer 3.0 
10/ 1 OOBase-T Network Adapter 
Microsoft" Windows " XP Home Edition 
1-Year Toll-Free 24/7 Technical Support 
with Aliencare On-Site Home Service 
AlienAutopsy: Automated Technical Support 
Personalized Owners Manual 
FREE Exclusive Alienware" T-Shirt 
FREE Custom Alienware" Mouse Pad 
Optimized & Configured for High-Performance 

$'11499.00 
Intel" Pentium" 4 Processor with HT Technology 3 .06GHz 
533 FSB and 512KB Advanced Transfer Cache 
High-Performance Heatsink/Cooling System 
Intel" 850E Chipset Motherboard 
512MB PC-1066 RDRAM 
Black Floppy Drive 1.44MB 
200GB 7200RPM Ultra ATAlOO Hard Drive 8MB Cache 
ATI" RADEON '" 9700 PRO 128MB DDR 
AlienAdrenaline: Video Performance Optimizer 
Exclusive Koolmaxx '" Video Cooling System 
Sound Blaste~ Audigy 2 '" 6.1 Sound Card 
Black l 6X/48X DVD-ROM Drive 
Black 48X/24X/48X CD-RW Drive 
Black Dragon Full-Tower ATX Case 420-Watt PS 
Black Microsoft" Internet Keyboard 
Black Microsoft" lntellimouse Explorer 3.0 
10/ lOOBase-T Network Adapter 
Microsoft" Windows" XP Home Edition 
1-Year Toll-Free 24/7 Technical Support 
with Aliencare On-Site Home Service 
AlienAutopsy: Automated Technical Support 
Personalized Owners Manual 
FREE Exclusive Alienware" T-Shirt 
FREE Custom Alienware• Mouse Pad 
Optimized & Configured for High-Performance 

$21799.00 

"Alienware is the true price-vs.-performance champion." 
-PC Gamer Editors' Choice Award 

Choose from many 
custom metallic colors! 

N E C MONITORS KLIPSCH SPEAKERS 
19' NEC 95F 
19" NEC FE991SB 
22" NEC FE2111SB 
18" NEC 1880SX 
20" NEC 2010X 

Flat CRT 
Flat CRT 
Flat CRT 
LCD 
LCD 

$239.00 
$269.00 
$609.00 

$1169.00 
$ 1539.00 

Klipsch ProMedia 2 .1 200-WattTHX-Certified $179.00 
Klipsch ProMedia 4.1 400-Watt THX-Certified $249.00 
Klipsch ProMedia 5.1 500-Watt THX-Certified $399.00 

ALIEN\1\/AREt· 
Custom Build your Dream Machine at www.ALIENVVARE.CDM 

For More Information Call Toll-Free: 1-ecc-ALIENVVARE (800-254-3692) 

Prices, configurations, and availability may change without notice. Tues and shipping charges not shown. Monitor and speakers SOid separately. Alienware can not be ~ responsible for errors in pholO&raphy or typography. On-site service may be provided via contracted third party, service 
not available in all areas. Technician will be dispatched if deemed necessary followi"41 telephone-based troubleshooting. For complete informalion on warranty, support, and on-site service, visit www.al ienware.com. For hard drives, GF\ means I billion bytes and accessible capacity may vary 
depending on configuration. For CD-ROM, DVD-ROM, CD-RW, and DVD+RW/+R drive(sl, maximum data transfer rates may vary and discs created with these drives may not be compatible with a11 drives and players. For modems and network cards/hardware, maximum achievable data 
transfer rates may vary. Award(s) and qoote(s) listed do not pertain to a specific system or configuration. Intel, Inlet Inside Logo, and Pentium are registered trademarks of Intel Corporation. All registered lotos and trademarks are the property of their respective owners. Actual case may vary 
In design. 



letters 

Rock of Ages 
m We want to hear from you ! Write to us at PC Gamer Letters, Imagine Media, 150 North Hill Drive, 
W Brisbane, CA 94005, or email us at letters@pcgamer.com. 

rn AGE OF DRECK 
AGE OF MYTHOLOGY HAS TO GO DOWN in history 
as one of the worst RTS games. Where else can 10 
towers and three strongholds behind six rows of 
walls be defeated by 12 guys carrying telephone 
poles? If I hadn't spent $50 on this game, it'd be a 
frisbee right now. And the Al is terrible. Why in the 
(expletive) can't you lock your gates? Love it when a 
computer army is coming at me and my villagers 
decide they need to open the gate to get the last 
row of walls up. Yep, just sit right there with the 
gate open and letthem in! 

When I'm done playing AoM, I can't wait to go to 
work. Shouldn't it be the other way around? I should've 
bought a Danielle Steel Collector's Set instead. 

- Jeff Smith 

Tell us how you really feel, Jeff- don't hold any
thing back. We hate to tell you, but we like Age of 
Mythology. So do thousands and thousands of 
other players. By the way, can we borrow 
your Danielle Steel Collector's Set? 

rn COMPUTER VICE 
Is Grand Theft Auto: Vice City coming to the PC? 

- Thowzandz Ovreaders 

Officially, Rockstar Games says "no comment." 
Unofficially ( completely guesstimated by us/, yes, it 
will come out, probably around mid-
2003. And it'll be worth waiting for. 

rn NINJA CONTROVERSY 
THIS SUBJECT HAS BEEN DEBATED 
greatly between several of my friends. 
Which are better, space pirates or 

MM FEBRUARY 2003 PC GAMER 

ninjas? I figured who better to settle this age-old 
debate than one of the wisest groups known to man 
- computer-game-magazine writers. Just to be 
clear, the debate is between space pirates and 
regular ninjas, not space ninjas. I think we can all 
agree that space ninjas are pretty much better than 
anything else in the universe, but given how rare 
they are, they are not being considered in this matter. 

- Joshua W. 

There really shouldn't be any debate here at all: 
everyone knows that ninjas are totally sweet. Even 
regular ninjas (or faux ninjas like Lee Van Cleef in 
The Master/ would have no trouble with space 
pirates. The technology gap is meaningless when 
you consider that a ninja can hide in shadows and 
then leap out for a spinning ninja-star attack of 

extraordinary magnitude. That is Real 
Ultimate Power. 

rn OBLIGATORY QUERY 
ABOUT THEVED£ 
I JUST SAW GREG'S OFFICE 
on TV and I just want to 
know what keeps him from 
running away and joining 
the circus? 

- A Concerned Person 

We're really not sure. It 
seems like his office 
area is becoming 

increasingly circus-like 
anyway. Perhaps it's the 

stacks of cardboard boxes 
and chattering monkeys. 

A toast-to Vice City on PC! 

2 Team Fortress 2 is 
finally released after 

all those delays. 

career-death. 

7 People realize en 
masse that 

RollerCoaster Tycoon isn't 
very entertaining. 

8 Joe, your staffer, stops 
believing every com

mercial he sees (example: 
the Maxim hair color com
mercial that shows the men 





letters 
Terdog, maybe you're 
mistaking "smashed 
aerial events" for "floaty 
physics." Hot Pursuit 2 is 
hell on wheels. 

m COMMANDO CHUCK 
I'm quite interested in the picture of Chuck on 
the toilet in the Gamer's Bathroom portion of 
your Holiday 2002 Gift Guide. 

So, does the guy go commando or some
thing? Because he's sit
ting there on the toilet 
playing his little game 
with his pants around his 
ankles and there's no 
underwear anywhere to 
be seen! 

On a lighter note, 
thanks for the great job 
on the magazine. I enjoy 
reading each issue and 
am grateful to know 
which games are worth 
buying for my husband 
and which ones are not! 

- April Klungland 

P.S. Glad to see that everyone on staff has 
new photographs. Your editor-in-chief, Rob 
Smith, looks very nice in his new picture. He's 
quite a handsome fellow. 

Chuck has given us several explanations for 
the outcome of that photograph, none of 
which we particularly want to burden our 
readers with. Suffice it to say that this issue 
will remain a controversy for a long time 
ahead. As for your comment about our edi
tor-in-chief, we want to get a hold of what
ever it is you 're smoking. [And I want to get 
a hold of you. - Rob.] 

N:W FEBRUARY 2003 PC GAMER I 

m GIVE LINKSTERS MORE CREDIT 
I JUST WANTED TO REBUKE Dan Morris' Holiday 
2002 Extended Play column. In discussing the mer
its of the Links 2003 Championship Courses add
on, he wrote: "Some might say this purchase is 
unnecessary, since a wealth of user-created 
courses will soon be available for free 
download. That's true enough, but as with most 
things, you get what you pay for - the quality of 
the amateur courses is hit-and-miss, and you can 
spend an awful lot of time sorting through them 
before finding one that's really well done." 

He's absolutely wrong! I've been playing Links 
on the Zone since online play became available, 
and I guarantee you, you cari't play "basic" courses 
or even the "Championship" edition courses there 
with any serious players or ladder players. These 
courses get old pretty fast, and are especially 
easy compared to what's offered online. There you 
can find lovingly created courses such as Augusta 
National, Bethpage Black, and TPC at Sawgrass, as 
well as most PGA stops. And all of them are very 
well done - as good as or better than "official" 
courses. You can also find beautiful fictional courses 
such as Rivendell, the legendary Elven golf course 
- probably the most stunning course I've seen. 

What's more, these courses are free. In terms 
of quality, there are some bad courses out there. 
I'd suggest visiting www.linkscorner.com and 
downloading their Top 20 lists, as well as any four
or five-star courses, and you'll have a quality 
library of at least 50 courses. 

- Chris Storhill 

Chris, you 're right about Links Corner- ifs one of 
several great repositories of standout user-cre
ated Links courses. (The best and most-fre
quented is www.linkscountryclub.com.J But let's 
face it: for every "four- or five-star" course, there 

are a couple of dogs whose only appreciable fea
ture seems to be their weirdness. 

m CAN'T SUE OYER ION CANNONS 
IN YOUR UNREAL TOURNAMENT2003review 
(Holiday 2002 issue), Chuck Osborn mentioned 
something about an "Ion Painter" that calls down 
an ion-cannon strike from an orbital platform. 
Didn't the original Command & Conquer(1995) 
have the same thing? Is Westwood going to sue 
the developer (Digital Extremes/Epic Games)? Did I. 
mention PCs rule over consoles? 

-Anonymous 

We 're pretty sure H.G. Wells mentioned ion can
nons at some point in the late 1800s. If game 
publishers started suing one another over every 
particle-beam appearance in every game, there 
would be no one left in America but lawyers. 

m MINING FOR OLD GAMES 
l'M LOOKING FOR THE DOS VERSION of Syndicate 
Wars, a game that was released for PC and Play
Station in 1997. Can you guys tell me a good place 
to find it, as well as other computer-game classics? 

- Tedford White 

eBay tl,vww.ebay.com/ is a good source for collec
tion building and digging up old gems. You can 
find some great game bargains there from respon
sible sellers - we recently saw a boxed copy of 
Black & White going for just $1, for example. 

ill CORRECTION 
IN DECEMBER 2002'S ED NOTE, Rob waffled on 
about Decipher Games bringing its Star Wars 
collectible card game online a la Magic Online. 
Of course, he meant to say The Lord of the Rings 
CCG. But what do you expect? He's a doofus. 

http://www.pcgamer.com 
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RTCW: Enem Territor 
IN A NUTSHELL 

T he single-player aspect of Return to 
Castle Wolfenstein was packed with 
delicious Nazi killin', but it was the 

glory of its multiplay - which placed a 
premium on squad-based tactics - that 
made the game a permanent fixture on our 
PCs. In Wolfenstein: Enemy Territory, the 
first expansion for RTCW, those squad
based tactics will be introduced into the 
single-player portion of the game. This 
time around, fascist-stomping super-agent 
B.J. Blazkowicz will have plenty of help 
eradicating those immoral Nazis. 

You'll begin each mission with a num
ber of squadmates, which include Medic, 
Engineer, Covert Ops, Soldier, and Field 
Ops. Over the course of a mission you can 
find and rescue other soldiers, who will 
then join your squad. An all-new stream
lined interface lets you give simple orders 
to specific squaddies, such as telling the 
Engineer to blow up a wall or directing 
the Medic to heal a specific casualty. 

In other situations, squad control 
involves greater depth, like using the 
Covert Ops guy to locate and mark land
mines, which are then disabled and 
cleared by the Engineer. In addition, the 
game's AI promises to be advanced 
enough so that during firefights the mem
bers of your squad will be able to fend for 
themselves by taking cover and returning 
fire with lethal fe rocity. 

"Our end goal," says Kevin Cloud, co
owner of id Software, "is to create a game 
where the type of action and level design 
make it so you'll see the action personally 
as a soldier, but also from the viewpoint of 
controlling a squad." 

To that end, the current plan calls for 
missions to end in failure if any of your 
squadmates are killed. But the ultimate 
goal is for you to keep your group alive 
not simply because they're vital to the mis
sion's success, but also because you come 
to care about them as individuals. 

"Each squad member will have a dis
tinct personality," explains Ian Davis, CEO 
of Mad Doc Software, which is developing 
the game's single-player portion. "We 
want [your teammates] to be unique and 
help deliver the story." 

Enemy Territory will take place in 1942, 
before the events of RTCW. B.J. is an Army 

More B.J. action, with added buddies for squad-based maneuvers 

Ranger and not yet a member of the OSA, 
and the Nazis control all of Europe. The 
current plan is for 20 single-player missions 
(the exact number is TBD) divvied among 
three acts. Since the game is set before 
those evil Krauts have become empowered 
by the occult, the number of zombiefied 
enemies should be significantly less. 

The add-on's multiplayer side is being 
developed by Splash Damage, a new 
London-based company made of regulars 
from the mod community. Building on 
Nerve's superb work in RTCW, the expan
sion's biggest multiplayer enhancements 
will be the new battle sense and a cam-

I 

paign mode. In campaign mode, three 
similarly themed multiplayer maps will be 
grouped together, and during each map 
you'll be rewarded with battle sense, which 
expands your skills . For example, veteran 
soldiers will be able to carry large weapons 
without incurring a speed penalty, and 
they'll also be able to detect land mines. 
And all of these improvements will be pres
ent throughout the three-map campaign. 

Based on our extensive playtest of 
Enemy Territory, we think it could be one 
of the rare add-ons that actually out
classes the original game. We'll know for 
sure later this year. - William Harms 
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Praetorians 
Praetorians· full -30 
graphics promise 
depth, fluid anima
tions, and cool special 
effects. Pyro is taking 
care to ensure the 
game is playable on 
low-end systems. 

IN A NUTSHELL 

S 
panish developer Pyro made a name 
for itself with the critically acclaimed 
tactical strategy game Commandos, 

a chart-topper in Europe. Now the 
developer is setting its sights on the real 
time strategy market with Praetorians. 
Set in Ancient Rome, Praetorians prom
ises not only an intriguing setting, but 
also a rather unique twist on how RTS 
games are played. 

The single-player campaign's 24 linear 
missions cast you as Julius Caesar, lead
ing Rome in an ongoing fight against 
those reprehensible Barbarians from 
Europe and the tribes of Africa. As you'd 
expect from the creators of Commandos, 
a premium w ill be placed on scouting 
the land and situation, and then executing 
a precise attack. 

"Recognizing the importance of terrain 
for its strategic value is one of the keys to 
playing Praetorians really well," explains 
Javier Arevalo, the game's project director. 
'The element of scouting is really dynamic, 
and a key to winning battles." The mis
sions themselves cover a variety of strate
gic challenges from ancient warfare, such 
as attacking enemy strongholds, defending 
a fortress, or operations such as a mission 
in which you must rescue Commius, 
Prince of the Gaul tribe of the Atrebates 
and a friend of Rome. 

All of the battles will play out realisti
cally, with soldiers lining up to defend 
fortress walls and towers, and a require
ment that ladders and siege towers 
must be used if you plan to breach an 
enemy's defenses . 

'The great thing is that you can 
approach the task of defending and attack
ing a fortress in several ways," Arevalo 
says, "and it's much more realistic and 
compelling than the standard method of 
hitting walls with a sword until they crum
ble." For spectacle alone, the sight of 500 
soldiers or more on each side during some 
of the larger battles will be impressive. 

Unlike most real-time strategy games, 
which require a healthy amount of 
resource management, Praetorians 
focuses the action on developing strate
gies with your units without having to 
worry about micromanaging a complex 
economy. And in keeping with the game's 

PC GAMER 

Take control of Julius Caesar's annies and smash the non-believers 

setting, new units are usually acquired 
through brute force. 

" ln some missions you find allies 
along the way," Arevalo tells us . "Some
times they remain your allies but you 
don't get direct control over them, while 
in other instances they' ll join your ranks. 
The real way to increase your army is by 
capturing villages that exist in many 
maps, and then use your general (the 
Centurion for the Romans, the Barbar
ians' Chieftain, or the Egyptian Official) 
to train vi!Jagers into military troops." 

Praetorians wi!J also feature skirmish 
and multiplayer modes, each with 16 maps. 

Multiplayer games will have a maximum of 
eight players, and you'll be able to command 
the Romans, Barbarians, or Egyptians. 
Each side will have special qualities and 
units in addition to basic grunt-type units. 
For example, the Romans will have access 
to Gladiators, which boast the ability to 
wreak heavy damage on enemy units, 
while the Africans will have Parthian 
archer cavalry that can shoot while moving. 

Pyro is currently polishing the game -
balancing the three sides and refining the 
interface - and setting it up to go head
to-head with both Age of Mythology and 
C&C: Generals. - Bert Salkmoor 
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8RAVEHEART 
1491604 

1AM SAM 
(Platinum Series) 

2724300 

40 DAYS AND 40 NIGHTS 
S JASON X (Platinum Series) 
;:: NATIONAL LAMPOON'S VAN 
~ WILDER !The Unrated Version) 
;: RESIDENT EVIL !Special Ed.) 
-;, WINDTALKERS 
j All 
!! ALL ABDUTTHE BENJAMIN$ 
~ (Platinum Series) 
~ DOMESTIC DISTURBANCE 
~ HIGH CRIMES 
'; HOW HIGH 
f MEN IN BLACK !Deluxe Edttion) 
~ THE MOTHMAN PROPHECIES 
z MURDER BY NUMBERS (2002) 
§ NOT ANOTHER TEEN MOVIE 
- (Special Edition) 

------,,, . ~ 

LEGALLY 8LONDE AMERICAN PIE 2 
(Special Edition) (Collector's Edition) 

~Unrate~ 2663003 66510 

2752509 THE OTHERS 
2754703 !Collector's Series) 2709400 

QUEEN OF THE DAMNED 2748507 
2747509 SHOWTIME 2743003 
2741502 VANILLA SKY 2719805 
2764900 ZOOLANDER 
2708501 (Special Collector's Edition) 2694206 

SAVE THE LAST DANCE 2619104 
2724508 MONSTER'S BALL 2715407 
2703304 ENEMY ATTHE GATES 2677102 
2748804 A.I.: ARTIFICIAL INTELLIGENCE 
2739308 (Special Edition) 2670008 

2726305 THE SHAWSHANK REDEMPTION 1345503 
2724003 AMERICAN BEAUTY: 
2751105 THE AWARDS EDITION 2524700 

THE ROCK 2018406 
2719607 BLADE 2294809 

THE FAST AND 
THE FURIOUS (2001) 
(Collector's Edition) 

2665008 

OO]l 

MEETTHE PARENTS THE ROYAL THE WIZARD 
(2D02~ TENNENBAUMS OF OZ (Collector's dition) (Criterion Collection) 

2577906 2722908 2383602 

LARA CROFT: TOMB RAIDER CLERKS !Collector's Series) 
!Special Collector's Edition) 2676609 CROUCHING TIGER, 
SLOW llnfinifilm) 2637502 HIDDEN DRAGON 
X-MEN 2690204 REMEMBER THE TITANS 
HEAT 2005809 DAZED AND CONFUSED 
MALLRATS !Collector's Edition) 2355006 THE DEER HUNTER 
BOYZ N THE HOOD (LBX) 1423300 MISSION: IMPOSSIBLE 2 
RUSH HOUR 2301505 TOP GUN 
RUSH HOUR 2 pntinifilm) 2652501 DUMB AND DUMBER 
CADDYSHACK ENEMY OF THE STATE 
120th Anniversary Edition) 2469708 EXIT WOUNDS 
DON'T SAY A WORD 2692101 THE EXORCIST: THE VERSION 
0 BROTHER, WHERE ART THOU? 2617 405 YOU'VE NEVER SEEN 
FRIDAY 1434406 FACE/OFF 
CARLITO'S WAY 1229301 FAST TIMES AT RIDGEMONT 
THE SILENCE OF THE LAMBS HIGH (Collector's Edition) 
(Special Edition) (Widescreen) 2660306 CASINO 

GLADIATOR (2000) 
(Signature Selection) 

2520807 

SWORDFISH 
2647907 

FORREST GUMP 
(Special Collector's Ed.) 

2634202 

SPY GAME 
(Collector's Edition) 

2694602 

NEXTFRIDAY ARMAGEDDON 
(Platinum Series) (Letterbox) 

2469203 2284602 

2351609 THE FIFTH ELEMENT 2145506 
FULL METAL JACKET 2637205 

2610905 LEON: THE PROFESSIONAL 
2571701 !Uncut International Version) 2497303 
1188606 GOOD WILL HUNTING >, 

0212407 !Collector's Series) 2515104 [ 

2532901 HANNIBAL (Special Edition) 2659902 g 
THE HURRICANE (1999) '--' 

0426908 " 
1374107 

!Collector·s Edition) 2480408 g 
INTERVIEW WITH THE VAMPIRE :c 

2345304 !Special Edition) 2469906 :el 
2634400 JOY RIDE 12001) (Special Ed .) 2699007 § 

APOCALYPSE NOW 0200105 8 
2551802 JURASSIC PARK Ill " 
2152007 (Collector's Ed.) !Widescreen) 2652600 ~ 

THE ORIGINAL KINGS 8 
2424406 OF COMEDY 2560704 @ 
1922707 KISS OF THE DRAGON 2690402 

MORE TO CHOOSE FROM ON OTHER SIDE. 



OOill ~ ~ 
PLUS 2 MORE Al SUPER SAVINGS! 

Plus shipping 
and processing 
with membersfiip. 
See details. 

A KNIGHT'S TALE (Special Ed.) 2648004 MONTY PYTHON ANO THE PITCH BLACK 
THE LAST OF THE MOHICANS HOLY GRAIL (Special Edrtion) 2520203 (Unrated Director's Cut) 2521805 

BILL & TED'S EXCELLENT 2692200 
ADVENTURE 2669208 0153007 

(1992) (Director's Edition) 2692705 THE PATRIOT (2000) (Special Ed.) 2520302 PLANET OF THE APES (2001) BILLY MADISON 1389402 2522407 
MEMENTO 2634301 PINK R.OYO • THE WAU (Deluxe Ed.) 2425205 ~(S~p_ec_ia_l E_d_iti_on~/ _ ___ _ 2_68_ 71_01 DEUCE BIGALOW: MALE GIGOLO 2490704 END OF DAYS (Collector's Edition) 2452407 
MEN OF HONOR (Special Edition) 2691202 HAPPY GILMORE 1937507 _RO_M_E_O_M_U_S_T_D_IE _____ 2_4_95406_ BLADE RUNNER: ERASER 1993609 THE DIRECTOR'S CUT 1097906 MENACE II SOCIETY 1200609 ROAD TRIP (Unrated) 2544807 ALONG CAME A SPIDER 2676906 FEAR 1980309 
THE ONE (Special Edition) 2697704 PLATOON 2497808 THE SCORE 2676401 STARGATE (Seecial Edition) 2410702 

ROCKY (Special Edition) 2659803 
- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - , U-571 (Collector's Edition) 2521904 BLAZING SADDLES 0001206 

FEAR AND LOATHING IN LAS VEGAS 2263804 
Columbia House DVD Club • I THEWATERBoY 

1 SWINGERS 
Dept. CVG, P.O. Box 1173, Te rre Haute , IN 4781 1-11 73 , (Collector's Series) 2778108 
Yes, please enroll me under the terms outlined in this advertisement. As a Columbia : BOTTLE ROCKET 2778009 

2321404 RULES OF ENGAGEMENT 2532802 
THE BLUES BROTHERS FERRIS BUELLER'S DAY OFF 0427302 
!Collector's Edition) 2233203 A FEW GOOD MEN (Special Ed.) 2520005 

15 MINUTES (lnfinifilm) 2622900 BOILER ROOM 2481208 
~~~!;s~~~~~~e~ n~:~ ~~iii ~~1t~~~;:r~~R;,"' regular Club prices within the next CORKY ROMANO 2722700 HIGH FIDELITY 2512507 FINAL DESTINATION 2503407 

BRING IT ON (Collector's Edition) 2545101 FLETCH 0217000 
Send me 
these 4 DVDs 
for 49¢ each, 
plus $1 .99 each 
shipping and processing. 

Plus, as part of this GREAT NEW OFFER, 
send me this 5™ DVD for 49¢, 
plus $1 .99 shipping and processing (a total of $12.40 for all 5 DVDs). 

BUY YOUR FIRST SELECTION NOW AND HAVE LESS TO BUY LATER! 
Also send my First Selection for an additional 
$14.95, plus $1.99 shipping and processing, which 
I'm adding to my $1 2.40 payment (total: $29.34). I will 
receive 6 DVDs and then need to buy only 3 more 
DVDs (instead of 4) in the next 2 years. 

TAKE A BONUS 7'" SELECTION NOW AT A SPECIAL PRICE! 
Also send me a 7'" DVD for the low price of $9.95, 

~~J~; i~9.::t~~ng.t~it~~nt~~Ji: $::c~ri;m 
PLEASE CHECK HOW PAYING: MY CHECK IS ENCLOSED 

CHARGE MY INTRODUCTORY DVDS AND FUTURE CLUB PURCHASES TO: 

MASTERCARD 

CARO # IN FULL 

SIGNATURE 

FIRST NAME (PLEASE PRINTI 

ADDRESS 

CITY 

E-MAIL 

PHONE 

otNERS CLUB AMEX VISA 

LAST NAME 

STATE ZIP 

STD/STF/STH 
STE/STG/STJ 

DtSCOVER 

EXP. DATE 

CVG 

• 
Note: The Columbia House DVD Club reserves the right to request additional information, 
reject any application or cancel any membership. Offer valid for customers in the continental 
United States. Customers from Alaska, Hawaii, Puerto Rico, U.S. Territories, APO and FPO 
addresses and Canada, please write for separate offer. 
Tax added In states where applicable. 
©2003, The Columbia House Company C-20103-PCGfM 3 2 8 0 5 

OUT COLD (2001) 2722809 
THE HUNT FOR RED OCT1lBER 0825000 
SOUTH PARK: BIGGER, 

A BRONX TALE 
THE BROTHERS 

1221506 TOTAL RECALL (Special Edition) 2627909 
2622702 FROM DUSK TILL DAWN 

LONGER & UNCUT 2420503 
ACE VENTURA: PET DETECTM 1242908 
AIR FORCE ONE 2160000 

JAWS (Anniversary Collector's Ed.)2489706 (Collector's Series) 2539609 
BUTCH CASSIDY AND THE THE FUGITIVE (Special Edition) 2611309 
SUNDANCE KID (Special Edition) 2692002 THE GAME 2176709 

TRAFFIC 2611101 CAPE FEAR (1!1!11) (C..leclors Edition) 2424000 HALF BAKED 2223907 

SCARY MOVIE 2539708 CAST AWAY (Special Edition) 2687804 STIR OF ECHOES 2425502 

SCARY MOVIE 2 2664209 
ALMOST FAMOUS 2562304 

CHINATOWN 0202507 HEIST (2001) 2674505 
BIG DADDY 2409803 THE INSIDER 2471001 

ENTER THE DRAGON CLEAR AND PRESENT DANGER 1326305 JURASSIC PARK (Collectors Ed.) 2513208 
CON AIR (Widescreen) 2167302 
NUm PROFESSOR II: 

(25th Anniv. Special Edition) 2208205 
APOLLO 13 (Collector's Ed.) 1937200 
VARSITY BLUES 2347904 THE KLUMPS (Collector's Edition) 2550705 PLUS YOU CAN ••• 
THE ART OF WAR 2545200 

CONAN THE BARBARIAN 
(Collector's Edition) 2462406 
SHAFT(2000) 2533008 AUSTIN POWERS: THE SPY WHO 

SHAGGED ME (Platinum Ed.) 2423002 
BACKDRAFT 0559005 
BAD BOYS (1995) (Special Ed.) 2478907 

THE CORRUPTOR (Platinum Series) 2364701 EARN 
fUN(ASH 

CRUEL INTENTIONS 2363703 

PATRIOT GAMES 1051309 
DAYS OF THUNDER 0827303 
DESPERADO 1485101 

BATMAN (1989) 0642504 
THE BEST MAN (1999) 2438208 

THE DOORS (Collectors Edition) 2325405 &GET 
BIG MOMMA'S HOUSE 
(Special Edition) 2687705 
BIG TROUBLE IN LITTLE CHINA 
(Special Edition) 2691806 
NATIONAL LAMPOON'S 
VACATION 0603902 

ROUNDERS (1998) 
OOUBLETAKE 
DOWN TO EARTH (2001) 
THE BONE COLLECTOR 
DRIVEN (2001 ) 
PRIMAL FEAR 

2318707 
2619203 

FREE DVDs! 2625903 
2449700 
2643203 See details. 
1987601 

JUMP START YOUR DVD COLLECTION-GET 5 DVDS fOR 49( EACH 
Here's a great way to jump start your DVD 
collection! Simply choose any 5 DVDs in this adver
tisement for 49¢ each, plus shipping and processing , 
fill out the coupon and mail today. In exchange, you 
simply agree to buy four more DVDs in the next two 
years at regular Club prices (which currently start as 
low as $19.95, plus shipping and processing) and you 
may cancel your membership at any time after doing 
so. What's more, you can get one more movie for 
the low price of $14.95-and have less to buy later, 
and take a bonus 7'" selection at the special low 
price of $9.95. See complete details in coupon . 

Free Magazine sent about every four weeks 
(up to 13 t imes a year) , revi ewing our Director's 
Selectiol}-plus scores of alternate choices, including 
many lower priced DVDs. And you may also receive 
Special Selection mailings up to four times a year. 
(That's up to 17 buying opportunities a year.) 

Buy only what you want! If you want the Director's 
Selection, do nothing-it will be sent automatically. If 
you prefer an alternate selection, additional selections or 
none at all , just mail the response card always provided 
by the date specified. And you'll always have at least 10 
days to decide; if not, you may return the selection at 
our expense, and we'll credit your account. 

Earn FunCash & Get FREE DVDs! You 'll be eli 
gible to earn FunCash every time you purchase a DVD 
from Columbia House. As your FunCash adds up, you 
can use it towards the purchase of regularly priced 
DVDs. Earn enough FunCash and get FREE DVDs. You 
pay only shipping and processing. 

10-Day Trial. We'll send complete membership 
details of the Club's operation with your introductory 
package. If you ' re not satisfied , return everything 
within 10 days, at our expense, for a full refund and 
no further obligation . 

Over 2,000 Titles! If you 
want a movie on DVD that you 
don 't see here, just visit our 
website. DVD CWB 

Please have your Credit Card ready when ordering 
toll-free 24 hours a day at: 

1-888-CHC-DVDS 
aho .com 

To ensure you get this great 
offer - use this Savings Code 

when ordering. 



I n modern sea-faring parlance, Sea 
Dogs was a mere blip on the radar 
screen . A first-person action/roleplay

ing game about 19th-century pirates, it 
had the distinct disadvantage of being 
Bethesda's "other RPG," specifically 
because it was developed in the shadow 
of the RPG juggernaut Morrowind. What's 
often forgotten is that Sea Dogs (July 
2001; PCG rating: 81 % ) was a pretty good 
game in its own right. 

Now those scurvy buccaneers are set
ting sail once again. Sea Dogs II is set after 
the events of the first game, although it 
doesn't pick up from the same storyline. 
Gone is Nicholas Sharp; instead you' ll play 
as either swaggering rogue Blaze Devin or 
the gorgeous vixen Danielle Greene. As 
before, you' ll captain a ship on the high 
seas, forging a career as a bloodthirsty 
pirate, a peace-loving trader, or even a 
vigilante for hire. 

A major criticism of the first game was 
the emphasis on ship-to-ship combat over 
traditional land-based roleplaying. For 
Sea Dogs II, the RPG elements have been 
beefed up considerably. The port towns 
will now be filled with accessible taverns, 
shops, and houses, all inhabited by over 
150 colorful characters such as quest-giv
ing NPCs, drunks, prostitutes, and love
able layabouts. You don't even have to 
dock at a pier anymore: you can land your 
craft on a beach and look for a hidden 
jungle cave brimming with loot, or simply 
take a path into town. 

Akella says that the main quest, which 
will play differently depending on the 
character you choose, should take around 
40 to 50 hours to complete. Solving it isn' t 
the end of the game, though, because 
NPCs can assign missions indefinitely via 
a random quest generator. 

In addition to the first game's four 
allegiances (France, Spain, England, or 
Pirate), Sea Dogs II will let you align with 
island colonies belonging to Holland and 
Portugal, allowing you to take on coun
try-specific missions and dock at friendly 
ports. While in town, you can also recruit 
up to three officers to fight alongside you 
automatica lly, whether on land or sea, 
and hire a rowdy crew to bolster your 
ship's capabilities. 

http://www.pcgamer.com 

Raise the roleplaying! Lower the ship combat! A pirate's life awaits in this seaworthy sequel. 

The scope of ship battles has been like
wise expanded: For the first time, crewmen 
can be seen manning their stations on deck 
or even getting blown off the side of a 
ship during the game's sail-ripping, bow
breaking action sequences. And when it's 
time to board a rival ship, the original's 
mano-a-mano captain duel in cramped 
quarters has been replaced by a full -on 
swashbuckling skirmish between crews on 
the ship's deck. Over 30 historically accu
rate sailing vessels are available for pur
chase (that's 10 more than last time), and 
all can be upgraded with the finest in 
pre-20th century cannonball technology. 

· are looking 
ohra-swank. compliments of 
the game's new engine. 

Once again, the game will be accompa
nied by an orchestral score provided by 
the Moscow Philharmonic. An updated 
version of Akella's proprietary Storm 
englne (appropriately named Storm 2) 
delivers the game's impressive visuals, 
including dramatic per-pixel lighting and 
pixel-shading effects that were so vibrant 
and detailed - weeds sway around your 
feet when walked through! - that I all but 
accused the developers of swiping 
Morrowind 's Netlmmerse 3D engine. 

Alas, all the pirating occurs in the game. 
Run, don 't walk, the plank to get Sea Dogs 
II when it ships in May. - Chuck Osborn 

t:!:i::.::~~~~';l~ ln l'8lpOlll8 
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scoop! · 

Billy and Dan take their conflict to the global battlefield 

ake my word for it: There is no greater feel
ing in the world than lining up an enemy's 
base (preferably Morris' base, but any 

sucker will do) and then reducing it to glowing, 
charred, nuclear ruin. After spending the last few 
weeks wreaking online havoc, here are my thoughts 
on Command & Conquer: Generals' three factions: 

USA: You'll have access to top-of-the-line weapons 
and technology, plus a distinct advantage in control
ling the skies via both air defenses and offensive 
aerial weapons such as stealth planes. I especially 
enjoyed flattening bases with Tomahawk cruise 
missiles and calling in a squad of A-10s to unleash 
a hellish assault on enemy forces. 

DEVELOPER 
EA-Pacific 

PU■LISHER 

EA 

RELEASE DATE 
February 2003 

CHINA: The Chinese are the only side with access 
to a nuclear missile, and they can generate nuclear 
artillery that can decimate the enemy (particularly 
infantry) in mere seconds. Chinese base defenses are 
also more developed since they can deploy mine fields 

it:i FEBRUARY 2003 PC GAMER 

around key buildings. Because they can produce truly 
destructive weapons, I prefer to play as the Chinese. 

GU: The GLA rely on stealth and subterfuge to win, 
making them the most challenging side to control. 
They gather resources at a much slower rate than the 
other two factions, and they don't have aerial weapons; 
on the flipside, they don't have to construct power 
plants. A head-on assault gets the GLA nowhere, so 
it's all about creating bomb trucks (which can morph 
so they look like any ground unit) and rolling them 
into the enemy's base, where they unleash a mas
sive explosion flavored with a sprawling toxic twist. 

Some of the universal changes from C&C lore 
include the omission of engineers (you must 
research the ability to capture buildings) and the 
gaining of experience through successful combat, 
which you can then spend on upgrades and super
weapons. Also, the game has a definite emphasis on 
urban, building-to-building fighting. 

I've been pretty damn impressed with Generals' 
multiplayer test, but I do have a couple of gripes: the 
GLA dialogue is extremely dodgy (the suicide bomber, 
for example, says "I love a crowd" ... ugh) and 
latency is a serious issue, especially in four-player 
games. If the multi play is optimized in the final prod
uct, expect the best C&C ever. - William Harms 
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To place your order now, call 1-800-800-0032 or visit 
www.ebgames.com. To find a store near you, call 1-800-800-S 166. 









TH£ POWEii OF SIMULATION: 

TRANSFORMING 
OURWORLD 
Our very own Colonel Trotter visits the recent 1/ITSEC* Exposition to get the 
lowdown on the latest game-inspired training sims 

A 
bout five years ago, I went up to Quantico 
and had one of the wildest gaming experi
ences of my career: playing Marine Doom 
on a LAN system with a dozen wild -man 

Leathernecks. The resulting article - the first in 
any commercial magazine to broach the subject
was one of the sweetest scoops in PCG's history. 
We predicted that as soon as the PC-friendly gener
ation of soldiers reached command rank, and 
processing/graphics power reached a certain level 
of sophistication, commercial game and sim designs 
would be joined at the hip with the professiona l 
military. The resulting synergy between a popular 
entertainment medium and the deadly-serious busi
ness of training for real war would not only be a 
unique phenomenon, but would also forever blur the 
line of demarcation that used to separate these two 
activities like the Berlin Wall. 

It's finally happened, and on a scale larger than 
anyone could have imagined. The National Training 
Systems Association is the umbrella group for this 
exploding phenomenon, and this year's expo - held 
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Dec . 2- 5 in the Orange County Convention Center in 
Orlando, Florida - offered dramatic proof as 350 
exhibitors filled up 120,000 square feet of floor 
space. I joined the pre-opening media tour and was 
overwhelmed - the floor was packed with every 
simulation imaginable. 

What's most interesting to PCG readers is that 
most of the powerful, ultra-realistic sims I saw are 
either direct adaptations of commercial "entertain
ment" software, or quantum jumps in technology 
that first appeared in the form of commercial 
game/sim products. 

"WE'RE STILL LOOKING FOR BETTER 
VIRTUAL DIRT ••. " 
THERE WERE SYMPOSIA, LECTURES, and panel 
discussions galore, but I attended only a few of 
them - my time was limited, and all the fun was 
out on the floor. But NTSA did make available a 
136-page book of the key speeches and another 
book containing abstracts of the 158 technical 
papers submitted for the event. I dutifully read all 

of them except the severely technical ones, and 
from that mountain of verbiage I extracted the 
following nuggets. 

The hot buzzword of the moment is "EMBED
DED" sims. Put briefly, this descriptor means that 
full-range, networked training sims will be integral 
parts of the weapons platforms and units of the 
near future. In a few years, the crew of every newly 
fielded vehicle will be able to train, interoperatively, 
with everybody else, theaterwide, who's also 
assigned to that type of vehicle. 

Brigadier General Stephen Seay, head of the 
Army's Simulation and Training Command (STRI
COM), explains: "Sold iers today train for a wide 
variety of missions, from peacekeeping to full
blown war. This makes it imperative that training 
sims be as flexible as possible. The land and funds 
available for live drills are greatly diminished. 
Ideally, a unit wants to tra in for every contingency, 
over and over again, on the piece of terrain where 
they will be deployed. Mission requirements can 
change rapidly, so we need to train with freshly 

•tnterservice/ lndustry Training, Simulation, and Educations/ Conference 
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WIN YOUR VERY OWN COPY OF SIMCITY 4! 
This month 10 lucky winners will receive a copy of the ultimate city-management game, SimCity 4, courtesy of the sim 
freaks at Maxis. To be eligible for ou r random drawing, just send an email to eyewitness@pcgamer.com with "Gimme 
Sim City! " in the subject heading, and include your name and address in the body of the message. Only one entry per 
person allowed. Contest ends March 31, 2003. See additional rules on page 111. 

updated information - in bivouac, en route in 
transports - so that every soldier's on the same 
page, equipped with the same knowledge, before 
reaching the battlefield." 

Eye-piece, Borg-like, helmet-mounted monitors 
and strap-on mini-PCs will make that possible, even 
for infantrymen. "We need to interoperate on the 
move," says General Seay, "so that everyone on a 
mission can rehearse and generate contingency 
plans in concert with everyone else." The Army 
calls this setup its "Future Combat System," and the 
technological challenges are huge: a "distributed 
network-centric ensemble of manned and 

unmanned combat-related systems" embedded in 
the operational plan just as logistics, support 
assets, and ammo requirements are now. 

Quick example: say the 101 st Airborne is head
ing for Baghdad; satellite inte l reveals newly built 
fortifications and redeployment of Republican Guard 
armored brigades. This information is quickly 
"patched" into the "Get Saddam" simulations that 
the 101 st has been wargaming for weeks, and the 
division can rehearse new tactics even while 
they're flying toward their objectives in C-17s. 

http://www.pcgamer.com 

This concept is something new in warfare -
and it's possible because of game-driven technol
ogy. General Seay is a zealous advocate of absorb
ing new commercial breakthroughs into real -war 
applications as quickly as possible. "We've come a 
long way in a short time," he quips dryly, "but we 're 
still looking for more realistic virtual dirt." 

RAINBOW SIX, SKYWALKER RANCH, 
AND THE ARMY 
IN 1999, THE ARMY CREATED the Institute of 
Creative Technologies. The purpose of ICT, accord
ing to Senior Scientist Michael Macedonia, is "to 

explore the use of commercial enter
tainment technology and content for 
military training and education. " 
Currently under development by the 
ICT is a super-powerful version of 
Ubi Soft's Tom Clancy's Rainbow 
Six/Rogue Spear program that 
Macedonia believes will "work bri l
liantly to sharpen decision-making 
skills at the small-unit level." Also set 
to debut in mid-2003 is a company
commander simulation - a PC
based amalgam of "several" existing 
games, graphically beefed up by the 
special-effects wizards at George 
Lucas' Skywalker think-tank. The 
project's working title is Combat 

System XII, and you can count on seeing some of 
its cutting-edge features in commercial 
games ... eventually. 

The synergistic loop between PC entertainment 
and deadly serious real-war applications has 
become a powerful two-way river in a very short 
time. As Macedonia puts it: "If you 're an 18-year
old going into West Po int today, you don't remem
ber a time when there were no electronic games. 
You've always had a computer and you've never 
seen a manual typewriter, except in a museum." 

CONTINUED ON PAGE 26 
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~GAMER PLAYLIST 

ROB Every year the latest iteration of 
FIFA sits on my hard drive until the next 
version. It's the same this year, and it's 
dominated my playtime. Besides that. I've also 
been playing the beta of EverQuest Online 
Adventures for PS2. It introduces some cool 
game play features, and having no key
board makes the game appealingly "quiet." 

COREY Feeling the return of my 
alter-ego, Sir Fanboy, I've been playing two 
licensed sci-ti games: Starfleet Command Ill 
(see page 64) and The Thing. I wish The Thing 
didn't have so many scripting oddities -
like guys Thinging out a minute after testing 
human - but I do dig its dark, creepy, movie
esque atmosphere, a la Aliens vs. Predator 2. 

DAN I am being utterly jackalized by 
Billy-led terrorists in the Command & 
Conquer: Generals beta. (I want to point out 
that he habitually makes a mockery of the 
Geneva Convention.) I've also been playing 
tons of America's Army("Airborne l ") and 
the new Shrapnel Games/ProSIM master
piece Armored Task Force. 

CHUCK I've been playing Asheron's 
Call 2, Dragon's lair 30, and Nightfire, and I 
just started Neocron. But enough about me. 
The most fun I've had this month has been 
watching Chiaki play The Sims. I haven't 
seen such wanton devastation and blood
shed since we played "Club the Intern" at 
the PCG picnic. (Ah, good times ... ) 

BILLY Most of my time's been spent 
jackalizing Corey as he played SFC Ill. I 
loathe all things Star Trek- related, so I took 
particular glee in making Corey's life a 
living hell as he desperately tried to steer 
his little starship around some boring map 
while carrying out some lame mission 
objectives. He's a sad man, that Corey. 

JOE My vote for sleeper of the year: 
Combat Mission: Barbarossa to Berlin. More 
vast and captivating than Beyond Overlord, 
Barbarossa to Berlin is simply a fantastic 
wargaming experience. And the realism is 
amazing. Someone bring me a bucket of 
Kubanskaya and load my SVT40 - the 
Wehrmacht is approaching Stalingrad! 

CHIAKI Yes, I'll admit it: I don't have a 
domestic bone in my body. I can't decorate, 
I hate shopping, and I never make my bed. 
So I never tried The Sims ... until now. After 
accidentally killing my Sims and/or making 
them so depressed that they couldn't work, 
I finally got a family to prosper. At least I 
now know I have some nurturing skills. 

CREC I haven't had much time for 
anything other than Asheron's Call 2 this 
month. I'm enjoying it, despite a few gripes. 
The graphics are amazing, and I like the 
combat, but the chat system is hurting, and 
I rea//ywish I could tweak my stats. I 
bought Mortal Kombat: Deadly Alliance for 
the Xbox recently. No PC version, alas! 

PC GAMER 

TRANSFORMING OUR WORLD 
CONTINUED FROM PAGE 25 

He also points out that game companies have 
deeper pockets, fiercer competitive incentive, and 
more streamlined R&D departments than the 
armed services. "That's why we rely so heavily on 
the industry," Macedonia says. "M icrosoft spent 
more than $2 billion developing the Xbox - that's 
more than the Army's entire annual budget for 
science and technology." 

Resistance to "games" among the top brass 
has vanished as the skeptical pre-digital officers 
have retired or been converted by the ineluctable 
facts. "Computer games are no longer dismissed 
as 'childish nonsense,"' Macedonia explains. 
"Being a soldier today means more than just shoot
ing a rifle. We need warriors who can understand 
complex situations, articulate problems, and arrive 
at swift, creative decisions while under pressure. 

' Computer games and simulations definitely 
sharpen those reflexes: they help train soldiers in 
three dimensions and they engender enthusiasm 
for the training process. They will help us win 
wars, and do so with fewer casualties. People 
were amazed at how well our soldiers and airmen 
performed in Afghanistan. I wasn 't [surprised]." 

The most powerful testimony I encountered at 
the expo came from Michael Durant, the elite 
Night Stalker pilot whose chopper was shot down 
in the Mogadishu fracas immortalized in the book, 
movie, and now game Black Hawk Down. Now a 
civi lian consultant, Durant has become a true 
believer in the efficacy of sim training. 

"The aircraft are so expensive that we can no 
longer afford to fly them for the many hours 

needed to hone a pilot's skills," he says. "Now we 
have simulations of such quality as to offset the 
lack of real flying hours. There are at least 50 ways 
you can crash a helicopter - in a simulator, you 
can experience all of them, over and over again, 
until you're instinctively ready to react the right 
way in real life. That kind of preparedness can be 
perfected only in a virtual environment, because in 
real life, your first crash is usually your last." 

THE GREATEST TOY SHOP EVER 
AS FO R THE SIMULATION S and training games I 
saw at the convention center, I had the time of my 
life driving, flying, or shooting everything from the 
latest Comanche to a Bradley to the Marine Corps' 
experimental new infantry-support weapon, an 
absolutely lethal 25mm cannon that fi res intell igent 
laser-guided high-explosive rounds, known only as 
the "Projected Crew-Served Weapon." For the 
time being, would-be gunners must train on simu
lations, because each of the ultra-sophisticated 
rounds has to be assembled by hand, at a cost of 
around $600 a shot. {See "Trotter Gets It Done," 
above, for the Colonel 's experience with this simu
lated weapon. - Ed.] 

All told, it was a dazzling, enlightening, intel
lectually stimulating event (not to mention a simply 
obscene amount of fun!). This phenomenon is only 
going to get larger, and all gamers should continue 
to stay abreast of it, because the games we play 
(and the breakthrough technology that's driven by 
gamers' demands) are going to play an ever-grow
ing role in helping the Good Guys win battles. 

http ://www.pc g a m e r.com 



In the year 1492, travel to 
America as Christopher 
Colwnbus and light the 

spru·k that will kindle 300 
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Lejendary 
Adventure From 
a Design Legend 
Gary Gygax, the "godfather of RPGs," tells us about his 
first computer-game project 

F or hundreds of thou
sands of pen-and-paper 
RPG players, the name of 

Dungeons & Dragons creator 
Gary Gygax conjures memories of 
tattered rule books, odd-shaped 
dice, and late-Friday night 
encounters with nefarious beast
ies. With D&D-based computer 
games proving extremely popular, 
it's surprising that Gygax himself 
has yet to lend his design talents 
to the computer market. Turns out 
it's not for the want of trying. 

According to Gygax, he's 
been involved in two PC game 
projects in the past, both can
celled due to changes at their 
respective publishers. But his 
latest pen-and-paper RPG, 
Lejendary Adventure, will make 
the transition to the MMORPG 
world courtesy of Netherlands
based developer Dreams 
Interactive. 

"Computer games are not 
overly complicated by rules like a 
lot of paper [games]," Gygax told 
us, "and I wrote LA as a 'rules
lite' skill-based system." Entering 

the crowded fantasy genre 
won 't be easy, he says, and it's 
caused "a lot of rethinking of the 
fantasy milieu." Those thoughts 
have been assembled into a 
book, Everyday Life, to be pub
lished by Trol l Lord Books in 
March 2003 ($24.95). ' 

While Gygax is incredibly pro
lific as both game designer and 
fiction author, he's had limited 
experience with computer games. 
Having not played Everauest, 
U/tima Online or even Neverwinter 
Nights ("If I got involved, I'd get no 
work done," he offers), the whole 
process is new, although it pres
ents some similar issues in game 
design. Gygax cites not having the 
OM actually there as the major 
challenge to LA's online design, 
so functions such as the player's 
control of politics and making laws 
become much more challenging. 
Then there are simple procedural 
problems. "If you allow thieves," 
he asks, "do you let them steal 
from other players?" 

Though specific details about 
the gameplay mechanics are 

scant, most problems have been 
solved effectively. "So far, of the 
issues that have come up, it's 
been surprising in the ways that 
they have worked." 

Lejendary Adventure Online 
is Gygax's daily project for the 
next several months. Having sup
plied Dreams Interactive with the 
core rules input, he's now giving 
them creature information, as 
well as spells and power details 
not yet published in the pen-and
paper version. 

The game engine is impres
sive enough to have convinced 
NVIDIA and ATI to use it in 
demonstrations of the latest 
video hardware technology. 
That's an impressive credit for a 
developer that's yet to sign a 
publishing deal. But that deal 
should be forthcoming in time to 
meet the game's planned 
February beta-test date, some
thing Gygax eagerly awaits. " I 
can 't wait for the beta because 
I'll be allowed to play games 60 
hours a week .. . which is what I 
always want to do." 

http://www.pcgamer.com 
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To place your order now, call 1-800-800-0032 or visit 
www.ebgames.com. To find a store near you, call 1-800-800-5166. 





Receive a $20 EB mail-in gift vouch r when you purchase any 
2 Microsoft PC titles $34.99 and up with this coupon! 

Fill out and mail this completed coupon 
plus your original sales receipt to: 

REBATE/EB CATALOG CO., INC./ 770 PILOT ROAD, SUITE F / LAS VEGAS, NV 89119 

Name--------------- Allow 4-6 weeks for delivery. 
Limit one voucher per product 
and household. Not to be com-Address ____________ _ 

bined with any other offer. 

City _______ _ State_Zip __ 
Home Phone Number 

Gilt vouchers are good toward 
future purchases . 

No cash will be issued . 
Oller expires 2/15/03. PCG0103 -----------

E8GAMEs·· 
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HOW TO SHOP 
Call for a store near vou ............... 1-800-800-5166 
Shop hv phone ............................ 1-800-800-0032 

COME IN AND FIND 

OUT MORE ABOUT: 
• Newest and Hottest Games! 
• large Selection 
• Knowledgeable Sales Associates 
• PC/Video Game Trade-In Program 
• Pre-purchase/Reserve list Program 
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Though CS remains incredibly 
popular online, Cl's delays 

mean it's missed its pinnacle 
of popularity, and must now 

stand on its own as a quality 
single-player action game. 

~ http://www. cgam er.com 
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Can't wait to fight the good fight in the battlefields of tomorrow7 These mods for games 
you probably (and should!) already own will give you a taste of contemporary weaponry, 
gear, and tools. Best of all, every one can be downloaded for absolutely free! 

Urban Terror {Quake Ill) 
Currently at version 2.6, this total conversion has you 
duke it out in fast-paced multiplayer duels set in 15 
urban and outdoor locations, from a secret Navy test
ing facility miles undersea to snowy Canadian moun
tains. Urban Terror has fresh game play mechanics 
like bandaging wounds, weapon attachments, and a 
balanced arsenal. (www.urbanterror.net/) 

Navy SEALS: Covert Operations 
(Quake Ill) 
This lesser-known total conversion for Quake Ill is 
a great alternative to Counter-Strike. Focusing on 
teamwork and realistic Navy SEALs tactics, it puts 
as much emphasis on strategy as it does action. Of 
particular note is the great hit-detection system. The 
current version is Beta 1.45. (www.ns-co.net/) 

Operation Desert Storm theater 
for Falcon 4.0 
If you're tired of blowing up North Korean assets 
every time you load Falcon 4.0, maybe it's time to 
move your Theater of Operations to the Persian Gulf. 
Besides this 1991 desert campaign, the site offers links 
to a couple dozen third-party F4 campaign projects. 
(http:l/falcon4.nekromantix.com/desertstorm.phpj 

Sabre Teams {Ghost Recon) 
Sabre Teams takes an array of real-life tactical 
forces such as the UK SAS, U.S. Army Rangers, and 
French GIGN and pits them against one another in 
unique scenarios. A smooth interface makes imple
mentation and assignments easy, with custom weapons 
and kits to satisfy gun freaks. (www.tacticalgames, 
nef/bajabravo/sabreteams/manual/faatures.htm) 

Free Libya! (Ghost Recon) 
This relatively new mod for GR set in conflict-ridden 
Libya adds weapons, player skins, and a new multi
player "Command & Conquer" mode. Missions are 
well-scripted, complete with pre-mission voice-overs 
and commandable specialists. Extra missions are in 
the complementing Free Russia! mod, which sports 
more modern warfare fun. (www.ff-ava.net/l 

Team SuperHornet add·ons for 
Jane's F/A-18 
Still the finest carrier-based jet sim ever built, Jane's 
F/A-18 is starting to age a bit. The Team SuperHornet 
project - which adds a number of new missions, 
high-resolution cockpits, and flyable planes like the 
A-10 and F-14 - is the dose of Viagra this old girl has 
been looking for. (www.war-fighters.com/tsh/l 

Harntrox Desert Assault (G.R.) 
Master madder Harntrox has created a package 
that's sure to please fans of Ghost Recon, adding 
over 100 weapons and dozens of new missions, 
including ones incorporating helicopters and tanks. A 
12-mission campaign extends the battlefield through 
established Ghost Recon maps. (www.speakeasy, 
org/%7Estarr00/starraudio/) 

SuperPAK 3 for Falcon 4.0 
The face-lift that the Falcon 4.0 Unified Team has 
applied to the venerable F-16 sim is the single most 
comprehensive add-on that the flight sim world has 
ever witnessed. This 78MB download adds so many 
enhancements to your copy of MicroProse·s four
year-old sim that a 180-page PDF manual is needed 
just to track them all. (http://f4ut.frugalsworld.com/) 

Hype1Lobby Pro 
Although nottitle-specific, this matchmaking multi
player software is gaining a reputation as the down
load to have if you want to hook up with some human 
opponents in sims like Falcon SP3 or Strike Fighters. If 
you still play classic Jane's titles like F/A-18or F-15, it's 
pretty much the only game in town since the demise of 
Jane's Combat.Net. (http://hyperfighter.jlnak.cl/.) 
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Track your units in the action view, which provides 3D detail and battle animations. You can also 
eyeball the damage when a foe gets a strike in, or watch your own missiles fly off toward their target. 
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Click or call for 
our latest pricing 
and promotions. 

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

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

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

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

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

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

Dell I Home Notebooks 

lnspiron"' 2650 Notebook 
Mobile Power, Great Price 
• Mobile Intel• Pentium• 4 Processor-M at 1 .70GHz 
• 15" Super XGA+ TFT Display 
• 256MB DOR PC2100 SDRAM 
• 20GB* Ultra ATA Hard Drive 
• 24x CD-AW/DVD Combo Drive with Roxio's Easy CD Creator• 
• 32MB DOR NVIDIA• Geforce2 Go• 100 AGP 4x Graphics 
• Sound Blaster4 Compatible 
• 59WHr Li-Ion Battery 18 cell) 
• Internal Modem and NIC Included 
• Microso~ Windows• XP Home Edition 
• WordPerfect" Productivity Pack with Quicken• New User Edition 

$1469 or as low as $45/mo~ 
E-VALUE Code: 16022-D80114p 

Make this your perfect PC: 
• 30GB* Ultra ATA Hard Drive, add $59 
• 384MB DOR PC2100 SDRAM, add $150 
• Notebook Backpack, add $79 

lnspiron"' 4150 Notebook 
Uncompromising Performance in a Thin and Light Notebook 
• Mobile Intel• Pentium• 4 Processor-M at 1.80GHz 
• 14.1" Super XGA+ TFT Display 
• 512MB DOR PC2100 SDRAM 
• 40GB* Performance Hard Drive 
• 24x CO-AW/DVD Combo Drive with Roxio's Easy CO Creator• 
• 32MB DOR ATl0 MOBILITY" RADEON· 7500 AGP 4x Graphics 
• Sound Blaster4 Compatible Sound with Wavetable 
• 66WHr Li-Ion Battery with ExpressCharge· Technology 18 cell) 
• Internal Modem and NIC Included 
• Microsoft® Windows" XP Professional, Microsoft® Wori<s Suite 2003 

$1949 oraslowas $59/mo~ 
E-VALUE Code: 16022-D80119n 

Make this your perfect PC: 
• Mobile Intel• Pentium• 4 Processor-M at 2GHz, add $150 
• Birch Blue Display Back and Palm Rest Inserts, add $29 
• Microsoft® Office XP Small Business, add $129 
• Dell TrueMobile• 1180 Wireless Networking Internal 

Mini-PCI Card, add $89 

lnspiron™ 8200 Notebook 
The GrandDaddy of Gaming Notebooks 
• Mobile Intel• Pentium• 4 Processor-M at 2.20GHz 
• 15" UltraSharp· UXGA TFT Display 
• 512MB DOR PC2100 SDRAM 
• 60GB* Performance Hard Drive 
• 24x CD-AW/DVD Combo Drive with Roxio's Easy CD Creator• 
• ATl0 MOBILITY" RAOEON· 9000 64MB DOR 4x AGP Graphics 
• Sound Blaster4 Compatible Sound with Wavetable 
• 66WHr Li-Ion Battery with ExpressCharge· Technology 18 cell) 
• Internal Modem and NIC Included 
• Microsoft® Windowse XP Professional, Microsoft® Wo~s Suite 2003 

$27 59 or as low as $83/ mo~ 
E-VALUE Code: 16022-D80127m 

Make this your perfect PC: 
• 2~ Li-Ion Battery, add $99 
• Dolby" Headphones, add $99 
• External Harman Kardon HK-395 Speakers with Subwoofer, add $59 



Dell I Home Desktops 

NEW Dimension™ 4550 Desktop 
Superior Perfonnance, Smart Value 
• Intel• Pentium• 4 Processor at 2.40GHz with 533MHz Front Side 

Bus and 512K L2 Cache 
• 512MB DOR SDRAM at 333MHz 
• NEW 60GB* Ultra ATA/100 Hard Drive (7200 RPM} 
• 19" 118.0" v.i.s., .24dp} M992 Flat Screen Monitor 
• 64MB DOR NVIDIA• GeForce4 MX- Graphics Card with TV-Out 
• 16x DVD-ROM Drive 
• 48x/10x/48x CD-RW Drive with Roxio's Easy CD Creato,.12"' bay} 
• NEW Sound Blaste,e Audigy 2 Sound Card with DVD Audio 
• Al tec Lansing• ADA745 4.1 Surround Sound Speakers 

with Subwoofer 
• 56K• PCI Telephony Modem 
• Integrated Intel• PRO 10/100 Ethernet 
• Microso~ Wtndrm.l" XP Home Edition 
• WordPerfect° Productivity Pack with Quicken• New User Edition 

$1599 or as low as $48/mo~ 
E-VALUE Code: 16022-D50115m 

Make this your perfect PC: 
• 19" 11 8.0" v.i.s .. .24 -.25AG) P992 FD Trini tron• Monitor, add $80 
• NEW 128MB DOR ATI• RADEON" 9700 TX Graphics Card with 

TV-Out and DVI, add $140 
• NEW 120GB' Ultra ATA/100 Hard Drive (7200 RPM), add $100 
• NEW 1 GB DOR SD RAM at 333MHz, add $240 

Standard Features 
Each DEU system shown has a number of 
standard features, including: 

• Dell Picture Studio Image Expert Standard Edition 
• Dell Jukebox Powered by MUSICMATCH• 
• 6 Months of America Online• Membership Included* 
• Dimension Desktops shown here include 

1-Year Limited Warranty~ 1-Year At-Home Service Offering: 
Keyboard and Mouse 

• lnspiron Notebooks shown here include 
1-Year Limited Warranty~ 1-Year Mail-In Service Offering 

NEW Dimension™ 8250 Desktop 
Cutting Edge Technology 
• Intel• Pentium• 4 Processor at 2.40GHz with 533MHz Front Side 

Bus and 512K L2 Cache 
• 512MB PC1066 RDRAM 
• NEW 120GB* Ultra ATA/100 Hard Drive (7200 RPM} 
• 19" 118.0" v.i.s ... 24dp) M992 Flat Screen Monitor 
• NEW 128MB DOR ATI• RADEON" 9700 TX Graphics Card with 

TV-Out and DVI 
• 16x DVD-ROM Drive 
• NEW 4x DVD+RIN/+R* Drive with CD-RW including Roxio's Easy CD 

Great~ and Sonic" MyOVD" 
• Sound Blaster Live! 5.1 Digital Sound Card 
• Altec Lansing" ADA745 4.1 Surround Sound Speakers with Subwoofer 
• 56K* PCI Telephony Modem 
• Integrated Intel• PRO 10/ 100 Ethernet 
• Microso~ Wtndrm.l" XP Home Edition 
• WordPerfect• Productivity Pack with Quicken• New User Edition 

$2049 or as low as $62/mo: 
E-VALUE Code: 16022-D50120m 

Make this your perfect PC: 
• 17'' 1702FP Dell UltraSharp· Digital Flat Panel Display, add $230 
• NEW 1 GB PC1066 RDRAM, add $460 
• NEW 200GB* Ultra ATA/100 Hard Drive 17200 RPM) with 

DataBurst Cache. add $160 
• NEW 128MB DOR ATl0 RADEON" 9700 Pro Graphics Card with 

TV-Out and DVI, add $180 

Software & Peripherals 
Desktop 
• Canon• MultiPASS F80 Multifunction !Prints, Scans, 

Copies. and Faxes}. $399 
• Kodak Easyshare· LS443 Digital Camera with Dock. $449 
• Epson• S825 Photo Printer, $199 
• Belkin• SurgeMaster" Maximum Series Surge Protector, $49 
• Detto lntelliMover" 1/3.0 Migration Software and 

Parallel Cable, $40 

Notabook 
• Kensington• Saddlebag Kit, $99 
• Dell Port Replicator and Keyboard Bundle. $299 
• Targus• Auto/Air Adapter. $99 
• Belkin• Notebook Surge Protector. $29 
• Kensington• Slim MicroSaver Security Cable, $37 
• Canon• BJC-85 Portable Printer, $299 

NEW Dimension'" 8250 Desktop 
Extreme Gaming Machine 
• Intel• Pentium• 4 Processor at 2.66GHz with 533MHz Front Side 

Bus and 512K L2 Cache 
• 1 GB PC1066 RDRAM 
• NEW 120GB* Ul tra ATA/100 Hard Drive (7200 RPM} 
• 19" 118.0" v.i.s., .24 -.25AG} P992 FD Trinitron• Monitor 
• NEW 12BMB DOR ATI• RADEON" 9700 Pro Graphics Card with 

TV-Out and DVI 
• 16x DVD-ROM Drive 
• NEW 48x/24x/48x CD-RW Drive with Roxio's Easy CD Great~ 12"' bay} 
• NEW Sound Blaste,e Audigy 2 Sound Card wi th DVD Audio 
• Altec Lansing" ADA745 4.1 Surround Sound Speakers with Subwoofer 
• 56K* PCI Telephony Modem 
• Integrated Intel• PRO 10/ 100 Ethernet 
• Microso~ Wtndrm.l" XP Home Edition 
• WordPerfect• Productivity Pack with Quicken• New User Edition 

$3199 or as low as $96/mo~ 
E-VALUE Code: 16022-D50131m 

Make this your perfect PC: 
• NEW 4x DVD+RW/+R* Drive with CD-RW including Roxio's Easy 

CD Creato,e and Sonic" MyDVD" 12~ Bay), add $169 
• NEW 1.5GB PC1066 RDRAM, add $430 
• 18.1" 1800FP Dell UltraSharp• Digital Flat Panel Display, add $270 
• Altec Lansing• THX Certified ADA995 Surround Sound 5.1 Speaker 

System with Dell" Enhanced Multimedia Keyboard, add $150 

Service & Support 
Upgrade from S111ndard Warranty and Service Offering to: 
3-Year Limited Warranty: 3-Year At-Home Service Offering*: 
• Dimension 4550. 8250, $159 
• lnspiron 2650, $179 
• lnspiron 4150, 8200, $299 

Accidents Happen! 
Protect yourself with CompleteCare· Accidental Damage 
Protection*: 
• Dimension 1-Year. $39 • lnspiron 1-Year. $79 
• Dimension 3-Year. $99 • lnspiron 3-Year. $149 

The Perfect PC at the perfect price. Easy as ~L 
Click www.dell4me.com/pcgamer Call 1-800-232-8543 

Dell recommends Microsoft® Windows® XP Professional for Mobile Computing 
*America Online: New members only. Must register for AOL within 30 days of invoice. To avoid paying monthly membership fees, cancel during the 6-month promotional period. Even during promo period, telephone access 
charges on your phone bill (call your phone co. for details} and surchal'1J8S for premium services and 800# access may apply, including in AK. Availability may be limited, especially during peak times. For new. 18+ 
U.S. members with major credit card or checking account only. Limited time otter. Amenca Online. AOL. the Triangle logo and Buddy List" are registered service marks of America Online. Inc. 
Pricing/Availability: Prices. specif~ations. availability and terms of offers may change without notice. Taxes and shipping charges are extra. and vary. Cannot be combined with other offers or discounts. Valid for U.S. Dell Home Systems Co. new 
purchases only. Oell cannot be responsible for erro,s in typography or photography. Limited Warranty: You can get a copy of our limited warranties and guarantees by writing Dell USA LP. Attn: 
Warranties. One Oell Way, Round Rock, TX 78682. To purchase warranty only 0< for infonnation on other S8fVice options please call l-IDJ-915-3355 or visit dell4me.com/tennsandconditions. Service: 
At-Home service IJOvided via third-party contract with custOOlef. Techn~ian will be dispatehed. n necessary, following p,one-based troubleshooting. Availability varies. Other conditions apply. 56K 
Modem: Download speeds are limited to 53Kbps. Upload speeds are less (about 30Kbps}. Speeds can vary by line condition and modem manufacturer. Analog li1one line and service required. 
Hard Drives: For hard drives. GB means 1 billion bytes; accessible capacity varies with operating environment OVD+RW/+R Drives: Discs burned with this drive may not be compatible with 
some existing drives and players: using DVD+R media provides maximum compatibility. PURCHASE PLAN: Dell Preferred Account Ottered by CIT Bank to qualified U.S. residents with approved 
credit Taxes and shipping charges are extra. and vary. CompleteCare: CompleteCare service excludes theft, loss. and damage due to fire or intentional damage. CompleteCare is currently not 
available in all states. Not available for Dell Home Sales customors in CA, FL or NY. Not availab~ fo, Employee Purchase Program customers (Government. Health Care and Relationship,faculty. Staff 
and Students) in CA or A. May not be available to all customers. Fo,complete details. visit hnpJ/WWN.dell.convus/en/gen/services/service_service_contracts.htm. Trademart<s/Copyright Notices: Intel. 
Intel Inside. Pentium and Celeron are trademarlcs or registered trademarlcs of Intel Corporation or its subsidiaries in the United States and other countries. Microsoft and IMndows are registered 
trademarlcs of Microsoft Corporation. ©2002 Dell Computer Corporation. All rights reseived 
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Keep your E-VAWE 
CODE handy! It's 
the easiest way to 
find and build VoUr 
perfect PC when 
you decide to order. 
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ij:j..-ii Send me the next 12 
D ■• ,■--... ■-■ issues and 12 CD-ROMs 
of PC GAMER for just $29.95 - that's a 
savings of 69% off the newsstand rate! With 
my paid order, I'll also receive The Ultimate 
Strategy Guide vol. 4, The Complete 
Reviews Index vol. 3, PLUS The Extended 
Play Collection vol. 5 - ALL 3 FOR FREE! 

Offei good in the U.S. on~. Canada: U.S. $49.95 (includes GST): Fo,eign: U.S. $69.95. 
Prepaid in U.S. funds. Newsstand price per issue with disc is $7.99. Please allow 6-8 
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13J.\-TI.INC' CJN J.\ 13lJIJ(jl::T 
People always ask why we don't review budget games. Mostly, It's because we. like you. don't 
discover them until we spat them an stare shelves. serenading the world with their "S29.99 
or less" siren call. Publishers rarely offer them up far review because, well. you get what you 
pay far. Or do yau7 We snapped up a few value-priced modern combat games ta see if they 
were diamonds In the rough or Just cheap lumps of coal. BY CHUCK oseoRN 

YES, IT'S TRUE: THE ONLY EASY DAY was yesterday. I hadn't yet installed Navy SEALs on my PC. 
Developed as a single-player FPS by Jarhead Games and released by ValuSoft, SEALs 

($19.99) begins by dropping you behind enemy lines in Iraq to recover a missing satellite. The 30 
graphics engine won't give John Carmack night sweats, but it's functional. I'm armed with a 
SOCOM pistol, a MP5SD, a knife, and night-vision goggles, plus I can pick up AK47s. It's go-time. 

I'm not sure if this knowledge applies to real-life war in Iraq, but here's what I've learned about 
Iraqi soldiers in Valueland: They'll stand motionless as you shootthem full of hot lead and watch in 
stony silence as you shred their buddies. Perhaps they've been broken by Saddam's cruel regime. 

Unfortunately, I can't move past one mission. Apparently, Iraq has invested in magic tank 
shells that can zero in on me from anywhere on the map. Fighting an enemy with supernatural 
powers when you've got only a knife, 10 bullets, and scrappy determination just isn't enough. (D) 

l'M OBVIOUSLY NOT THAT PERSON. Secret Service ($29.99) is one of the most difficult games 
I've ever played, and has forever erased my childhood dream of taking a slug for the president 

You're Mark Brophy, a new agent on his first assignment. Now I know why those guys never 
smile: I could barely survive for 15 seconds on my first mission, simply escorting the National 
Security Advisor to a meeting from the airport. My Al partner died in the first five seconds. Gun
toting terrorists swarmed the building we were holed up in from the left, right, behind, above, 
and below, perforating me and my protectee. I gave up after the 10th try. 

On the plus side, Secret Service (from Romanian developer FUNLabs and Activision Value) is 
at least $10 better than Navy SEALs in terms of graphics, Al , and configurability. You even get a 
choice of menu-interface skins, and it has a multiplayer mode. But since Secret pushes the 
boundaries of "budget" and is still insanely hard, it gets a (D+). 

ALREADY, I CAN TELL THIS ONE IS A WINNER - it quotes President Bush and lists "3 modes of 
movement Stealth, Jog, and Sprint" as a bulletpoint right on the box. 

Another FPS pumped out by the FUNLabs and Activision Value factory, USMW($19.99) casts 
you as a recently retired U.S. Counter Terrorist operative who "unofficially" (wink, wink) comes 
out of retirement to deliver lethal justice to bank robbers, terrorists, war criminals, and other 
assorted scum. Thank goodness there's no red tape to hold me back. 

While it's not quite up to Splinter Cell standards, you can easily eke out $19.95 worth of fun 
from USMW The single-player game is complemented by a range of multi player modes (death
match, team deathmatch, and Vigilantes vs. Tangos) playable over GameSpy or via a LAN. You 
can select a loadoutfrom 24 authentic weapons before each mission, pick locks, and - of 
course - sneak, jog, and sprint. Not too shabby. (B+) 

NOW HERE'S A SENTIMENT I CAN GET BEHIND! FUNLabs/Activision Value round out their tri
umvirate of bargain games with a first-person shooter that places you behind enemy lines in "the 
Middle East" (they're not very specific) as an elite military operative tracking terrorist cells. The 
box claims the story has been "ripped from the headlines of today's leading newspapers" -
good, because I'd hate to play a game based on a headline from a rinky-dink newspaper like the 
Picayune Gazette ("Area man wins $50 in flower-arranging contest"). 

With 10 single-player missions, four multiplayer modes (though no GameSpy support), decent 
graphics and sound, and the ability to call down air strikes on ground targets, Shadow Force 
($19.99) deserves to be rescued from the clearance rack. It has some rough edges and last-gen
eration visuals, but it's the one game here that almost made me forget I was playing a budget 
title. When you do take its low price into consideration, it rates an (A·). 
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THE PUBLISHER OF Operation Flashpoint is 
following up its staggeringly successful 
military shooter with what it claims will be 
an authentic real-time-strategy depiction of 
battles that occurred during World War II. 
Codemasters and developer 1C (JL-2 
Sturmovik) will cast you as a WWII com
mander leading a band of troops through 
over 100 accurately reproduced missions. 

More intimate than most RTS games, 
WWI/will allow you to zoom in on each of 
your individually skilled soldiers to discern 
their thoughts and feelings (hey, that's what 
the gamemakers tell us) during combat. 
Positioned as an introduction to the world of 
tactical wargaming, the game will implement 
authentic real-world uniforms and arma
ments belonging to the American, French, 
German, British, and Soviet armies. 
■ Developer: tC; Publisher: Codemasters; 
Release Date: Spring 2004 

FROM EASTERN EUROPEAN studio Pterodon 
comes this all-American foray into the jun
gles of Vietnam. Viet Cong's graphics engine 
is actually pretty phenomenal, doing a terrific 
job of plunging you into the wet, foggy, muck
filled claustrophobia of a Southeast Asian 
jungle. A first-person shooter with an empha
sis on squad leadership, the game features 
specialist subordinates whose unique skills 
are yours to manage in scripted, story-driven 
missions. The overall feel is very realistic, 
though we're a bit worried about the script's 
reliance on foul-mouthed chestnuts posing 
as gripping dialogue - profanity doesn't 
necessarily mean "edgy." With such hazards 
as tripwire booby-traps, machinegun 
ambushes, and pla in old battle confusion, 
Viet Cong may be the most authentic first
person treatment of Vietnam ever attempted. 
■ Developer: Pterodon; Publisher: Take-Two 
Games; Release Date: January 2003 

A sneak peek at some 
upcomlnl tames set durlnl 
the conflicts of the past 

DESPITE SELLING MILLIONS in Europe, the 
Commandos brand of tactical turn-based 
strategy hasn't sparked the same enthusiasm 
stateside. Catering primarily to the core fan 
base, No. 3 in the series will add some action 
and "wow" factor. Almost visually identical to 
those in Commandos 2, the supremely 
detailed backdrops still look spectacular. 

Personnel changes on the development 
team could indicate a retooling of the 
oppressively diffi
cult strategic ele
ments. A focus on 
explosive set pieces 
and scripted action 
sequences should make 
this sequel more 
accessible, though 
you'll still control the 
same commandos 
from the second 
game, with scenar
ios set in European 
locations. 

We're hoping that this 
enticing strategic series 
can up the oomph factor 
sufficiently to catch on with 
U.S.-based strategy gamers. Its 
feature-packed gameplay style 
deserves a wider U.S. audience. 
■ Developer: Pyro Studios; 
Publisher: Eidos; Release Date: 
June 2003 
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•lili tary Intelligence 

Government sources refuse to confirm if any lives were lost in the process of uncovering the 
folio\ informati.on ..• GRC§T RIDON 2 is in earl y development with a plan to take the franchise into 
a "specific direction." But with no d doc yet written, that direction could change at any moment, 
and we don't expect a word o where it's heading until around E3 time. .•. QFJE:BJ~lli.....FL.~EJOO:~HE 
~ is not yet confirmed, but we hear from our sources on the front lines that a Vietnam-set 
shooter may be the next game to follow in this franch:ise ... Was swatt.ed? Ai't.er disa pear on the 
radar ollow a promising show at 2002, the urban- based tactical shooter has appar-
ently undergone significant changes - eno to delay a release until late 200} ••• The 

update is the same as the last update: our spies ailed to infiltrate castle Valve, suf er-
s:ig:nificant loss of life (and dignity) attempting to get the 0000 All we ''Team Fortress 2 is 

still in development" on "Valve's next- erati.on game technology." Interest. . acting ••• 

U.S. at war with terrorists; GLA to •be blaated back to· 
the Stone Age,~ say President Smith 

Marutpi.c.. llawi become blgbly clugerou ~ . twllclay GLA 
operative. detonate bombs, dutroylag b11Udlap aad bul-. 

WASHJNC,7'0 , D.C. - Whil we're 
sy flinging lntosterune-l\ltled Vl!f'bal 

11rb! acros 1he office. camm1ndlng our 
~tncrals fo A In multiplnyer du • 1ti. 
~o•e-pl■yff g1me hu been kepi under 
wraps. 111 s1ory or two powerhouse 
nallons Oeldlng vUII)' different mDltary 
hllrdw1re - and a wnd-caTd terrorlsl 
orosnlubon bucking ull w tradldonal 
rules of warfllJ'e - ha an eerie ring. 

Fl!BAUARV 2003 I Pc O AM 11 " I 

blending old-tebool Cold War rnistru1t 
with modem-day terrorist thmtll. 

How clolltl don C&(:, Genera~ c:ome 
to plnylog out '"1-world ewnts In Ill nc-
uonal Mttlng? Very.,. · ....... ~ ... 

-■UNI) 
Five U.S. Army Ranotts. The MUii' el-

Sharif Fno Fire Zone 1n NoMhem 

Afghanistan. A blo-c:bemlcal weapons 
rlGIOl'Y. W• ha • lfluatiunl 

Pnlffl die ou111et or nttlls, )'OU' 
plunged Into lltu1Uoas that so recently 
dominated our real·wotld bndllnes. And 
JIii\ Uk thole br1w bo)'I on the fll'OUDd. 
tlM U.S. Afr Poree II an Jland to lrib 
hard IIIICl __., you're co dtltNIY 
the lpGN 

Wl!'re going Into 
world 0 .S. mllil~ bellevet 
Huaaeln harbon a weapon 
Storm. and fn Gen'1'81s that 
been •liberated" b)I lbe lffl'orliq;lA 
Rwn.bUng through lh•llrleta ot Bapdad 
fn Cru!Nlder tanks. chuing down u..'aee
tng GI.A. lhe 1Ul)fl'-we1poa I detonated. 
ltvetinv MV«a1 dly blodcs and rt ulnc, 
lno/dOU c:IOud. 

Tune 10 ~ In. mop UP, and dJue 
·em dawn so Ibey can't do It again. Svw. ............. _ ........ 

Theyre not colltocdng wi. (probably). 
so how are temrtst organlwtona QIUlng 
funding? While rnembtn of the Saudi 
royal rnmily have lllegediy contributed 
to tha coffer. of aome nelwliiUJ ~ 
dons. funding fn Gtnerall comet from: 
Intercepting supply convoys, with tbt 
GI.A's objective ID 1bi1 m1a1ioD bm1141 
to collea 540.000 ID lllpPllea. Robbing 
from rhe rich 10 gtve to Iha PoOr II noc a 
poUcy we anciol'te. 





rev1e s 
YOUR ULTIMATE GU IDE TO HEW GAME RELEASES 

PC GAMER: "BAN GOLF!" ~ GAMER RECOMMENDS 

Staff study links game with real-world violence 

Got some leftover holiday money? Pick up one 
of these hot new titles, all sure to please. 

A 
research team at PC Gamer has 
called for a nationwide ban on the 
sport of golf, after an on-staff study 
found a strong causal link between 

the game and real-world violence. 
Four of five staffers - an overwhelm

ing 80 percent of the study sample -

'This new study clearly shows that 
playing golf - a deeply immersive activity 
in which players are edged toward aggres
sion while clutching lethal blunt instru
ments - leads directly to violent behav
ior," said PC Gamer Editor-in-Chief Rob 
Smith, who oversaw the study at Poplar 

Creek Golf Course in San Mateo, 
Calif. Smith gave a press confer
ence before reporters with the 
red, burning malice of golf
madness still coloring his livid 
cheeks. "Obviously, this is not a 
healthy activity ... quite the con
trary, it's plain to see that golf
inspired violence is a serious 
threat to all of our communities." 

Experts have long suspected a 
relationship between golfing and 
acts of apparently random vio
lence, noting that people from 
safe, non-deprived middle-class 
backgrounds were just as likely 
as anyone else to exhibit violent 
behavior during and immediately 
after extended sessions of golf. In 
1998, several U.S. senators pro
posed legislation seeking tighter 
marketing controls on the sport; 
their bill is currently still pending. 

Senator Joe Lieberman (D

Execlllin edlbir 
Dan Manll1lrN .. 

_ .,. off inlD ...... 

Ct.), one of the co-authors of the 
legislation, commented on the 
PC Gamer study: "Here is the 
most solid proof yet of the corre
lation between golfing and vio
lent outbursts. How many more 
Americans will have to be struck 

............... 
• llllllllenH!l 11119'...... 

oftn i!lilb. 

were found to have committed acts of vio
lence within minutes of bad golf shots . At 
least two staffers were reported to have 
angrily thrown clubs while screaming 
profanities, while in one extreme case an 
art director assaulted a garbage can with 
his pitching wedge. 

down before we get these clubs 
out of people's hands?" 

The PC Gamer staff joins Senator 
Lieberman, Colonel David Grossman, 
lawyer Jack Thompson, The Lion & Lamb 
Project, and John Daly in calling for an 
immediate ban on this increasingly con
troversial pastime. 

HOW WE RATE CAMES: THE BREAKDOWN 

100'"-90'/o 89'"-801/o 79""-70'/o 69'"-60"/o 59""-501/o 
EDITORS' CHOICE EXCELLENT GOOD ABOVE AVERAGE MERELY OKAY 

It's not easy to • These ere excellent These are pretty good Reasonable, above- Vary ordinary games. 
get here, end ' , · games. Anything that games that we'd recom- average games. They They're not completely 
games in this scores in this range is mend to fans of the might be worth buying, worthless, but you can 
range come well worth your purchase, particular genre, though but they probably have a definltely find numerous 
with our unqualified and is likely a great it's a safe bet you can find few significant flaws that better places to spand 
recommendation. example of Its genre. better options. limlt their appeal. your gaming dollar. 

li=I FEBRUARY 2003 PC GAMER 

49'"-40"/o 39'"-0"" 
TOLERABLE DON"T BOTHER 

Poor quality. Only a few Just terrible. And the 
slightiy redeeming lea- lower you go, the more 
tures keep these games worthless you get Avoid 
from descending into these titles like TheVede's 
the utter abyss of the smelly socks, and don't 
next category. say we didn't warn you I 

http://www.pcga m e r.com 



1GN Editors' Choice Awards GameSpot 514,res it at 8.4 (great) of 10 

--America's Army: Operations Game and Guide Pack-
!S03388Sl 

*limit 1 coupoo per M10mel. Coupons orly volid at Best Buy reloi SIOres in the U.S. Not good in combiootion 
wilh other coupons or offers. Not volid on poor pmmses. Selection vories by slore. 
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007: Nightfire 
BOND GOES "X" ·RATED 

Don't be shy about usi ng 
your X-ray specs - they're 
handy for getting a sneak 
peek at armed enemies and 
security cameras skulki ng 
behind closed doors and 
two-way mirrors. 

El's latest Bond romp is a ferocious misfire - aiming low and tragically hitting its mark 

I 
t's an irony that only a master criminal 
being devoured alive by his own bionic 
piranha could savor - that No One 
Lives Forever and its sequel, jaunty 

pokes-in-the-eye at the Bond movie fran
chise, are far better games than one star

VITAL STATS 
CATEGORY Rrst---r 

ESRBRAnNG T 

DEVELOPER Gurllox 

PUBUSMEII EA 

REOUIIIED PIH-, 121MB RAM, 
mMB HD, 32MB 3D canl 

WE RECOMMEMI PIII IGHz. 
25IMI RAM, UGI HD,-■ 311 canl 

MAXIMUM PLAYEIIS 3Z 

ring the venerable 
superspy himself. 

In Nightfire, you're 
James Bond, Britain's 
MI6 playboy secret 
agent. Sophisticated, 
suave, cocksure - in 
this first-person 
shooter, you're none of 
these things. You see, I 
discovered the game's 

secret - you're not Bond, you're M's gun 
valet: a stunt double who shoots the bad 
guys while the Pierce Brosnan-modeled 
007 (who sounds more like George 
Lazenby) has all the fun during the game's 
tortured cinematic cut-scenes. 

ON HER MAJESTY'S SECRET 007TH 
CIRCLE OF HELL IS FOREVER 
BEFORE LAUNCHING THE GAME, YOU' RE TREATED 

to one of the title's high points - an intro-

1#•1 FEBRUARY 2003 PC GAMER 

ductory sequence modeled on the opening 
vignettes from the Bond films, complete 
with sexy power ballad. The intent, of 
course - from the appearance of the 
MGM lion to the blazing female figures 
somersaulting across your monitor screen 
- is to relay the message that Nightfire's 
original storyline is a thrilling cinematic 
adventure so tantalizing that it could be 
splashed on the big screen. 

But the game's nine missions are 
actually a skeleton strung together by dis
jointed cliches. True, these are the cliches 
we've come to know and love - guns, 
girls, and gadgets - but they' re presented 
with a perfunctory half-hearted yawn 
rather than silver-screen sizzle. 

The head of Britain's secret service, M 
(obviously not voiced ·by Dame Judi Dench), 
has entreated you to investigate Rafael 
Drake, a slick industrialist and utterly for
gettable evil super-genius who heads the 
Phoenix International Corporation. He's 
acquired some nuclear missiles and .. . well, 
frankly, he could be using them as giant 
pointy paperweights for all I know: 
Nightfire isn't big on coherent storytelling. 
What I do know is that you have to stop 

him by attending a fancy dress party, infil
trate his secret underwater lair, and eventu
ally blast off into outer space. 

Now wait - that sounds a lot cooler 
than it actually plays. Nightfire is loaded 
with such sloppy bugs and rotten Al that I 
honestly believe Rafael Drake's first act of 
villainy was to eliminate the EA play-test
ing department. 

From the first level, my attempt to crash 
a party with spy-chic stealth went pear
shaped: Merely touching the side of a truck 
bound for Drake's Austrian mountaintop 
castle bounced me back like a rubber Bond, 
sending me careening off a cliff to my 
death. And even though I'd blasted numer
ous guards with deafening automatic
weapons fire, and done so unmasked, I was 
welcomed into the soiree with open arms. 

Next, M commands me to discretely pho
tograph the slinky sex kittens in attendance 
(not her words) with my Q-issued cigarette 
lighter-slash-minicamera. (You wield a vari
ety of gadgets throughout the game, such 
as pen-darts, a laser-watch, and very cool 
X-ray specs.) Here, another bug: multiple 
camera shots were required before the mis
sion objective would register as completed. 

http://vvvvvv.pcgamer.c o m 



Keep in mind that each of these irk
some glitches occurred within the first 30 
minutes of gameplay. Individually, they're 
annoying; in sequence like this, they' re 
downright frustrating. 

THE SPY WHO BORED ME 
INCLUDING HJS TRUSTY WOLFRAM P2K PISTOL 
(with optional silencer), Bond can carry up 
to four firearms at one time - machine 
guns, sniper rifles, missile launchers, and a 
massive shoulder cannon among them. Gt's 
surprising you don't jingle like a charm 
bracelet while sneaking around.) 

You can also load up on frag and flash
bang grenades, tripmines, and body armor. 
You ' ll find the latter lying on desks or in 
stairwells, and sometimes inside pad.locked 

http://www.pcgamer.com 

chests and lockers that can be broken into 
using your laser watch. 

Objectives are relayed to you by M or 
by lovely allies like the alluring Alura 
McCall and secret agent Zoe Nightshade, a 
holdover from Agent Under Fire, a console 
game that never made its way to the PC. 
Unfortunately, these goals - blowing up a 
computer, setting charges on the base of a 
bridge, and so on - seem pretty straightfor
ward and arbitrary. You have a license to kill, 
but little license to exercise creative problem
solving a la the forthcoming Splinter Cell. 

The appeal of a James Bond game, 
Bond being Bond, is in the rendered cine
matics: trading double-entendres with the 
ladies, parachuting out of danger, and 
driving your Q-rigged Aston Martin. 
Unfortunately, a driving mode was jetti
soned from Nightfire's PC version, though 
it remains in the console iterations. 

FOR YOUR Al ONLY 
NtGHTFIRE HAS SOME OF THE WORST AI I'VE 

.ever seen in a big-budget game release. 
Guards are idiot savants - incapable of 
hearing a firefight in the next room or 
noticing that a nearby co-worker just had 

his head blown off, yet able to zero in on 
you immediately as soon as you enter their 
radius of fire (in one case, even while Bond 
was hidden inside an air vent). 

The bipolar AI makes certain levels 
particularly grating, especially the forced
stealth "alert the guards and fail" missions. 
And though the manual suggests you 
should "shoot out overhead lights to 
remain hidden in the shadows," a whop
ping none of the lights I shot ever broke. 

That's okay, because all fhe enemies are 
apparently laminated in bulletproof shield
ing. The damage model is dodgy, contrar
ily letting you get off a one-shot kill to the 
head using your sniper rifle while five 
pistol rounds to the face will barely make 
a bad guy flinch. 

Boss battles are likewise uninspired . 
There are four bosses - a ninja, a laser
gun-toting underwater henchman, two 
ninjas, and then Drake himself, wielding 
the same lasergun but now out in space. 
Running away and shooting is the method 
for beating each one. 

VIEWS TO A KILL 
So WHAT IS THERE TO LIKE ABOUT N!GHTFIRE? 

Well, if it was a movie, the set design would 
win an Oscar. Missions take place in a vari
ety of minutely detailed environments, from 
a countryside paper-walled Japanese estate 
to cluttered rocket-ship hangars to Drake's 
opulent chandeliered inner sanctum. 

A few sequences showed promise, such 
as one part where you 're trapped inside a 
dangling elevator and have to snipe ene
mies before they can shoot through the 
cable that's holding you up. Infiltrating 
Drake's island facility. was fun, too, mainly 
because, unlike in some other levels, I was 
given more latitude in choosing stealth ver
sus brute force. (Though I would've liked 
the ability to knock out a jump-suited goon 
and steal his clothing.) 

The multiplayer game is merely okay, 
offering deathrnatch, team deathrnatch, and 
CTF modes. Some classic Bond villains 
(Jaws, Oddjob) and hotties (Christmas 
Jones) are selectable skins, but the like
nesses are hit-and-miss. Scaramunga, for 
example, looks as much like Christopher 
Lee as I do. 

For a rollicking good spy caper, Cate 
Archer's NOLF 2 definitely holds the upper 
hand this round. Nightfire's Bond is just 
bland. James Bland. - Chuck Osborn 
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Asheron' s Call 2: Fallen Kings 
Dereth has been reborn, with a lovely face and a little less going on upstairs 

M 
assively multiplayer games like 
Asheron's Call 2 have a magical 
quality. Like an Everlasting 
Gobstopper, this one promises 

endless enjoyment - a sugary sweet, 
mouth-watering delight that lasts a lifetime. 

Diehard fans of the original game are 
likely to find this sequel more sour-tasting 
than the rest of us. AC 2 offers no user

VITAL STATS 
CATEGORY 0.11• RPG 
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tweakable player stats, 
and at least in its out-of
the-box state, no NPCs. 
Spell-casting requires 
no ingredients, and 
long-range weapons 
rely on a never-ending 
supply of free ammo. 

WE RKO•■-N1AG1tz. In short, AC 2 is a far 
512MBRAM.-3Dcanl.- simpler game than 
MAXIMUM Pl.AYERS _.....,,.......,.. many veteran fans 

were hoping for - but 
chances are, a broader 

audience will be willing to pay the $12.95/ 
month fee (first month free) as a result. 

The new game is set 100 years after the 
inhabitants of Dereth were defeated by evil 
foes and forced underground to survive. 
The three playable races - Human, Lugian, 
and Tumerok - are finally coming back to 
the surface to reclaim their ruined lands, 
which is how the developers explain the 
current lack of NPCs. As cities are rebuilt 
by players, and by way of monthly updates, 
NPCs should start to trickle in . 

Without PCs to run shops, you can get 
weapons and armor in only three ways: 
swipe 'em from the bodies of slain mon
sters, craft them yourself, or buy them from 
other players. To craft them, all you need 
are the appropriate raw materials; at the 
start of the game, those are easy to come 
by. Very quickly, however, weapon and 
armor recipes start to require rare materials 
that cannot be mined and, as of right now, 
are tough to find. The player community 
has been grousing, though, so expect mon
sters to start dropping these rare items a lit
tle more often after the next patch. 

In the absence of tweakable stats, you're 
given skill points to spend on an amazingly 
wide variety of skills unique to each race. 
Choose to change your character's direction, 
and you can even "unlearn" skills, losing only 

" 

AC Z's graphics 
are hard to 

· ...........____ beat. Here a 
,t A - - 0 . new Tumerok 
~ , 1 ·~ ._ ._ , . ,..,..,,_ warrior goes 
. --_ .....,.._ ~ · through the 
· -J0./ ,-s:•·, >,,'\ initial training 
~.. -~ · . stages in 

. .. . ~- Dereth. 
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the experience points you spent to buff them 
up over time. It's an idiot-proof system that 
even an idiot like me appreciates. 

I also get weak at the knees over AC 2's 
graphics. The character models look 
astounding. Realistic real-time shadows 
abound, and rolling hills spill out into 
expansive valleys and gorgeous waterways, 
inspiring me to never bathe myself or date. 

Even on the most populated servers, 
Dereth is rather empty r ight now, and there 
aren't a great many quests yet. Crafting 
objects at forges substantially increases your 
likelihood of success, but very few of them 
have been rebuilt by players at this early 
stage, so you'll find yourself hanging out 
around the odd one or two that have. Like 
any new MMORPG, AC 2 has shipped with a 
few bugs, such as invisible seams that occa
sionally hang you up for no apparent reason. 

Based on Turbine's history of develop
ing the original Asheron's Call, and its 

ambitious update schedule for Asheron's 
Cal/ 2, I'm confident that most of these 
issues will be resolved quickly. In the 
meantime, even though I've only been 
playing a skeleton of what I believe will 
grow into a fully fleshed-out behemoth, my 
mouth continues to water over the sugary
sweet treat that is Asheron's Cal/ 2's outta
the-box experience. - TheVede 
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FIFA 2003 
Even with a new uniform and new skills, it's the same old player 

E 
very winter I look forward to the 
arrival of the latest FIFA game, even 
though in the last couple of years 
that feeling has been tinged more 

and more with trepidation. 
For the 2003 version, EA Sports has 

introduced the "freestyle" control option, as 
it has with its other monolithic sports fran
chises. This one button, when triggered by 
a D-pad direction, causes your player to 

VITAL STATS 
CATl!GORY ..... 

-RATING E 

DIVD.OPER EA ..... 

PUBUSHIR EA Sporto 

MCWIRD Pl-14MBRAM. -HO•---
WE UCOMMEND NHllb, 
-Mll,IJ68111.---
MAXIMUM PLAYERS 2 

juke and jink against a 
defender. It's actually a 
very subtle and effec
tive approach. Gone 
are the crazy step-over 
moves, flicks over the 
head, and other non
sense that looked 
pretty but was virtually 
never seen on an 
actual soccer field. 

The result distinctly illustrates why soccer 
is "the beautiful game." Scoring goals now 
requires a really delicate touch, and the goals 
look supremely realistic. It took me several 
games just at Semi-Pro (the second of four 
difficulty levels) to finally find the back of 
the net - but oh, what a glorious moment. 

Unfortunately, it seems that the diffi
culty in scoring is the developers' way of 
balancing out the appalling defensive AL 
AI defenders move within their own zones 
and can't react to events outside that area, 
such as when your central defender is 
pulled out of position, leaving the striker to 
run through to goal unchallenged. Against 
the computer, skilled players can exploit 
this weakness, regardless of the respective 
statistical abilities of these superbly ren
dered and animated players. 

http://vvvvvv.pcgam e r.com 

Controlling the velocity and trajectory of a free-kick 
is incredibly skillful, requiring a fine touch. 

As always, the game looks phenomenal. 
Though some player resemblances need 
more work, it's easy to spot the world's 
biggest soccer stars. Across the hundreds 
of world club teams, even U.S. soccer star 
(and game-box cover boy) Landon 
Donovan is instantly recognizable. 

Thankfully, the online matchmaking 
service is remarkably stable out of the box. 
I had no problems finding games, and lag 
was never an issue (though you'll likely 
have to play against European and Korean 
opponents, as the North American lobby 
seemed permanently deserted). 

Once more, though, FIFA is the only 
soccer game in town, and as such it's a no
brainer recommendation for fans of the 
world's greatest sport. The sad thing is, as 
long as this series remains the only option, 
EA will see little need to invest the time to 
fix that damned defensive Al. - Rob Smith 



Starf leet Command Ill 
A home for the hardcore opens its door. ls it safe for newbies to enter? 

F 
ederation, Klingon, and Romulan 
vessels fight for control of the galaxy. 
On hexes. Yep, must be the newest 
Starfleet Command game. 

lndeed, this fourth entry in the series 
(counting 2001's Orion Pirates add-on) 
brings back the trademark ship-on-ship 
tactical combat in full force. But it also 
marks some big changes for the franchise. 
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Most obvious is the 
leap to the Next Gener
ation universe. SFC ill's 
single-player game 
offers three campaigns 
- Fed, Klingon, and 
Romulan - with a 
pretty good overarch
ing story involving the 
first two parties build
ing a space station that 

can monitor the Neutral Zone. Voiced mission 
briefings (with Patrick Stewart as Picard) add 
a new immersiveness to the 44 main missions, 
which include attacks on ships/starbases, 
scanning objects, and defending convoys. 

SFC [[f's a game of details, though, so 
what's crucial is the new technology. Playing 
as the Feds, you can captain Defiant- (DS9), 
Intrepid- (Voyager), and Sovereign-class 
(TNG) vessels. If you're a Klingon or 
Romulan, you can helm all-new Birds of 
Prey, Warbirds, and other recognizable 
ships. I love the newer, more powerful 
ships, and the new weapons - quantum 
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torpedoes, shield-piercing polaron torpe
does, and an anti-cloak scan - are terrific . 

Another big change: Taldren's finally 
streamlined SFC's vastly complicated 
interface. It's still highly detailed, but some 
sub-menus have been eliminated - in many 
cases, by simply stripping out features. Gone 
are attack probes, different shuttle types, two 
of your shields, and the ability to personally 
helm other ships in your fleet (you now 
order them from afar) . I'm sure some hard
core SFC fans will balk at losing options, 
but I really didn't miss what's been nixed. 

In tweaking your ships' functions, 
Taldren made a few key additions, too. One 
is the ability to warp across the game map -
a godsend, since sprinting across the battle
fie ld used to involve going at full impulse 
and cranking up the game speed. Better yet 
is the ability to refit vessels: you can now 

enhance/reduce shields, weapons, engines, 
cloak, and other features on every ship, 
which introduces an awesome new tactical 
component. Finally, Taldren's brought back 
SFC's much-loved RPG element, wherein 
you can track the growth of several key 
crewmembers - even swapping them with 
more experienced officers if you wish. 

The returning Dynaverse multiplayer 
mode is top-notch, letting you choose your 
empire and then fight in online battles of up 
to six players. The new ability to join other 
players' fleets enhances teamwork; cooler still 
is the ability to play as the Borg in both types 
of multiplay. Borg vessels are monstrous, 
shieldless hutks armed with cutting beams 
and other deadly weapons, and a fully loaded 
cube can often slaughter multiple vessels. 

That's a whole lot of great stuff I've 
mentioned, so why the sub-80s score? 
Bugs. Though SFC m doesn't crash to the 
desktop like SFCISFC II, its single-player 
campaigns - especially the Fed missions 
- have some supremely annoying glitches. 
Among the many examples: end-of-mission 
briefings that cut off prematurely; having 
the Enterprise be destroyed seconds after 
its health registered as nearly full; not 
being able to beam over to objectives - in 
one case, because a planet vanished off the 
map; and the frequent need to load save
games twice before they work. Ugh! 

It hurts to see an awesome game in a 
series I love be diminished by bugs. With 
some good patching, SFC III will be an 
excellent game. Just not yet. - Corey Cohen 

http ://www.pcgame r.com 





Create a world im 

,,(~:\'Ill ,' ~Ea 
.. : 

Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information . 

~ 
~ 

020038o;lJcn:Alts 11<.-Alts,SinCily. lleSms, l'AG!IIES. t,fAGMISk,g, nl -Clolmo, E\9)1!1ilg" • • - .- r,,ii,lero!trademalls~Elo:trooi:Ms ~ in tt, U.S. nl'or mi cotaries. All riglj,""""' l'AGAMES" isa, Eio;lJOli:Ms'" Im!. 



rdreams ... Immerse yourself in the lives of your Sims ... 



Platoon 
See Charlie. See Charlie shoot. Order your men to hit the din. Watch them die. Repeat. 

I 
t might be called Platoon and have a 
picture of Willem Dafoe buying the 
farm on the box, but about the only 
thing this squad-based combat sim has 

in common with the Oscar-winning film is 
that you control a platoon in Vietnam. 

Is it deceptive advertising? Yes. Could 
it be overlooked? Yes - if the game 
offered some degree of drama or fun . 
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Unfortunately, those 
two things are 
severely rationed. 

The game puts you 
in the boots of one 
Martin Lionsdale, a 
"professional soldier" 
who graduated West 
Point with "very good 
results" and then 

MAXIMUM PLAYERS2 received "Special 
Military Training" -

and earned the rank of corporal! Anyhow, 
you control Lionsdale and the troops under 
his command - rifle squads, machine 
gunners, engineers, medics, and so forth 
depending on the mission - from an 
adjustable third-person perspective. A 
tutorial quickly gets you up to speed on 
the game's interface; it also reveals a cam
era system that's so touchy, most players 
will abandon any notion of trying to rotate 
or pan the view. 

Probably the hardest aspect of building 
a combat simulation is creating AI routines 

·, _ 
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that result in realistic behavior, but devel
oper Digital Reality took a unique approach 
to the problem: they didn't bother with AI 
at all. That's right - your men won't do 
anything unless you give them specific 
orders. Order them to advance down a 
road, and they'll keep marching along even 
as the enemy cuts them down one by one 
with machine-gun fire. Should the enemy 
start shooting from the rear, they won't 
even bother to turn and get a look-see at 
who's peppering them with hot lead. 

This stupidity extends even to Lionsdale 
and the engineer specialists who can dis
arm mines - they'll announce that they've 
spotted a mine and then walk right over it. 
The good news here is that mines in 
Platoon aren't quite the threat they were in 
real life: a soldier who steps on one will be 
knocked down and lose some health 

points, but in a couple of seconds he'll be 
back on his feet and ready to be sent on 
his way. Too bad this farcical damage
modeling extends to your heavy weapons 
- score a direct hit with a LAW on an 
enemy bunker, and you'll discover the VC 
have the same ability to endure mortal 
wounds as your own men do. 

The enemy behavior is similarly flawed. 
They're little more than cardboard cutouts 
that fire when you're in range, and they 
make no discernible effort to maneuver at 
all . Often you'll see them stand bolt upright 
within spitting distance of your soldiers, 
blissfully firing away until either they or 
your troops are dead. 

But the crowning fiasco of Platoon is 
the inability to save your game during a 
mission. Combined with the zombie-like 
behavior of your troops, it means you' ll 
spend an insane amount of time going over 
the same ground and spotting the same 
enemies again and again. The problem is 
supposed to be fixed in a patch, but the 
point is that a game this frustrating and 
time-consuming should never have shipped 
without this feature. 

I could go on about the hilarity of the 
manual, the ridiculous in-game dialogue 
(Lionsdale actually groans "They got me!" 
when he dies), and the paper-thin multi
player support and documentation, but suf
fice it to say that the only feeling of authen
ticity you'll get from Platoon is the same 
sort of futility that pervaded the actual 
Vietnamese conflict. - Stephen Poole 

http ://www.pcgamer.com 



VALUE 
E 
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• New DDR400 Motherboard 
• 5331400MHz FSB and UDMA-133 Support 
• DOR PC3200, BX AGP and USB 2.0 Support 

New Intel Celeron Processor 
1.7 GHz 
1.8 GHz 
2.0 GHz 

Intel Pentium IV Processor 
1.8GHz 
2.0GHz 
2.4 GHz 

Intel Pentium IV Processor 
1.8GHz 
2.0 GHz 
2.4 GHz (533MHz FSB) 
2.53 GHz (533MHz FSB) 
2.6 GHz (533MHz FSB) 
2.8 GHz (533MHz FSB) 
3.0 GHz (533MHz FSB) 

Intel Pentium IV Processor 
1.8GHz 
2.0 GHz 
2.4 GHz (533MHz FSB) 
2.53 GHz (533MHz FSB) 
2.6 GHz (533MHz FSB) 
2.8 GHz (533MHz FSB) 
3.0 GHz (533MHz FSB) 

I 
There should be a picture in the dictionary of the Atlas Micro under the heading 
"Price/Performance." This desktop system was one of the best performers we've 
ever seen. Yet, It costs about $1,000 less than the other high-end Athlon desktops 
reviewed here. 

Mr. David English 

• 256MB PC3200 (400MHz) DOR RAM 
• 40 GB UDMA-133 7200 RPM Hard Drive 
• 40X12X40 CDRW Drive 

. """ --'-"""'"" 1of· 2:0'!11Jf'
1
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• SIS Xabre 200 64MB DOR BX AGP 
• Realtek 10/100 Ethernet NIC 
• Black KOS 17" Monitor 
• Premium 5.1 Channel Sound 
• Altec Lansing AVS200 Stereo Speakers 
• Matching Keyboard and Mouse 
• IEEE 1394 Firewire Ports 
• Microsoft Windows XP Home Edition BEST BUDGET PC 

Intel Pentium IV Processor 
1.8GHz 
2.0GHz 
2.4 GHz (533MHz FSB) 
2.53 GHz (533MHz FSB) 
2.6 GHz (533MHz FSB) 
2.8 GHz (533MHz FSB) 
3.0 GHz (533MHz FSB) 

$ 829s221>1 
$ 849s2202 
$ 879s2203 
$ 929s2204 
$ 989s220, 
$1,099s2200 
$1,359s2201 
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$ 399 S1201 
$ 419 S1202 
$ 469 S1203 

$ 499 S1204 
$ 529 51205 

$ 559 S1206 

• New Intel iB45GL DOR Motherboard 
• 400MHz FSB and UDMA-100 Support 
• DOR 2100, 4X AGP and USB 2.0 Support 
• 256MB PC2100 (266MHz) DOR RAM 
• 40 GB UDMA-100 7200 RPM Hard Drive 
• 56X CD-ROM 
• Intel Extreme Graphics 
• Intel 10/100 Ethernet NIC 
• PCI 3D Wavetable Stereo Sound 
• Atlas 440W 2.1 Speakers w/Subwoofer 
• Deluxe Windows 98 Keyboard & Wheeled Mouse 
• Microsoft Windows XP Home Edition +$91 

GSBOOO ~ A 

i
1 ,349s3201 
1 ,369s3202 
1,39953203 
1,45953204 
1,51953206 
1,61993206 
1,88953207 

• SOYO Dragon Ultra Platinum DDR400 Mothertioatd 
• 5331400MHz FSB and U133 RAID Support 
• DOR PC3200, BX AGP and use 2.0 Support 
• 512MB PC3200 (400MHz) DOR RAM 
• Dual 60 GB U133 7200 RPM RAID O Hard Drive 
• 16X DVD-ROM 
• 48X12X48 CDRW Drive 
• Seiver Case wrSee Thru' Case Mod and Voice 

Activated Neon 350 Watt 
• ATI Radeon 9500 PRO BX AGP 128MB DOR 
• 10,1100 Fast Ethernet NIC 
• SoundBlaster Audigy 2 6.1 Sound w/5B1394 Fi rewire port 
• Creative Labs Inspire 6.1 6600 Speakers w/Subwoofer 
• Matching Keyboard and Mouse 
• MicrosoftWllldowsXPHomeEdition 

0S9000 ~ A 

1

1 , 17954201 
1,19954202 
1,22984203 
1,289 ...... 
1,349 .. 20, 
1,449 .. ,oo 
1,71954207 

• New Intel i850E Rambus Motherboard 
• 5331400MHz FSB and UDMA-100 Support 
• Rambus PC1066, 4X AGP and USB 2.0 Support 
• 256MB PC1066 (1066MHz) Rambus RD RAM 
• 80GB Ultra OMA 133 7200 RPM Hard Drive 
• Black16X DVD-ROM 
• ATI Radeon 9000 30 DVD 128MB DOR 
• NEC AS 90 19' 0.25DP OSD Monitor 
• 10/100 Ethernet NIC 
• Black/Silver Case wrSee Thru' Case Mod w/ Voice 

Activated Neon 350 Watt 
• SoundBlaster Audigy 5.1 Sound w/SB1394 Firewire port 
• Creative Labs Inspire 5.1 5200 Speakers w/Subwoofer 
• Matching Keyboard and Mouse 
• Microsoft Windows XP Horne Edition 

KP3000 t::I 

AMO Athlon XP Processor with QuantlSpeed 

Athon XP l 800+ $ 359 xM1101 

Athon XP 2000+ 

Athon XP 21 00+ 

Athon XP 2200+ 

$ 379 XM1102 

$ 389 XM1103 

$ 449 XM1104 

• AMO Athlon XP Processor 
• 200/266MHz FSB and UDMA-100 Support 
• VIAKLE133 PC-133 and 4XAGP Support 
• 256MB PC-133 SDRAM 
• 40 GB UDMA-100 7200 RPM Hard Drive 
• 56XCD-ROM 
• Trident Blade 3D Shared AGP 
• Realtek 10/100 Ethernet NIC 
• PCI 3D Wavetable Stereo Sound 
• Atlas 440W 2.1 Speakers w/Subwoofer 
• Deluxe Windows Keyboard & Wheeled Mouse 
• Microsoft Windows XP Home Edition +$91 
• Sun Micro StarOffice 
• AMO Certified Power Supply 

PSBOOO ~ 

AMD Athfon XP Processor with QuantlSpeed 

Athon XP 1800+ 1659 xM2201 
Athon XP 2000+ 669 XM2202 
Athon XP 2100+ 679 XM220, 
Athon XP 2200+ 7 49 XM2204 
Athon XP 2400+ 779 XM2205 

Athon XP 2600+ 889 XM22<N1 

Athon XP 2700+ 939 xMZ201 
Athon XP 2800+ 999 xll2208 

• New VIA KT 400 Enhanced DDR400 Chipset 
• 200/266/333MHz FSB and UDMA-133 Support 
• DOR PC3200, BX AGP and USB 2.0 Support 
• 256MB PC3200 (400MHz) DOR RAM 
• 60 GB UDMA-133 7200 RPM Hard Drive 
• Black 16X DVD-ROM 
• Black AMO Tower Case 350 Watt 
• New Nvidia GEFORCE 4 MX 440 BX AGP DVD 

64MB DOR 
• Matching Black 17" 0.27DP Monitor +S129 
• Realtek 10/100 Ethernet NIC 
• Matching Keyboard and Mouse 
• Premium 5.1 6 Channel Sound 
• Premium 5.1 Speakers w/Subwoofer 
• AMO Certified Power Supply 
• Microsoft Windpws XP Horne Edition 

KPBOOO ~A 
• New nForce 2 Enhanced DDR400 Chipset 
• 200/266"333MHz FSB and UDMA-133 Support 
• DOR PC3200, BX AGP and USB 2.0 Support 
• 512MB PC3200 (400MHz) DOR RAM 
• 80GB Ultra OMA 133 7200 RPM Hard Drive 
• Black 16X DVD-ROM 
• ATI Radeon 9700 PRO BX AGP 128MB DOR 
• 10/100 Ethernet NIC 
• Black Case wrSee Thru" Case Mod and Voice 

AMO Athk>n XP Proceaaor with QuantlSpeed 

Athon XP 1 800+ i1 , 199xu3201 
Athon XP 2000+ 1,219xM3202 
Athon XP 21 00+ 1,239xll3203 
Athon XP 2200+ 1,299xM3204 
Athon XP 2400+ 1,329xM3205 
Athon XP 2600+ 1,439xu3206 
Athon XP 2700+ 1,489xMJ201 
Athon XP 2800+ 1,559XM320II 

Activated Neon 350 Watt 
• Dolby Digital 5.1 Channel Sound & 1394 Fireware 

1 • Creative Labs Inspire 5.1 5200 Speakers w/Subwoofer 
• Black NEC AS90 19" Monitor 
• Matching Keyboard and Mouse 
• Microsoft Windows XP Home Edition 
• Sun Micro StarOffice 

ATLAS MICRO IOGISTIC INC. 
16720 E. Chestnut St. , Unit D, City of Industry, CA 91748 • Tel : 626-336-6899 Fax: 626-336-6569 
Business Hour: Mon-Fri B:30AM-5:30PM Pacific Time • Toll Free Technical Support: 877-336-6898 

Configure online@www.buv-atlas.com 
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Dragon's Lair 30 
REIGN OF FIRE? WE THINK NOT. 
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As Singe sideswipes you 
with flame breath, step 
forward just enough to avoid 
his chin. When he finally 
shoots a single fire burst, 
catch it with your sword and 
fling it back at his belly. 

The lasenlisc phenomenon bursts into the thinl dimension in this triumphant conversion 

T 
here are two distinct levels on which 
to experience Dragon's Lair 3D: 
Return to the Lair. For the jaded 
under-20 set, it's a cartoon 

action/adventure title based on an old 
arcade game. But for older kids like myself, 
who can name the exact time and place they 
first saw a Dragon's Lair laserdisc machine 
and plopped down a then-unheard-of 50 

VITAL STATS 
CATEGORY Actloa/odmdu,. 

ESRB RATING T 

DEVELOPER OragonStone -... 
PUBLISHER Ubl Soft 

REQUIRED PH 31111. 64MB RAM. 
-8 HD, 16MB 311 card 

WE RECOMMEND PIii 11111. 
1-8 RAM. 1.5GB HD 

MAXIMUM PLAYERS 1 

cents a game, it's a eel
shaded godsend. 

See, for once, not 
only does the remake 
not trample childhood 
memories of the 
original, but it's also 
superior in just about 
every way. 

Dragon's Lair 3D is 
essentially an extended 
retelling of the 2D clas

sic. You play as Dirk the Daring, an undeni
ably brave, if clumsy, doofus knight who's 
in love with leggy Princess Daphne. When 
the greedy dragon Singe kidnaps her -
locking the vapid, high-pitched princess 
away in his treasure-laden subterranean 
lair - Dirk must survive a gauntlet of dia
bolical traps and fiendish villains (plus his 
own stupidity) to rescue her. 

Appropriately, the game launches with 
an all-new animated sequence produced by 
Don Bluth, co-creator of the first Dragon's 
Lair. A welcome blast of nostalgia, it 
doesn't begi.n to prepare you for the game's 
awe-inspiring metamorphosis into 3D. As 
you take control, you're no longer limited 
to "left," "right," and "action": the free
moving Dirk lopes goofily toward the castle 
door, leaping over gaps and drawing his 
sword in real time to slash at a familiar
looking drawbridge eye-tentacle monster. 
This richly hued eel-shaded spectacle is 
what Dragon's Lair aspired to be: a 
playable cartoon . 
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Now, I fully expect that anyone over age 
25 has already tossed this magazine aside 
and is currently racing to the store to pick 
up a copy of Dragon 's Lair 3D. As well you 
should: Dirk's return to the lair won't dis
appoint his faithful followers. Everything's 
here: the multitude of zany deaths, memo
rable snares and elaborate traps, cinematic 
in-engine cut-scenes, and a lavish musical 
score. Like me, you'll be giggling and yelp
ing with delight from the first scene. 

For the rest of you, it gets a bit trickier. 
Without wistful adolescent memories, does 
Dragon's Lair 3D hold up as an action/ 
adventure game? Well, if you' re not expect
ing a revolutionary level of depth, then the 

answer is yes. 
The action is still bro

ken up into short inter
ludes - for example, 
once you've beaten the 
electrical knight, exit 
through the unlocked 
door and you're off to the 
next adventure - but 
Dirk now has access to 
new abilities and items 
(gliding, fire-retardant 
dragon armor), new 
weapons (fire sword, 
crossbow), and special 
moves (such as a charged 
whirlwind attack). Think 
of it as a poor man's 

Zelda: gorgeous animated sword-and-sor
cery set pieces strung together by a series 
of puzzles and deathtraps. 

As is common to this genre, the action 
is occasionally obscured when the camera 
clips into a wall or scenery. More trouble
some, though, is the inconsistent control 
scheme - without warning, you' ll lose the 
ability to steer with the mouse when in 
tight spaces or when the camera perspec
tive shifts from behind to overhead. 

Those faults aside, Dragon 's Lair 3D 
does exactly what it sets out to do - it con
jures the off-kilter humor and slapdash fun 
of the original. And though a twist has 
been added to the classic storyline, nobody 
will mistake its plot for King Lear: You' re a 
knight, the distressed damsel is a princess, 
you save her. End of story. 

That is, until we get a 3D remake of 
Dragon's Lair II. (Hopefully.) - Chuck Osborn 
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Hearts of Iron 
The world is at war, and now you can wage it on the military, political, and economic fronts 

H 
old onto your history books and 
hook up the intravenous feeding 
tubes, because this one's going to 
sit you down and shut you up for 

the next month or two ... at least. 
Hearts of Iron is a grand-strategic 

wargame that gives you a shot at redirect
ing World War II as any one of several 
dozen countries between 1936 and 1948. 

VITAL STATS 
CATEGORY Re•~- llralotY 
ESRB RATING E 

DEVELOPER Paradox Enttlllinmenl 

PUBLISHER StrlllOff Rm 

REQUIREO PH 31111. 64MB RAM. 
1-BHD 

WE Ra:OMMEM> PIH 5111. 
121MB RAM. :JIOMB HD 

MAXIMUM PLAYERS 8 

It's based on the 
Europa Universa/is 
engine that wowed 
strategy gamers over a 
year ago. Buckling 
exhaustive historical 
detail onto compulsive 
gameplay, developer 
Paradox has delivered 
a compelling WWII 
grand-scale sim. 

When I say "grand," I'm talking about a 
King Kong Burrito Supreme with extra
special sauce and triple toppings . The 
designers have mapped the entire globe, 
breaking each country into provinces to 
give traction to the gradual conquest or ' 
defense of nations. The game plays out in 
real time (yeah-bob, that's no typo) in 
increments of hours. You can slow down 
or pause events as you like without com
promising control. It's always a gamble pit
ting the tension of the clock against the 
complexity of a wargame, but Paradox 
pulls it off like Rommel on a roll . 

After selecting a country at startup 
(including Belgium, Portugal, and others 
alongside the usual heavy-hitters of 
England and Germany), you 're tasked with 
managing its internal resources, diplo
macy, technology, and military activity. The 
primary currency of the game is Industrial 
Capital, which consists of sub-categories 
like consumer goods, supplies, research, 
and production. You generate industrial 
capital by controlling provinces that con
tain coal, oil, steel, or rubber resources, 
and by building additional industries. 

Research in Hearts of Iron makes other 
games' tech trees look like grade-school 
doodles. Broken into 14 categories 
ranging from infantry research to naval 
warfare doctrine, the massive array of 
upgrades affects everything from tank 
armor to radar capabilities to the eventual 
development of The Bomb. You have liter
ally hundreds of unique technologies to 
poke at, all with slick historical pictures 
and informative descriptions. It's nothing 
short of dazzling. 

The other side of all this detail is com
bat, which is executed very smartly thanks 
to a brilliant little innovation that allows 
you to time-coordinate all your unit attacks 
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by the hour. For example, you can plan a 
typical German blitzkrieg bomber-armor
infantry attack in that very chronological 
order, meaning that Hearts is one RTS that 
doesn 't demand that you be clicking indi
vidual units in sequence. The designers 
even added the ability to switch between 
3D units or standard NATO symbols for 
display preference. 

But you'll need more than a few casual 
sessions to absorb this monster. For 
example, it tracks complete global weather 
patterns from hour to hour (since weather 
greatly impacts attacks) . You' ll need to 
learn the ins and oµts of running sea 
convoys, creating coalition armies, manag
ing your political appointees, and above 
all else, coming to grips with a killer AI 
that'll run you straight out of Dodge on 
higher difficulty levels. 

Is it all too much? At times it really can 
be a bit overwhelming, simply because 

you're controlling (in most cases) vast 
European nations and their conquests and 
colonies. If your idea of a serious mental 
workout hits the ceiling at Red Alert 2, 
you' re better off passing entirely. 

But if you've been waiting eagerly for a 
definitive grand-strategic WWII simulation, 
that glorious day has finally arrived. You have 
your marching orders. - Matthew Peckham 

FINAL VERDICT 
HIGHS: Brilliant battle-management tool; has 
tremendous historical fidelity; extremely deep. 

LOWS: Almost excessively complex; a few bugs 
involving the timing of canned events. 

BOnOM LINE: A grand strategy classic. but 
only for those with the mettle to tackle a huge game. 

~o~.~~.tR 90% 
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Civilization Ill: Play the World 
CATEGORY Stralegy ESRB E DEVELOPER firaxis PUBUSHER lnfogrames REQUIRED Civilization Ill, PII 400, 64MB RAM, 400MB HD WE RECOMMEND PIii 800, 128MB RAM, broadband MAXIMUM PLAYERS 8 

After struggling to enjoy Play the 
World, the new add-on to the phe
nomenally enjoyable Civilization III 

(Holiday 2001; PCG rating: 92%), I've come 
to the conclusion that this game was just 
meant to be single-player. 

The main addition in this expansion is 
a "simultaneous mode" for online play, 
employing an adjustable time limit 
wherein all players get to make their 
moves and then the results are calculated. 
The problem with the add-on 's time-based 
modes is that the current code is very 
Jaggy, and you're always struggling 
against the game rather than the turn 

RERaw 

clock. Play-by-email mode works better, 
but the inability to replay your opponent's 
turn can cause a lot of problems, espe
cially when he's threatening your cities or 
has eliminated one of your units. 

Among the other modes are Elimination 
(lose a city, lose the game), Regicide/Mass 
Regicide (protect your king from being 
killed), and Capture the Princess (capture 
the flag). They're more stable and can be 
played as single-player variants, but they 
feel purely like mini-games. 

Perhaps the best reasons to buy Play 
the World are the additions to Civ III's sin
gle-player game. The interface has been 

improved - all of a unit's options are now 
listed as buttons, instead of your having to 
remember keyboard shortcuts for lesser
used functions. Three new city improve
ments help you earn more money (a 
much-needed tweak), while three new 
worker actions help you expand your 
zones of control. You also get a new 
Wonder - the Internet. 

In the end, these additions are what 
we'd normally expect from a patch, not a 
$30 retail product. The fact that Civ Ill's 
onJine game was nearly unplayable before 
being patched is inexcusable, and even now 
further improvements need to be made to 
deal with the lag (scrolling and changing 

, info screens are still very slow) and the 
crummy code (lost connections are common, 
and fuJJ -bore system crashes still occur). 

I personally think Civ III is a near-per
fect single-player game, and _it seems only to 
suffer for the multi player element. But if you 
must "play the world," you might want to 
wait and "play the patch." - Bert Salkmoor 

CATEGORY Sports sim ESRB T DEVELOPER MicroVision PUBUSHER THO REQUIRED PIii 500, 64MB RAM, 128MB HD, 3D card WE RECOMMEND PIii 800, 128MB RAM, 16MB 30 card MAXIMUM PLAYERS 4 

Wrestling games are rare on the PC 
- but good wrestling games are 
rare on consoles, which is why 

even PC-centric wrestling fans have had 
little cause for weeping. But THQ is now in 
business with Anchor, the Japan-based 
wrestling/ultimate-fighting shop that 
produces some of the best fighting games 
on any platform - and so the arrival 
of WWE Raw to the PC is a cause for 
chair-bashing celebration. 

The in-the-ring action is really darn 
good, with lifelike 3D models, smooth 
animations, and effective rock-paper
scissors grappling that Anchor has nearly 
perfected. Each "WWE superstar" (to use 
Vince McMahon's phrase) has his or her 
own repertoire of rampage, including 
slaps, stomps, clothesline maneuvers, 
turnbuckle leaps, submission holds, and 
all the classic pins. 

Modes include one-on-one, tag team, 
tournament format, and even two-on-one 
"dirty wrestling" matches. Everything's 
presented in TV format, complete with 
gaudy entrances. The degree of customiza-
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tion is surprisingly high, 
with a deep character
creation mode. (You can 
even select a WWE celeb 
to be your manager -
he/she can then influence 
the match through nefari
ous interference.) 

Best of all is the tuto
rial, which might hon
estly be the very best I've 
ever seen in a game. Why 
is it so great? Simple - it 
puts you in the ring and 
walks you through every 
move and combo. Any 
brainless chimp can learn 
the moves in five minutes 

Pin fall! Humiliation! Finish him! The People's Champ gets the job done. 

of the tutorial. That's what I'm saying: 
these games can be frustratingly complex, 
but one miraculous demo sequence sets 
it au straight. 

Ultimately, though, there's only so much 
you can do in a wrestling game before it all 
fades into the same blur of tramp lings and 
pin falls . As a tag-team multiplayer brawl 

it's good fun, but it doesn't have much stay
ing power. It might've been more fun if it 
included masked luchadores. - Dan Morris 
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NBA Live 2003 . 
A great-looking highlight reel posing as a basketball game 

S 
orry, simulation fans, but it looks 
like we've lost another one. Much 
like the direction of EA Sports' NHL 
franchise, the NBA Live series has 

now officially gone over to the dark side, 
eschewing any sense of realism for a 
graphics-focused, super-speedy, wow-look
at-that-dunk (again) gameplay experience. 
It's certainly impressive in its own over-the

VITAL STATS 
CATEGORY Spo,11 

ESRB RATING E 

IIEVILOPIR EA Spons 

PUBUSHEll EA Spo,11 

REQUIRED PH 4511, 1-B RAM, 
-B HD, 11MB 3D card 

WE RECOMMEND PIii 1111. 
251MB RAM, 3ZMB 3D card, Na'°tl .... .___,... 
MAXIMUM PLAYERS 4 

top way, but if you're 
looking for depth and 
strategy in a basketball 
game, you'll be thor
oughly disappointed. 

Topping the feature 
list this year is what 
EA Sports is calling 
"Freestyle Control." Of 
course, to use it you'll 
need an analog game-
pad, preferably with 

two sticks, so if you 're dusting off your 
SideWinder or other old reliable pad, you're 
stuck with the standard control option. 

With the Freestyle option you can do all 
sorts of fake dribbles using palming maneu
vers, jab steps, and crossover dribbles. It 
offers defensive options, too, but these are 
much more subtle in their effectiveness, 
especially when you need the reaction time 
of a frightened cobra on uppers to keep up 
with the ball handler. The CPU has pretty 
much no chance of stopping you once you 
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get the hang of it, regard.less of the diffi
culty level, making the game a cakewalk. 

At least you get to enjoy the effort that 
was put into making 2003 the best-looking 
NBA Live game yet (except for the abysmally 
animated crowd - if you can't do better 
than this, just let us play in an empty arena, 
for cryin' out loud!). The players look superb, 
whether they're chatting with the authenti
cally rendered head coaches, making a nifty 
pass, or slamming it through the rim (a 
very common occurrence). The variety and 
quality of the animations are incredible. 

Unfortunately, the same level of effort 
wasn't put into the game's audio portion. 
The monotone Don Poier is back behind 
the microphone, and if I have to listen to 
Robert Elliott repeat his inane color com
mentary again, I'm going to go on a ram-

page. Some of the sounds are poorly 
synched, too, like when the ball goes 
through the net - you see it, and then you 
hear it. It's a jarring presentational misstep 
compared to how good the game looks . 

Even without the benefit of going 
"freestyle," Live 2003 loses its challenge 
alarmingly fast. The developers must be 
proud of their around-the-basket anima
t ions, because you only need to be in the 
same zip code to trigger a drive to the lane 
by pressing the shoot button. Game speed 
is also a major headache, both in how fast 
the game plays, and in that you need to 
play only six- or seven-minute quarters to 
rack up 100 points per side. Blocked shots 
and steals, which have always been an 
issue, are worse than ever - both come in 
large numbers and with little effort. Foul 
shooting, using the same old dull crosshair 
system, is back for another year. 

Taking your game online via the EA 
Sports matching service is predictably 
unpredictable. At times, the lag is unnotice
able, offering a fun (if still too frenetic) 
experience. Too often, though, the lag 
makes Live 2003 frustrating to play, and the 
offense-heavy bent of the game turns 
boring in short order. 

Casual gamers who want an exciting 
basketball game are going to be thrilled 
with NBA Live 2003 - they should be, 
since they' re the crowd for whom it was 
obviously made. Those of us who were 
hoping for a game we could sink our teeth 
into will be left assed-out. - Bert Salkmoor 
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Front Off ice Football: Fourth Ed. 
CATEGORY SpoflS sill ESRB Not rated DEVELOPER Solec:i,..ic -•re PUBLISHER Solacismic Software REOUIRED P11 za;, 64MB RAM, 58MB HD WE RECOMMEND Ptl 400, 121MB RAM MAX. PIAYERS 1 

A
fter having its games published by 
EA Sports for the last couple of 
years, Solecisrnic Software has gone 

the independent route and released this 
version of Front Office Football itself 
through its website (www.solecismic.com). 

This hardcore professional football 
management simulation will appeal to 
football fanatics who like to crunch lots 

and lots of numbers, and 
who don't mind that it 
lacks the NFL license 
and the players' license, 
meaning all the teams 
and players are fictional. 

Gameplay unfolds via 
a series of Windows
esque screens, each filled 
with player stats, sta
dium and city informa
tion, revenue data, and 
every other fact and fig
ure you can imagine. 
Your task, as owner and 
generalmanage~isto 
steer your club to victory 
and profit. 

Since the entire experience hinges on 
the ability to easily move and manage all of 
this info, the user interface is extremely 
important - and at times it falls short. If 
you have multiple windows open, you can't 
toggle between open windows; instead, 
you have to close a top-level window to get 
to a lower-level window. I felt like I had to 
dig around too much to find vital info. 

Two big· complaints: you can set ticket 
prices only once (at the start of the sea
son), and you have little interaction with 
your team scout, leaving you to make 
some uneducated guesses. 

All the stats-herding aside, the real fun 
comes when you play an onfield game. 
You can simulate an entire season (or just 
a week) and let your coach run the game, 
or you can pull a Jerry Jones and call 
every play. The latter way takes a lot of 
time, and I preferred to let my coach call 
the plays. Watching the game unfold via 
scrolling stats was a tension-filled experi
ence, especially during the playoffs, when 
you feel doubly helpless as the ball snaps. 

I've played better stats simulations, 
and this kind of game will appeal only to 
a very small number of gamers anyway, 
but those looking for the spreadsheet 
experience of football G Ms will like what 
they get here. - William Harms 

Harry Potter and the Chamber of Secrets 
CATEGORY Actioo/1moture ESRB E DnnOPER EA PUBLISHER EA Ga.,.. REOUIRED Ptl 350, 64MB RAM, 500MB HD WE REC-MEND Ptll 6?ill, 121MB RAM, 16MB 30 card MAX. PIAYERS 1 

Y 
ou knew this was coming, like it or not. 
As in Master Potter's first PC game, 
Harry tries his best not to be crap. And 

once again, with a little bit of magic, he man
ages to pull it off. Given that, realistically, EA 
could have shipped a turd in a Harry Potter 
box and still made millions, it's gratifying to 
see that Chamber of Secrets shows some 
craft, care, and attention to detail. 

This $30 game follows the book's plot
line very closely - you're helping Harry 
through his second year at the magical 
school of Hogwarts, and along the way, 
you're treated to a mix of familiar charac
ters and locales, such as the creepy 
Professor Snape and the dungeons under-
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neath the academy. As 
you search for the 
Chamber of Secrets, you 
also get to play Quidditch 
once again, and partici
pate in one-on-one wizard 
duels, a new feature not 
found in the first game. 

lf there are any graph
ical enhancements over 
Harry Potter and the 
Sorcerer's Stone, they're 
wasted on me, because to 
my eyes the two games 
look almost identical -
but still impressively color
ful, with big improvements 
in the lighting department. 

The controls are like those in any other 
third-person game: you move with the 
WASD setup and look with the mouse. The 
only catch is that for some reason, you can 
free-look only when you're casting a spell 
or standing still. But this isn't a game
killing quirk, and thankfully, you can now 
strafe to avoid enemy projectiles, which 
you couldn't do in Sorcerer's Stone. 

Chamber of Secrets is a solid action/ 
adventure game. You have plenty of objects 

to collect and hidden areas to explore, and 
the game itself offers a good mix of puzzles 
and action. It may be a little short for some 
- you'll probably finish it in under 10 hours 
- but god knows there are worse licensed 
games, and the price is right. - Li C. Kuo 
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Project Nomads 
An intriguing premise that's better on the drawing board than in practice 

I 
t might seem odd that the README 
file for Project Nomads contains a 
complete walkthrough, but those 
with enough pluck to stick with this 

quirky title to its finale will find the guide 
doubly useful: it can get you past the 
ga me's few sticky spots, then help you 
recall the specifics of this remarkably for
gettable action/strategy hybrid. 

VITAL STATS 
CATEGORY--

ESRB RATING T 

DEVELOPER Radoo Libs 

PUBUSHER CDV 

REQUIRED Pll a, &4MB RAIi. 
-HD,3ZMB3Dcanl 

Nomads seems to 
promise a lot - con
trol of a heavily armed 
floating island, magical 
skills to be mastered, 
airplanes for dogfight
ing and bombing, first-

WE RECOMMEM> Pll l&Hz. person ground combat 
,_RA11.MMB:1Dcan1w;u111 - all in one package. 
MAXIMUM PLAYERS I After just a few hours 

of play, though, you' ll 
realize that it's essentially a nice-looking 
shooter coated with a thin sheen of strate
gic elements and mission variations. 

The action takes place on Aeres, where 
a long-forgotten war has left nothing but 
nomads who live on floating islands, and an 
evil group called the Sentinels who appar
ently don't care too much for the nomads. 

On one of the deserted floating islands, 
you manage to awaken a "master builder" 
named Basaltface (really!), who teaches you 
how to collect and use magical artifacts to 
erect gun turrets, power plants, aircraft 
hangars, and other buildings. Basaltface 
promises to lead you to the city where the 
Sentinels are holding prisoner two of your 
best buddies - and off you go, battling 
both the Sentinels and the insectoid Skrits, 
island-hopping to acquire new artifacts to 
upgrade your floating fortress. 

It sounds good, but in execution 
Nomads falls short because each compo
nent of the game is either too simplistic or 
just not very well-designed. Take naviga
tion, for instance: the only control you have 
is turning the island's "engines" on and off 
and selecting a navigation point. As the 
island is attacked during travel, your duties 
are pretty much limited to firing non-auto
matic weapons, jumping in aerial fighters to 
duel arcade-style against pathetic AI-con
trolled enemy planes, and dashing around 
making repairs to damaged installations. 
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"Away" missions are played from a 
third-person perspective, but the lack of a 
strafe feature and non-configurable con
trols makes combat needlessly frustrating 
- though it's still none-too-challenging. 

If these varied gameplay styles suggest 
some strategic depth, prepare to be disap
pointed: the only real decisions involve where 
to place each building on the cramped island 
and how to store the numerous artifacts 
acquired over the course of the game. As you 
upgrade weapons and buildings you discard 
little-used artifacts, but that doesn't help 
much when you're dashing around the island 
unable to grab the one artifact you need until 
you get rid of one you're already carrying. 

It's possible that strong multiplayer sup
port could give Nomads more legs because 
in that mode you can actually steer the 
island, but the U.S. version shipped without 
support for Internet play (a patch is prom
ised). On second thought, though, adding 

steering wouldn't change the game's root 
problem: the strategy elements just aren't 
deep enough to be interesting, and the 
action is too rudimentary to be exciting. 

Project Nomads is definitely an ambi
tious project, but unfortunately, it's only the 
floating-island concept and not the actual 
gameplay that will make it stick in the 
minds of gamers. - Stephen Poole 
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World War II: Panzer Claws 
CAftGORY Strategy ESRB T DEVELOPER In Images PUBUSNER Eidos REQUIRED PII 450, 128MB RAM, 16MB video card WE RECOMMEND Piil 1GHz. 256MB RAM, 32MB video card MAXIMUM PLAYERS I 

E ver wished someone would remove 
the tedium of micromanagement from 
the RTS formula? Well, here you go: 

Panzer Claws deals with the strategic 
action of battle, and leaves the resource
gathering to the (invisible) supply clerks. 

As either the German, Allied, or 
Russian forces, you command tank, 
infantry, and air units on the battlefields of 
WWII. No-hassle management means that 
the majority of the game isn't spent build-

ing and upgrading units, 
but instead focuses 
on carefully organized 
tank battles. 

The strategic element 
mandates that you take 
your time to carefully 
plan out assaults. Over 50 
units are available, each 
evenly J:;,alanced so that 
simply rushing with all 
your men guarantees 
defeat. Tanks, ranging 
from light to heavy, may 
be great against bunkers 
and buildings, but they're 
vulnerable to just a few 
well-placed anti-tank 

infantry squads. Similarly, establishing a 
heavily secured front line doesn't protect you 
from artillery strikes, bombers, or even para
troopers. Vigilant positioning and selection 
of your units is paramount in any scenario, 
whether you're attacking or defending. 

Construction and unit development are 
kept at a minimum, so as not to burden 
you with constant resource demands. ln 
both campaign and skirmish mode, captur
ing buildings and facilities lets you "call in" 

more reinforcements. While this aspect of 
gameplay succeeds in aUeviating many 
dreary tasks, you stiU need to attend to the 
constant refueling, reloading, and repair
ing of your units. 

In fact, what most hinders the action is 
the excruciatingly slow pace of combat. 
Tanks seem to take forever to turn their 
turrets to face targets, while the formation 
and movement schemes are clumsily 
implemented. Even the most well-thought
out engagement can become a chaotic 
mess when units arbitrarily seem to aban
don your formations. 

The lengthy single-player campaign is 
complemented by entertaining multiplayer 
and skirmish modes, though when playing 
with over four teams, the frame rate bogs 
down to barely acceptable levels. 

Panzer Claws effectively dodges dull 
micromanagement in pushing faster tactical 
action, but it still throws some sticks in the 
spokes of smooth gameplay. Maybe a sequel 
will hit the perfect note. - Norman Chan 

O.R.B.: Off-World Resource Base 
CATEGORY Real-time strategy ESRB E DEVELOPER Strategy First PUBLISHER Strategy First REQUIRED Piil 600MH~ 1221MB RAM. 500MB HD WE RECOMMEND Piil 1GH~ 256M B RAM MAXIMUM PLAYERS 8 

W
hen you aim for mediocrity, there's 
no shame in achieving it and deliv
ering a fair (if uninspired) real-time 

space opera. O.R.B. is set after the collapse 
of a universal empire; two surviving races 
are brawling over a mutually claimed holy 
text and their place in the cosmos. O.R.B. 's 
place in the cosmos is easy to understand 
- blandoid RTS knock-off. 

The single-player campaign is the stan
dard build-up toward better technology. 
Missions are reduced to three basic impera
tives: scan objects, research new technology, 
and blow stuff up. A typical mission requires 
that you scour as many resource-rich 
asteroids as possible for your O.R.B. while 
deflecting enemy incursions and plowing 
through a boring tech tree. The Al is dim
witted enough that you're almost always able 
to finish all research branches unhindered 
before building a massive fleet and perform
ing the obligatory foe-crushing tank rush. 

Occasionally you investigate some mys
terious part of space that triggers a progres
sion of the story. The biggest problems are 
in the scenario finales: after you've delivered 
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the coup de grace you must stiU hunt down 
stragglers to meet an arbitrary objective. 

Ideally you'd play the entire game in 
lovely 3D mode, but camera panning is a 
mouse-jerking mess. Consequently, you 
end up stuck in the lamentable 2D view 
most of the time, where blurry asteroids 
pile atop each other and tiny colored dots 
represent your ships. It's like someone 
squashed 3D space with a frying pan. 

In addition to the campaign, O.R.B. 
includes skirmish and multiplayer modes. 
Without the story as incentive, however, the 

game loses its luster. Once you've got the 
technology and the military force, it's a simple 
matter of point, click, and wait for the body 
count. Why tell a unit to go "kamikaze" or be 
"evasive" if it doesn't really impact anything? 

Diehard RTS fans may have a good time 
playing through O.R.B. 's campaign, but keep 
those expectations low. - Matthew Peckham 



reviews 

EverQuest: Planes of Power 11 
When you play at the highest level - whether in baseball or as a monk - you've gotta bring your W game 

I 
f the phrase "1rebor Sux" means 
something to you, or you've ever sat 
through an attack of Creeping Coins, 
or been shocked and beaten by a 

horde of Dragon Puppies, then two things 
are true: (1) You're so hardcore that you 
go way back to the first computer role
playing games, and (2) You still enjoy a 
great RPG as much as I do. 

VITAL STATS 
CATEGORY 0.IIN RP6 

ESRB RATING T 

DEVELOPER SHy O■line 

PUBUSHER Sooy 0■ll11 

REQUIREO !-a...t,Pt14118. 
256MB RAM.-B HD,,_ 030 
canl witll Tll,21.1......, 

WE RECOMMEND P428Hz, 
512MB RAM, 1.1GB HD, 14MB 030 
Cini, broa4bllNI COIHCtiOII 

MAXIMUM PLAYERS _.,_,..,., 

I'm sure it's odd to 
see a professional ath
lete writing a game 
review in a PC gaming 
magazine; hell, it's odd 
just trying to do it. But 
one thing, among 
many, that I know I 
have in common with 
most computer 
gamers is the love of 
a great RPG . 

Those opening ref
erences stem from probably the most fun 
times I've ever had playing computer 
games - the original Wizardry, which 
seemed like the be-all-end-all when it 
appeared almost 20 years ago. 

I cut my computer RPG teeth on 
Wizardry, and here I am a couple of 
decades later, reviewing the modern-day 
version of the same experience. See, I've 
played them all, and like most of you, I 
know my games, and I know what I like. I 

entered the MMORPG genre through 
Ultima Online, and man, was that fun. Then a 
new first-person MMORPG came out, and 
that's where this story starts to shape itself. 

I made my first foray into EverQuest 
one night while my team, the Arizona 
Diamondbacks, was traveling on a road 
trip back east. It didn't last long: I wan
dered my first-level monk all the way to a 
guard tower in the Karanas. Not long after 
that, while standing around checking out 
the game controls and panels, I noticed a 
large dark silhouette standing near a tree. 
What was that, I wondered? 

Well, as any experienced EQ player 
familiar with the Karanas will tell ya, this 
was one half of the twin towers known as 
Froof and Froon, huge Ogres looking to 
maim newbie idiots like me. Two brutal 

punches later, I was looking over my 
corpse, a bit miffed. I logged off and spent 
a few days playing some other games, but 
something kept drawing me back to EQ, 
teasing me to take another shot at it. 

Three years later, I don't regret one minute 
of going back and getting into it: it's been a 
fun ride and I've had a blast along the way. 

So now that you know about my RPG 
history, let's talk about the newest EQ 
addition, Planes of Power. Quite simply, if 
you have a character of high enough level 
(realistically, 60th or higher), you 'd better 
not be waiting to pick it up. Everything -
and I mean everything - that could be 
considered a game-mechanic weakness 
prior to this expansion has been 
addressed, and the developers went above 
and beyond in many categories. 

' There are 25 new zones -
25! I have yet to see all of the 
lands introduced in earlier 
expansions, and here we are 
with 25 new places to go and 
die in. But they're not just new 
areas: The 25 new zones are 
very different from anything 
you've experienced in EQ 
before. Characters of any level 
have access to portals that'll 
gate you to the Plane of 
Knowledge, PoP's central hub. 
These portals can be found all 
over the Antonica mainland 
and are easily accessible to all. 
This feature, to me, is a huge 
change for the better, without 
sacrificing the feel of the game. 

So you arrive at the Plane 
of Knowledge - what next? 
Well, that depends on what 
you're here for. This plane is 
another well-crafted zone in 
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that it's made for everyone, of every race. 
It's split into two separate zones - one 
good, one evil - with portals to all points 
in each zone. From the Plane of Knowledge 
you can portal to the Plane of 'Tranquility, 
and then after completing different quests 
within this plane, open up the entrances to 
the remaining four planes. 

These new locations include the Plane of 
Innovation Gust think 'roided-up gnomes 
and garish mechanical beasts) and Plane of 
Justice (now you know what a real execu
tioner's hood should look like, and when 
you hit the jail, you won't be the first one 
startled by the "Guards" patrolling the hall
way if your sound's turned up). Visit the 
Plane of Nightmares, too - it's ... well, it's a 
nightmare up there. 

Many new quest styles are introduced 
in the Plane of Knowledge, beyond the 
familiar FedEx types. These quests require 
(and let me emphasize require) you to pay 
very close attention to the dialogue between 
the NPCs and your characters. You won't 
be able to progress in your conversations 
with NPCs if you aren't listening carefully 
to what's being said/asked for/stated. 

Another thing you must do if you plan 
on playing this expansion is to make sure 
you've got a good sound and speaker 
setup. Until I played my first 3 a.m. session 
of Doom, I never realized the chilling 
impact of good sound and music, but this 
area is another in which PoP really excels. 
Every zone has its own music and sound 
effects, fitting the place's flavor perfectly. 
The "feel" adds a ton of fun to those late
night sessions by scaring the crap out of 
you when you least expect it. 

One thing to note: I got my first look at 
PoP the very first day I brought home my 
new revved-up game system, which has 
video memory out the wazoo, unreal 3D 
capabilities, and some absurd amount of 
RAM. Just 10 seconds after logging into 
the world, I knew something was very dif
ferent. While graphically every ounce of 
texture detail is getting pushed into an 
aging core engine, PoP still ups the fidelity 
level with some stunning detail on main 
characters and locations. Without giving 
too much away, I urge you to visit the Plane 
of Nightmares and battle through for a 
peek at Terris-Thule - Maxim cover babe 
potential, even with her armor on. And her 
bed? Well, let's just say it gives a new 
meaning to "Pokemon." 
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The 'Trial Judges on the Plane of Justice 
doled out some of the most enjoyable (and 
toughest) missions I've tried: You'll need 
massive amounts of teamwork and coordi
nation (with just your six-party group able 
to make an attempt at the enclosed battles) 
to complete even one of them. On that 
note, high-level Guild members will love 
PoP for the cool storylines that are 
ingrained in each unique task; if you're a 
loner, you'll need to get social to attempt 
the quests with a team. 

PoP introduces other gameplay tweaks 
as well, the most significant one being the 
handling of death . Each plane has a grave
yard now. When you die, which I promise 

will happen at least once, your remains are 
gated out to the graveyard, located near 
the entrance to the new zones. 

Now, don't get me wrong: if I thought 
PoP stunk, I'd have no qualms telling you 
so. It doesn' t. This expansion has depth, 
it's incredibly challenging, and it high
lights superlative production values in all 
the areas you 'd expect, and even in some 
you wouldn't . My hats off to the artists, 
level designers, and story writers for this 
one. Very rarely has a computer game 
with this much life gotten this much better 
as it's gotten older. Indeed, PoP adds noth
ing but pluses to the world of Norrath in 
every instance. - Curt Schilling 
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Robin Hood 
H e takes from the wealthy, gives to the 

poor, and fights for peasants' civil lib
erties - a medieval liberal Democrat. 

Some 400 years after his legend emerged, 
the robbin' hoodlum in the green tunic is 
back in the latest retelling of treachery and 
heroism in Sherwood Forest. 

A squad-based real-time strategy 
game, Robin Hood: The Legend of 
Sherwood has you assembling a crew of 
bandits with different skills to ambush tax 
collectors' carriages, rescue distressed 
damsels, and raid keeps. 

The classic cast is all here: Maid 
Marian, her beau with the bow, plus Little 
John, Friar Tuck, and Pete Cooper. Wait -
who's Pete? He started as a faceless extra, 
and I trained him up to be a mean swords
man who was a must-have on each of my 
missions. Unfortunately, you can improve 
only archery and swordsmanship, so aside 
from his impressive skill with steel, Pete -
despite my sentimental attachment to him 
- was really a lot like all the other Merry 
Men. All other skills, like apple-tossing and 
wall climbing, are hard-wired, with some 
abilities unique to the main characters. 

The infiltration missions stand at the 
heart of the story, and here the designers 

display plenty of imagination. Robin 
tosses bags of gold that cause castle 
guards to go into a greedy frenzy that 
sometimes ends in multiple casualties as 
each scrambles to get the loot. Other simi
larly endearing gameplay gags keep the 
missions from being boring exercises in 
purely guessing the right approach . 

Problem is, the developers also reuse 
their bright ideas repeatedly, despite the 
game taking me only about 12 hours to 
finish. A limited number of convoy 
ambush missions meant that I was forced 
to play through two or three I'd already 
beaten while waiting to be offered the 

The · real" Robin Hood has long been 
considered a legend, but a recent 
archaeological find in Nottingham, 
England, raises intriguing questions. A 
tunnel system found beneath a church 
lends credence to classic tales of how 
Robin Hood used just such a network 
to escape the Sherill of Nottingham. 

next plot-advancing mission. Your charac
ters and the NPCs also regurgitate the 
same phrases over and over, until they 
burn themselves into your soft brain tissue 
like a hot branding iron. 

Those moments of imagination do qualify 
Robin Hood as an enjoyable squad-based 
game, though, making it another feather in 
Robin's cap. Think of it as Commandos for 
the tights-wearing set. - Thomas Leupold 

Battle Realms: Winter of the Wolf 
CATEGORY Aul-time strategy ESRB T DEVELOPER Liquid Ent PUBUSHER Ubi Soft/Crave REQUIRED PII 400, 64MB RAM, 600MB HD WE RECOMMEND Piil 1GHz. 128MB RAM, 780MB HO MAX. PLAYERS 8 

Two good reasons to consider purchas
ing this add-on: (1) It comes bundled 
with the original Battle Realms 

(February 2002; PCG rating: 70%) for just 
$30, and (2) It doesn't change the excellent 
core gameplay one iota. Subtract points for 
being too short, and you've got an above
average game that doesn't rock the boat. 
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The expansion itself is a bit on the 
skimpy side, weighing in at 11 brief mis
sions, eight additional expansion units, and 
four new Zen Masters. Set seven years 
prior to the events in Battle Realms, Winter 
casts you as Grayback of the Wolf Clan, a 
burly rebel with a hankering to free his 
people from bondage and maybe kick a lit

tle tail along the way. 
The first few missions 

are disappointing, forc
ing you down linear 
paths and relying on too 
much scripting to 
advance the story. 
Combat occurs fre
quently in these early 
levels, but requires only 
minor interaction on 
your part, which is 
nearly as much fun as 
watching rats stumble 
through a maze. Once 
you see the light of day 
around the fourth mis
sion, however, the game 

gets down to business with the same high
quality, open-ended "design a unit" game
play that graced its forebear. 

Probably the most innovative feature in 
this series is the ability to mix-and-match 
units by sending them to different training 
facilities. A single peasant could advance 
from weenie farmer to kung fu dragon
lord just by pinballing from dojo to dojo. 
That's still the case here, but the new units 
are generally only slight permutations on 
the originals, and don't distance them
selves from the pack enough to warrant a 
wholehearted thumbs up. 

Compared to the latest crop of real
time darlings, this one's showing its age a 
bit, but genre veterans will still appreciate 
its trustworthy play mechanics. If you 
haven't played Battle Realms, this nicely 
priced bundle will show you what the ini
tial buzz was about. - Matthew Peckham 
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- Free Norton AntiVlrus 2003 CD AMD Athlon XP Processor 2000+ S 1489 
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TBE ULTIMATE MONTHLY GUIDE TO GAMING GEAR 
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hstrlnlty 
Building a new PC can be a thrilling experience, but picking the wrong parts by mistake 
can end the joyride in a hurry. Luckily, we're here to help you select the best parts for the 
job. The prices listed below (obtained almost entirely from www.pricewatch.com) are the 
lowest we could find as we went to press. (Note: Prices do not include shipping costs.) 

■ ENTRY-LEVEL SYSTEM ROUGHLY S750 
CASE 
300-watt ATX form factor $50 300-watt ATX form factor $50 
PROCESSOR PROCESSOR 
AMO Duron 1.3GHz $37 AMO Athlon XP 2000+ $90 
MOTHERBOARD MOTHERBOARD 
Asus A7V-133 $73 Asus A7V333 (Award 1007) $100 
MEMORY MEMORY 
256MB PC-133 SDRAM $20 512MB PC-2700 DOR SDRAM $122 
CD-ROM/ DVD-ROM DRIVE CD-ROM/ DVD-ROM DRIVE 
Pioneer 16x DVD-ROM $60 Pioneer 16x DVD-ROM $60 
FLOPPY DRIVE FLOPPY DRIVE 
Samsung 3.5-inch 1.44MB $8 Samsung 3.5-inch 1.44MB $8 
HARD DRIVE HARD DRIVE 

40GB Maxtor 7,200rem $68 80GB Maxtor 7,200rem ATA-133 $110 
SOUND CARD SOUND CARD 
Creative Labs Audigy (white box) $59 Creative Labs SB Livel Audigy MP3+ $85 
MODEM MODEM 
v.92 Hardware Modem $15 v.92 Hardware Modem $15 
MONITOR MONITOR 

17-inch Oetiguest 071 $130 19-inch NEC FE950+ $292 
VIDEO CARD VIDEO CARD 
GeForce4 MX 440 64MB DOR $50 GeForce4 Ti 4200 $115 
JOYSTICK JOYSTICK 
Microsoft SideWinder Joystick $25 Microsoft SideWinder Precision 2 $45 
GAMEPAD GAMEPAD 

Logitech WingMan Rumbleead $23 Logitech WingMan Rumbleead $23 
SPEAKERS SPEAKERS 
Logitech Z-340 !2,1) $39 Logitech Z-540 (4.1) $60 
KEYBOARD KEYBOARD 
Addtronics $15 Addtronics $15 
USB MOUSE USBMOUSE 
Logitech or Microsoft $39 Logitech or Microsoft $39 

TOTAL $711 TOTAL $1,229 

■ DREAM SYSTEM - ....-,,----, ROU6HlY S3,000 ANO ABOVE 

CASE MODEM 

400-watt ATX form factor $100 v.92 Hardware Modem $15 
PROCESSOR MONITOR 

Intel P4 2.8GHz $449 22-inch Viewsonic P220f $647 
MOTHERBOARD VIDEO CARD 
Intel D850EMV2 $140 All RADEON 9700 PRO $310 
MEMORY JOYSTICK 
Twin sticks of 256MB PC-1066 RDRAM $204 Thrustmaster HOTAS Cougar $269 
CD-ROM/ DVD-ROM DRIVE GAMEPAD 
Pioneer 16x DVD-ROM $60 Logitech WingMan Rumbleead $23 
BURNER 

SPEAKERS 
Plextor 48x24x48 CD-RW $100 

Kliesch ProMedia 5.1 $399 
FLOPPY DRIVE 

Samsung 3.5-inch 1.44MB $8 
KEYBOARD 

HARD DRIVE Microsoft Natural Keyboard Pro $40 

200GB Western Digital 7,200rem $350 USBMOUSE 

SOUND CARD lntelliMouse Exelorer 3.0 $50 

Creative Labs SB live I Audigy 2 Platinum $160 TOTAL $3,324 





I saw this Ogre demo 
running in real time at 
NVIDIA's Geforce FX 
launch event It shows 
off powerful next-gen 
Blinn bump-mapping 
effects, self-shadowing, 
and real-time adaptive 
subdivision surfaces. 
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140 fps 119 fps 

41 fps 45 fps 

http://www.pcgamer.com 





ABS™ Ultimate X3 
Blue Kingwin Aluminum Case w/Acrylic Windows & Neon Light 
Asus P4T533-C Intel B50E Chipset Motherboard w/533FSB & USB 2.0 
Kingston 512MB 1066MHz RAMBUS Memory 
120GB 7200RPM Ultra ATA100 Hard Drive w/BMB Cache 
Pioneer 16X DVD Player & Mitsumi 1.44MB Floppy Drive 
52X24X52 SMART-BURN" CD-ReWritable Drive 
ATI Radeon 9700 Pro 12BMB BX AGP Video Card w/TV Out 
Add SONY 19' .25mm 1024x76B Monitor ®$319 
Creative Labs SoundBlaster Audigy Sound Card & Mic 
3Com PCI 10/100 Network Card & USR V.90 PCI 56K Modem 
Logitech Access Keyboard & Optical Mouse 
Microsoft Windows" XP Home Edition 
Free 7/24 Tech Support and 1 Year Onsite Service 

Intel® Pentium® 4 Processor at 
2.53GHz w/533MHz FSB $1749 

ABS™ Ultimate X7 
Black Kingwin Aluminum Case w/Acrylic Windows & Neon Light 
Asus P4T533-C Intel B50E Chipset Motherboard w/533FSB & USB 2.0 
Kingston 512MB 1066MHz RAMBUS Memory 
Two BOGB 7200RPM Ultra ATA 133 Hard Drives 
Lite-On 16X DVD Player & Mitsumi 1.44MB Floppy Drive 
Plextor 4BX24X4B CD-Rewritable Drive 
ATI Radeon 9700 Pro 12BMB BX AGP Video Card w/TV Out 
Viewsonic 22' .25mm 1920x1440 Monitor 
Creative Labs Sound Blaster Audigy XGamer Sound Card w/lEEE 1394 
Klipsch ProMedia 5.1 THX 6-Pieces Speaker System 
Logitech Cordless Freedom Optical Keyboard and Mouse 
Microsoft Windows" XP Home Edition 
Free 7/24 Tech Support and 1 Year Onsite Service 

$3249 Intel® Pentium® 4 Processor with 
HT Technology al 3.06GHz w/533MHz FSB 

www.abs c.com/ 02 3 Year Limitsd Parts Wallanty Lifetime Labor Warranty 30 Days Money Back Guaramee Optional 24 Hours Tech Support Available 
Free System Set-up Guide and User Manual Free System Recovery CD 

Price, specification, and terms are subject to change without notice. Picture shown with upgraded options. ABS1"' Is not responsfble for errors in typography and/or photography. 30 days money back guarantee does not include 
opened software, parts, or special orders merchandise. Original shipping and handling lee along with return shipping charge are non-refundable. Products returned after 30 days or in a non-refundable condition are subject to a 
restocking lee. Intel, Intel Inside, and Pentium are trademarks or registered trademarks of Intel Corporation or its subsidiaries in the United Stales and other countries. 



EXTREME 
PERFORMANCE 

FOR WINOOws• XP 

AMO~ Boost software performance with 
QuantiSpeed™ architecture 

~th/on 
Make gaming opponents wish they had an 
AMO Athlon™ XP processor 

.~ 
3DNow! Professional technology brings digital 
photos and video files to life with rich, 
vibrant colors and textures 

Enjoy efficient multitasking when 

• ABS™ Ultimate M2 .fl 
September 2002 

Chieftec Aluminum Case w/Acrylic Windows 400-Watt PS & Neon Light 
(Color Option: Green/Yellow/Blue/Silver/Black) 
NVIDIA" nForce™2 DDR400 BX AGP Motherboard w/Dual LAN 
Corsair 512MB Fast PC3200 400MHz DDR SDRAM Memory 
(Upgraded Memory, Motherboard and Processor) 
Two 60GB 7200RPM Ultra ATA Hard Drives 
Pioneer 16X DVD Player & Mitsumi 1.44MB Floppy Drive 
Plextor 4BX12X4B BURN-Proor• CD-Rewritable Drive 
NVIDIA" GeForce™4 Ti4600 w/12BMB Video Card 
NEC 19' .22mm 1600X1200 Color Monitor 
Creative SoundBlaster Audigy XGamer Sound Card w/lEEE 1394 & Mic 
Creative Inspire 5.1 5200 Subwoofer/Speakers 
Integrated Network Controller & V.92 PCI 56K Modem 
Logitech Cordless Elite Duo Keyboard and Mouse 
Microsoft Windows" XP Home Edition 
Free 7/24 Tech Support and 1 Year Onsite Service 
Free ABS™ PC Organizer (3' Color Binder for Manual , Drivers, etc.) 

AMO Athlon™ XP Processor 2400+ with 
QuantiSpeed™ architecture 
outperforms competitive 2.4GHz processors 

$1749 

ABS™ Ultimate MS 
Chieftec Aluminum Case w/Acrylic Windows 400-Watt PS & Neon Light 
(Color option: Green/Yellow/Blue/Silver/Black) 
NVIDIA" nForce™2 DDR400 BX AGP Motherboard w/Dual LAN 
Corsair 512MB Fast PC3200 400MHz DOR SD RAM Memory 
Two BOGB 7200RPM Ultra ATA Hard Drive 
Pioneer 16X DVD Player & Mitsumi 1.44MB Floppy Drive 
Plextor 4BX24X4B BURN-Proof" CD-ReWritable Drive 
ATI Radeon 9700 Pro 12BMB DDR BX AGP Video Card 
Viewsonic 22' .25mm 204BX1536 Color Monitor 
Creative Labs SoundBlaster Audigy XGamer Sound Card w/l EEE 1394 & Mic 
Logitech Z-680 5.1 THX Subwoofer/Speakers 
PCI 10/100 Network Controller 
Logitech Cordless Elite Duo Keyboard & Mouse 
Microsoft Windows" XP Home Edition 
Free 7/24 Tech Support and 1 Year Onsite Service 
Free Software: Corel WordPerfect Ottice 2002 CD 
Free ABS™ PC Organizer (3' Color Binder for Manual, Drivers, etc.) 

AMO Athlon™ XP Processor 2800+ with 
QuantiSpeed™ architecture 
outperforms competitive 2.8GHz processors 

$2649 
ABS™ PCs use genuine Microsoft® Windows® 

www.microsoft.com/piracy/howtotell 

ABS™ recommends Microsoft® Windows® XP 

Sales Hours: Mon-Fri 8:30AM-5:30PM PST Technical Support: Mon-Fri 8:30AM-5:30PM PST 
Technical Support: 800-685-3471 General Office: 562-695-8823 9997 East Rose Hills Road, Whittier, CA 90601 
Price, specification, and terms are subject to change without notice. Illustrations may not accurately represent exact configurations priced. ABS™ is not responsible for errors in typography and/or 
photography. 30-day money back guarantee does not include opened software, parts, or special order merchandise. Original shipping and handling lee along with return shipping charge are non• 
refundable. Products returned after 30 days or in a non-refundable condition are subject to a restocking fee. Onsite service may be provided by conlracted third party provider. Technician will be 
dispatched if necessary following phone support. AMO, lhe AMO Arrow logo, AMO Athlon, AMO Duron, and combinalions thereof are trademarks of Advanced Micro Devices, Inc. ·auantiSpeedT"" 
archileclure operates at 2.133GHz. ··auantiSpeed™ architecture operates at 2.0GHz. ···ouantiSpeed™ architecture operates at 1.8GHz. ····ouantiSpeed™ architecture operates at 1.67GHz. 
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■ ATI, WWW.ATI.COM, 905-882-2626 ■ PRICE $449 (M.S.R.P.) 

i :E:::v: All•IN•WONDER 9700 PRO 
IH'oREAMI NEVER BEFORE HAS A VIDEO CARD OFFERED so MUCH POWER FOR YOUR TOWER 

Traditionally, ATl's ALL-IN-WONDER cards reviewed in recent issues. The ALL-IN-WONDER 
have been a mixed bag . On the one hand, is $50 more expensive than any of those cards, 
they've offered some of the best multimedia but it's money well spent for the extra functions. 

features of any similar boards on the market; on The RADEON 9700 PRO comes standard with 
the other, gaming performance has often played VGA, S-Video, and DVI outputs, but no inputs. The 
second fiddle to broader functionality. And let's ALL-IN-WONDER has those same outputs (its one 
face it: the drivers, like so many of those for ATl's DVl-out can be used as either a DVl-out or as a 
products, have pretty much stunk up the joint at standard VGA-out via the included adapter!, plus 
each and every turn . it supports S-Video and Component inputs via its 

These days, though, -----;:::;;:-------,----... included breakout box. 
ATI smells of roses. Its !JG\ I I I I••• e • It also comes with a 
new cards are not only i•I I II ~ I l'3 built-in TV tuner that 
the fastest on the market, I ~ ~ can be used with 
but the cards' newly uni- G I I II•••• • either a regular antenna 
tied Catalyst drivers (espe- - or your standard cable 
cially those using the v. 7.79 package I are rock- line. (You'll need to supply your own splitter if you 
solid as well. The big daddy of this new line, want to keep your TV wired in at the same time 
RAD EON 9700 PRO, has even won our coveted - I picked up one at Radio Shack for about $10.I 
Editors' Choice award. We were expecting great Cool hardware means nothing if you don't 
things from the ALL-IN-WONDER 9700 PRO, but have the software to run it. To that end, ATI ships 
we weren't expecting this. Pinnacle's Studio 8 for all of your video-editing 

The big news is that, unlike earlier iterations needs; Matchware Mediator 7.0 for creating 
of the ALL-IN-WONDER, the 9700 PRO version is Flash, HTML, and CD-ROM presentations; Guide 
exactly as fast as its standalone kin. That's right: Plus+, a really nice piece of PVR (Personal Video 
this card uses the same exact GPU, has the same Recorder -think: TiVol software; and a full ver-
128MB of DOR RAM, and is clocked at exactly sion of Morrowindfor when you tire of editing 

the same speed - meaning that it your home movies. Before I even played any 
benchmarks exactly the same as games, I gave Studio 8 a try. Using a camcorder, I 

all of the $399 RAD EON shot a few minutes of my roommate - former 
9700 PR Os we've PC Gamer EiC Gary Whitta [Ah, so THAT'S how 

PC GAMER I 

TheVede got a job here ... - Ed.] - wandering 
around the house in a drunken stupor. Then, I 

copied the video over to my PC using the S
Video adapter and stereo inputs ATI 

includes, and sent the AVI (you 
c.an also save as MPEGI 

out all over the 

BENCHMARKS 

3DMAlll<a'I SE° 
3D Marks 13,117 

Game 4: Nature 98 fps 

OUAKEIII' 
1280 x 1024 129 fps 

1600 X 1200 89 fps 

1024 X 768 89,89,88 (fps) 

JEDIINIGlll'lr 1280 X 1024 89,89,88 (fps) 

1600x 1200 88,88,86 (fps) 

1024 X 768 70,68,69 (fps) 
DUNGEON 1280 X 1024 68,67,66 (fps) SIEGr 

1600 x 1200 67,66,58 (fps) 

*Tests run at 1024x768 in true color with all settings maxed. 
Hests run in true color with all settings maxed and 4x anti-
aliasing enabled. ♦Tests run in true color with all settings maxed. 
First score: No AA. Second score: 2x AA. Third score: 4x AA. 
(All benchmarks run on P4 2GHz test bed with 512MB PC-800 
RORAM and Windows XP Home Edition./ 

Net. If you find any "Priceless" movies featuring 
Gary in a tank top and a tutu, that's my work! 

I don't have a TiVo, so I was really looking 
forward to putting Guide Plus+ though its paces. 
As it turns out, it's good but not great. I've spent 
a great deal of time with TiVos, and I know how 
simple they are to use. Guide Plus+ isn't difficult 
per se, but it's not nearly as elegant or seamless 
as a dedicated set-top box. It works as adver
tised, though, as I was able to record a very 
tasty-looking episode of the Springer show with 
nary a hiccup. I never knew transvestite prosti
tutes who cheat on their men could be so hot1 

As superior as they've been in this generation 
of ATI cards, drivers have still been a sore spot 
with the 9700 family. The good news is that the 
latest drivers, Catalyst v. 2.4 and above, seem as 
stable as any drivers we've ever seen. Teething 
issues like lock-ups and crashes in certain games 
seem to be a thing of the past for all 9700s -
including this new ALL-IN-WONDER 9700 PRO. 

We at the Hard Stuff are absolutely in love with 
this new board and are unanimous in declaring its 
greatness. At only $50 more than the RAD EON, it 
could very well be ATl's best-ever graphics card. 

http://vvww.pcgamer.com 
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■ COMPANY APPLE, WWW.IPOO.COM, 1-800-MY-APPLE ■ PRICE $299 (5GB); $399 (10GB); $499 (20GB) 

iPod for Windows I ENTRY I 
I I MID I 
IH DREAMI WANT THE MP3 EQUIVALENT OF A TROPHY WIFE? BETTER SHELL OUT THE BIG BUCKS. 

A product from Apple in PC Gamer? Heresy! 
Admittedly, testing a portable MP3 player 
from the strange, alien world of Mac-land is 

like flirting with a gorgeous foreign exchange 
student who'd never give you 
the time of day if your dad 
wasn't totally loaded. 

Like her, the iPod is exotic 
- its lithe 7.2-ounce seamless 
frame is a lesson in design 
elegance. Simplicity is the key 
word here: nary a jot of space 
is wasted on unnecessary but
tons, switches, or logos. Its 
alluring two-inch backlit dis
play sits above a ring of four 
buttons (menu, play/pause, 
back, and forward) encircling a 
touch-sensitive pad on the 
unit's front. The back and sides 
are silver; its face is a milky
smooth white. 

And just like a foreign 
accent, the iPod is a lot of fun 
to listen to . Audio quality is 

crystal-clear -there's absolutely no garble, 
tinniness, or background fuzz to ruin the experi 
ence. The internal hard drive runs whisper
quiet, a feature that Creative Labs' players have 

yet to master. 
The onboard software isn't 

as flashy as Creative's EAX 
suite, but it does offer a range 
of equalizer settings for any 
musical genre or audio output 
you can think of - from 
Acoustic to Vocal. Apple's 
accompanying iTunes 3 PC 
software is likewise a breeze for 
ripping and storing files. 

She's playful, too - literally. 
A Breakout-type game is selec
table from the unit's Extras menu, 
coaxing you to play ball while 
listening to music. Additionally, 
the iPod is compatible with Palm 
Desktop, Microsoft Outlook, and 
Eudora, allowing you to store up to 

a thousand contacts from your Ii'! 
black book. And like Creative 's Zen, you can 

use it as a portable hard drive for transporting 
data in a neat, compact way. 

But like most intercontinental romances, 
there are communications problems. Here's the 
deal-breaker: the iPod connects to a PC only via 
FireWire. (Tra nslation: No USB connection.) The 
upside is that file transfers will take seconds 
instead of minutes, and you can recharge its 10-
hour lithium polymer batteries while connected . 

Dislikes? Well , unless you have the unit 
locked, it's too easy to turn on accidentally. The 
plastic tab covering the FireWire port is flimsy, and 
the packed-in earbuds deliver sonically but sport 
easily lost covers. And while the 10GB and 20GB 
versions come with a handy slipcover, it covers 
the screen and controls (you can still pause and 
control volume with a remote control, though). 

Lastly, she's costly. The iPod sel ls at a pre
mium price, yet delivers premium performance in 
a slim, sexy package. Darn those foreign girls! 
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■ COMPANY ALTEC LANSING, WWW.ALTECLANSING.COM, 1-800-ALTEC88 ■ PRICE $179 (M.S.R.P.) 

1J·:~:y1 Altec Lansing 5100 
I I DREAM I SOMETIMES PRETTY SOUNDS PRETTY DARN GOOD 

These speakers really surprised me. They're 
quite small and very attractive to the eyes, 
which led me to think that they'd be a dis

aster for the ears. I'm not ashamed to admit that 
I was wrong. Gamers without a lot of space on 
their desk who are looking for an elegantly 
designed set of 5.1 speakers should really give 
these new Altec 5100s a close listen. 

This system isn't exactly bristling with over
whelming power like, say, a set of high-e nd 
Klipsch or Logitech speakers, but at 73 watts 
(RMS), they still get plenty loud before they start 
to distort. Each of the unit's 7.5-inch by 2-inch 
satellites gets seven watts of power, which it 
then squeezes out of its dual one-inch 
neodymium micro drivers. And that can sound a 
little thin at times. The sub and center channels 
each get 22.5 watts to do their business. 

I found the subwoofer to be surprisingly 
effective given its small size and power output. 
Not only did it supply full, rich bass and extra 
mid-range punch at medium volumes, but it did 
so equally well at lower, "typical" listening vol
umes. Of course, at moderate and high volumes 
it got farty, but that's to be expected given this 
unit's price point. The bass volume (as well as 

treble) is easily adjusted via this unit's wired 
remote if the "pooting" gets out of control, and 
2.1, 4.1, and 5.1 speaker modes can all be 
selected from this same 
remote. It also offers easy 
access to master, rear, and 
center volume controls, as 
well as a headphone jack. 

A switch on the back of 
the subwoofer lets you 
enable the system's center 
cha nnel in stereo and 4.1 
modes for times when 5.1 
isn't available to you 
because the app you're 
using doesn't support it. I 
left the center turned on because I 
found that it dramatically improved my listening 
experience by kicking up mid-range frequencies 
in games, movies, and music. 

If you're worried about setting up 5.1 speak
ers, don't be: Altec Lansing made connecting 
the 5100s a no-brainer. Each speaker is pre
wired and color-coded, and attaches to the sub
woofer, which is also labeled and color-coded . 
It's almost impossible to screw up. 

■ COMPANY TELEX, WWW.SONICXS.COM, 952-884-4051 ■ PRICE $299 (M.S.R.P. ) 

EV SonicXS 4.1 

Altec's got a really cool set of PC speakers 
here, folks. At $179, they should be music to 
your ears and your wallet. 

I ENTRY I 
I I MID I 
I H oREAMI TELEX PROVES THAT MORE SPEAKERS DOESN'T ALWAYS MEAN MERRIER TUNES 

If you read last month's review of Telex's EV 
SonicXS 2.1 speakers (PCG rating: 82%), you 
were probably expecting big things from the 

4.1 version. I know I was. Unfortunately, this set 
takes its little brother's problems and com
pounds them times two. 

The 2.1 set sounds fabulous, and the 4.1 set 
does as well , but pre-wired speaker cables that 
are much too short for the typical gamer's setup 
plague both systems. Both provide only five feet 
of speaker wire for the front satellites, and in a 
miscalculation of monstrously mis-
judged proportions, the 4.ls 
give you merely 10 feet for 
the rears. Does Telex expect 
me to mount these gargan
tuan speakers on my 

Eli FEBRUARY 2003 PC GAMER I 

shoulders? Maybe if I face my computer on all 
fours, I can mount them on my ass and point 
them at my head? They're not going to get much 
farther back than that. 

The 2.1 system's $199 price made the fact 
that it came with hard-wired speaker cables 
almost acceptable. At $299, however, I simply 
can't let that gaff slide. Note to Telex: The next 
generation of these speakers must have detach
able speaker wires so that people can (a) use 
longer cables if necessary, and (b) use higher

quality wire if they wish. 
A problem not shared with the 2.1 sis 

this system's unresponsive volume-control 
knob. You turn on the speakers by turning 
the volume dial on the primary satellite 

from seven o'clock to around eight. 
That's how things 

work on the 
2.ls as well. 
Unfortu
nately, with 
4.ls, you 
don't get any 
volume at all 
until you turn 

the dial up to 12 o'clock, and then at 1 o'clock it's 
so deafeningly loud, you 're pretty much blowing 
your teeth out the back of your skull. 

As I said at the start of this review, I really 
like the sound produced by these speakers. The 
satellites are rich and full, and make hard, heavy 
music and game sound effects come alive -
much like a set of high-end Klipsch or Logitech 
speakers. The subwoofer is respectable, but 
leaves a little to be desired in that it's nowhere 
near as powerful and boomy as the ones that 
come with Logitech's THX-Certified Z-560s (PCG 
rating: 90%) or Klipsch's THX-Certified ProMedia 
4.ls (PCG rating: Editors' Choice). 

These days, the Pro Media 4.1 s can be found 
on line for $249 while the Z-560s are a steal at $199, 
and both of these speaker sets use detachable 
speaker wire. Telex is either going to have to drop 
the price of the SonicXS 4.1 s or add features, 
because at $299, I just can't recommend them 
over the competition in their current condition. 

http://www.pcgamer.com 
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Casual-Games Friday 
Even us high-minded game snobs can appreciate some low-tech licensed goodness 

S 
ometirnes, ensconced in our 
cocoon of 3D-accelerated may
hem, we forget that there's a 

whole world of folks out there more in 
tune to Pictionary than Unreal 
Tournament 2003. Fortunately, 
Infogrames is both more aware and more 
accommodating, and presents a trio of 
TV and boardgame classics, each selling 
for a mere $19.99. If you're on the look
out for inexpensive breaks from the first
person numb and grind, you'll be well
served by Casual-Games Friday ... 

MONOPOLY 
Milton Bradley was the 
company to first dream up 

the "tycoon" genre, and Monopoly still 
remains the category's highest expres
sion. For this new PC version, 
lnfogrames has added a full-3D, isomet
ric-view game board with 3D character 
pieces. (Only suckers play as anything 
other than the battleship.) You get 10 
individual map boards, each representing 
a different city, which makes for a very 
fun region-specific perk - now you can 
own San Francisco's Market Street and 
the Embarcadero instead of Broadway 
and Park Place. With six-player Internet 
play, Monopoly is $20 very well spent for 
an ageless "budget" title. 

WHEEL OF FORTUNE 
This game is an interest
ing rendition in that it 

uses video to bring to life the impossibly 
gaudy and bombastic Wheel of Fortune 
studio set. For what it's worth, the trick 

works quite well, 
and fans of the game 
show will have no 
trouble projecting 
themselves into the 
wheel-spinning, 
letter-guessing 
action. One down
side: Vanna White 
is captured on video 
as well, and not even 
PC technology can 
limit the ravages of 
cruel Father Time . 
She'd have been 
better off going with 
a render. 

What's surpris
ing about Wheel is just how absorbing it 
is - I'm not even a fan of the show, yet 
it's impossible not to get into the excite
ment of letter-guessing with all that vir
tual cash on the line. It was remarkable 
to find out just how tense a $20 game
show adaptation could make me. 

JEOPARDY 2003 
Computerized Jeopardy 
relies more on graphics 

overlays to insert you in the studio set. 
Alex Trebek is on hand to host, but his 
interaction is limited to a dozen or so 

MY GAMES Of THE MONIH: 1. BLACK HAWK DOWN (BITA). 2. AMERICA'S ARMY, 3. JEOPARDY 2003, 4. HIGH HEU BASEBALL 2003, 5. WWE RAW 

canned bits, with a different guy voicing 
the answers. (Of course, Trebek does do 
plenty of jackalizing when you get an 
answer wrong - though it's nice to hear 
him compliment you on your knowledge 
of history when you respond correctly to 
certain queries.) Cool extras include 
sample contestant exams, so you can 
find out if you'd make the cut as a real
life contestant; the ability to track your 
money winnings over a sequence of 
shows Gust as a real-life champ gets to 
do); and wagering your dough on the 
Daily Doubles. Best bit: you get to use 
the mouse to write your name on the lit
tle electronic placard in Final Jeopardy. 
There's no online mode, however - just 
three-player hotseat multiplay. 

So I've got to tip my Monopoly top-hat 
to Artech Studios, the developer of all 
three of these titles. In a segment of the 
PC market populated by the dregs of 
low-budget projects, Artech applied 
some care and devotion to each of these 
three licenses. Wogrames should be 
very happy with what they got from this 
studio, and if you're a fan of any of these 
classic shows and games, you' ll consider 
the PC versions accurate translations. 
Even a hardcore gamer will be delighted 
by what awaits here. 

- extendedplay@pcgamer.com 
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"Bottom Line: Add Velocity Micro to 
our short list of highly recommended 
premier system builders.• 
Editor's Choice 
PC Gamer, July 2002 

"Record-setting scores and elite 
components put the ProMagix 
in league with the big boys." 
Kick Ass Product 
MaximumPC, August 2002 

'Velocity Micro machines 
flex some muscle" 
Computer Shopper, October 2002 

Don't Alienate yourself. You have a better option. 

Velocity Micro hand-builds custom computer systems that are nearly as 
gorgeous as they are powerful. Individually tuned and tweaked for maximum 
performance, we prove that a computer is far more than the sum of it's parts. 

Priced for any budget, we cover the range from dedicated gaming rigs and 
AN systems, to CAD workstations, supremely powerful notebooks, and even 

corporate computers. Try our online system wizard today to custom configure 
your perfect system, and Pump-Up your experience to the next level. 

www.velocitymicro.com 
1-800-303-7866 

C 2002 by Velocity Micro, Richmond VA. Since 1992 
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The Naked Tomorrow 
Chuck went to Comdex and brought back these lousy predictions 

W hy _a~ l 
writing 
about 

Comdex? Land of heat 
sinks, doodads, and 
nary a booth babe? 

It's no E3, that's for 
sure. Las Vegas' annual 
shindig offers little in 
the way of gaming 
news .. . unless you know 
where to look, which I 
do. Where technology 
leads, games fo llow. 
(Well, actually, porn 
leads both, but that's 
another column.) 

Here's what I dis
covered about games of 
the future: 

SEX CELS If I learned 
anything from NVIDIA's 
GeForce FX launch 
spectacle, it's that girls 
in games are getting 
naked-er. There was so 
much rendered woman
flesh at the event - from 
NVIDIA mascot Dawn's 
realistic shoulder skin to 
the enormous glistening 
boobies sported by the 
underdressed gals of 
EverQuest II and Unreal 
II - that I figured I 
must've wandered into 
Cheetahs by mistake. 

All kidding aside, 
consumer 3D technology has finally 
reached the point where it can convinc
ingly render human bodies in real time. 
Mark my words: controversy awaits. 

Think I'm going overboard? Well, 
just for the record, I'd like to be the 
first to coin the phrase "masturbation 
stimulators" as a euphemism for sexu
ally explicit video games. When you 
hear Gloria Allr ed use it on FOX News, 

think of me. [At your 
peril ... - Ed.] 

PCs LOSE CONTROL It's 
no secret that the PC 
peripheral market has 
been gradually shrink
ing. These days, fewer 
and fewer games 
require, or even recom
mend, gamepads or 
joysticks. (Witness next 
year's space shooter 
Freelancer: it's key
board-and-mouse 
only.) Still, you could 
always count on seeing 
a dozen or two con
trollers scattered 
around Comdex -
usually little-known 
foreign brands that 
would never see the 
light of day in the U.S., 
but at least they were 
there. This year? Nada. 

Don't get me 
wrong: PC peripherals 
aren't disappearing 
entirely. There will 
always be a mildly 
thriving market for 
flight-sim sticks. But I 
don't write about those 
games: I cover action, 
So, action gamers -
no joystick for you! 

GAMES GET SMALL Cell 
phones were the belles of the Comdex 
ball this year. Some, like Nokia and its 
color-screened memory card-powered 
N-Gage, plan to challenge Nintendo as 
a portable-game manufacturer. Nokia is 
even publishing its own games. 

Great. Car accidents of the future = 
teenagers playing Nokia games while 
driving. Cue controversy No. 3! 

- killingbox@pcgamer.com 

MY CAMES Of THE MONTH: 1. fREEOOM fORCL 2. OUCON"S LAIR 30. 3. UNREAL TOURNAMENT 2003. 4. NATURAL SELECTION, 5. ASHERON'S cm 2 
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simcolumn 

A. Pl'f'bo'f''S 
Dream:tbe 
BOT.AS Cougar 
COMBAT FLIGHT SIM FANS can be divided into 
two camps: the clinically insane and the well
equipped clinically insane. Ever since I got my 
hands on one of Thrustmaster's new HOTAS 
Cougar flightstick-throttle units, I've definitely 
moved over to Camp B. 

For those of you who 
haven't 
heard 
about this 
remark
able new 
peripheral 
- or who 
didn't 
catch the 
praise-filled 
review in October 
2002's Hard Stuff sec
tion - the HOTAS 
Cougar is the most 
robust, most technologi
cally advanced, and priciest 
($299) joystick-and-throttle 
combo that you will ever plug 
into your machine's USB port. It's also the fast 
joystick that you'll ever need to buy - and 
that's not an exaggeration. 

Priced at a cool three bills, the Cougar is the 
closest thing to an objet d'art that your gaming 
desktop will ever host. The heavy black die-cast 
metal construction accounts fo r most of its tac
tile beauty, but the real art comes from its 
28 programmable buttons, five hat
switches, and ultra-smooth, multi-axis 
digital response. 
How smooth? 
Well, when I 
loaded up Falcon 4.0 and floated the 
sim's diabolically touchy F-16 down to a 
perfect hands-free two-point landing on my 
very first attempt, I knew I had found the flight
stick of my dreams. 

I've had mine plugged in for almost six 
months now, logging extensive flight hours with 
titles like Falcon 4.0, Microsoft Flight Simulator 
2002, Strike Fighters, Combat Flight Simulator 3, 
IL-2 Sturmovik, and Flanker 2.5 along the way, 
and the Cougar has handled almost everything 
I've thrown at it without a hiccup. 

In fact, apart from some minor confl ict 
issues with a cordless optical mouse, the only 
problem that the HOTAS Cougar has ever really 
given me is a pair of overly stiff Speedbrake and 
Dogfight switches on the throttle unit when I 
first pulled it out of the box. A month of hard use 
was about all it took to smooth out both of 
these, however, and the action has been slicker 
than Shinola ever since. A gaming peripheral 
that actually improves with age? Not surprising, 
really - the all-metal stick and throttle units 
weigh in at close to 20 pounds, and in a pinch, 
these puppies could probably be used to jack up 
your damned car! 

The Cougar isn't cheap, but if you' re a 
serious simmer who's finally ready to trade that 
little girly-man plastic stick of yours in for an 
honest-to -god heavyweight military contender, 
then Thrustmaster's stick will do you proud. 

- simcolumn@pcgamer.com 
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W ith smug satisfaction I sat 
back in my chair on a 
recent Monday morning, 

quite pleased with myself. Dagoth Ur 
was finally dead - slain by yours truly! 
The blight that had infected Morrowind 
for so long was lifted, all thanks to me. 

Lost in my self-congratulatory 
reverie, I almost rudn't hear the doorbell 
ring. There, delivered by the depend
able Brown, was a copy of Tribunal, the 
first official add-on for Morrowind. It 
seems a new king has taken control of 
Morrowind, and he's not so nice. The 
gods have gone crazy, assassins are 
running amok, and reports abound of 
new types of monsters lurking beneath 
Morrowind's capital city of Mournhold 
(where most of Tribunal is set). 

Well, at least I can say I had finished 
the game for the 20 minutes it took to get 
Tribunal installed, locked, and loaded. 

You don't need to have finished 
Morrowind to play Tribunal. The add
on's new areas and quests are slotted into 
the world in a similar way to any plug-ins 
you might have used already, and the 
story integrates with the main game in a 
clever and subtle fashion. When your sleep 
begins being interrupted by assassins, 
you have to ask yourself why. Finding 
the answer leads you to Mournhold. 

Tribunal adds several features fans 
have been screaming for since 
Morrowind debuted: you can now 

annotate the map; a quest-sorting sys
tem (albeit a klunky one) is added to the 
Journal; mercenaries are available for 
hire in Mournhold (though they're 
pretty much useless unless you outfit 
them with the best kit and watch their 
back); and you'll find some pack animals 
to haul your loot around. 

The add-on could've been more pol
ished: I encountered several bugs in con
versation trees, where some characters 
rudn't react correctly to actions I'd per
formed. Once, a mere simply rusappeared 
on me while exploring the vast dungeons 
beneath Mournhold. Some new areas 
are remarkably devoid of interesting 
sites, and the map system's "fog of war" 
repeatedly and inexplicably reset itself. 

It's a bit strange to be confined to 
Mournhold and its municipalities after 
enjoying the free-form, outdoor-explo
ration nature of Morrowind. And I'd have 
liked to have fought more new beasties. 
That said, the add-on does perform better 
because most of it takes place indoors. 

Tribunal brings a lot of good things to 
Morrowind's already laden table, and it's 
worth the $30 for rabid fans, regardless 
of whether you've "finished" the original. 

- alternatelives@pcgamer.com 
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desktop general 

At Long Last, 
tbe End of tbe 
ClvllWarJ'lnzt 
INCREDIBLY TALENTED GAME designers have 
managed to depict the entire Russian Front cam
paign - Gary Grigsby made the vast Pacific War 
manageable, as well as the five-year strategic air 
campaign against the Reich. But no one has ever 
successfully gamed the whole of the American Civil 
War, despite the much-less formidable technology 
and grindingly slow pace of the major campaigns. 

The landmark battles have been gamed to 
near-perfection, many times over, but not once 
has a single game captured what Kantian philoso
phers call das Ding an sich - the total metaphys
ical reality of "the thing in itself." 

Frank Hunter came the closest, in the third 
and biggest iteration of his Sumter to Appomattox 
engine (Interactive Magic, 1995}. But for all his 
fierce dedication, not even Frank could juggle the 
tactical, strategic, technological, and political ele
ments into a seamless, playable gestalt 

But now, it looks like Walker Boys Studio has a 
better-than-fair shot at breaking this jinx. Chad and 
Eric Walker are respected commercial and comic
book illustrators, as well as passionate Civil War 
buffs. Their artistic merits are proven by the beauty 
of their website (www.walkerboystudio.com}, 
one of the best-looking I've ever seen, 
period. Their virtues as game designers 
remain 
untested (no 
demo yet, and 
no public commitment from a publisher; 
both can be expected fairly soon, accord
ing to the grapevine}, but several factors lead 
me to expect that The War Between the States 
may soar above its hobbled predecessors. So far, it 
looks to have an elegant interface; a wide variety of 
play modes; a fresh, creative approach toward 
integrating economics and politics with strategy; 
and drop-dead gorgeous 3D graphics that capture 
the Arcadian lushness of Walt Whitman's 
American landscape in an almost magical way. 

Two negative first impressions, alas, temper my 
excitement the inexplicable choice to make WBS a 
real-time game, despite the proven failure of real
time engines to replicate combat beyond the scale 
of platoons or, at most, companies. The other red 
flag is the gushing, apparently clueless amateurism 
of the prose. I am not reassured about historical 
accuracy when I read about "craters" made by 
"exploding cannonball shells," an oxymoron guar
anteed to provoke snorts of derision from real Civil 
War historians. I'll say this just once: Chad, Eric -
have this stuff revised by a professional writer! 

I'll be watching WBSwith keen interest, and 
hope to bring you a hands-on preview soon. 

- desktopgeneral@pcgamer. com 
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SOLUTIONS • TECHNIQUES • QUICK TIPS 

007: Hightfire 
~ Stromberg had Jaws, Bond has Q, and you've got PC Gamer. With our brilliant strategy, you'll save the 
7 world once more from the clutches of diabolical madmen. 

RENDEZVOUS 
■ Start by using your silenced pistol to 
knock out the spotlight, so you' ll go -unno
ticed when you jump on the truck. Duck 
down on top of the truck and sneak 
through the gates. (You can also kill the 
guards and simply open the doors .) Once 
inside the gates, go through the courtyard 
in front of you and enter the building. 
Deactivate the power for the electronically 
locked doors, then go outside to the next 
courtyard and deactivate the generator that 
powers the spotlights. 
■ Sneak into the building and go through 
the now-unlocked door on the right. Enter 
the party, receive the gadget lighter/micro
camera from the waiter, and take pictures of 
each woman at the party. Meet Dominique 
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Paradis and Zoe Nightshade, and then make 
your way through the guards in the museum. 
Walk across the beams in the Red Room, 
dispatching the guard, and use your Q
Specs' X-ray ability to locate the safe behind 
the painting. Make your way outside and 
onto the tram, and use the AT-42 Sentinel 
rocket launcher to destroy the helicopter. 

AIRFIELD AMBUSH 
■ Don't kill any guards or get spotted, or 
the mission ends. Go around the building 
and disable the spotlight generator, using 
your laser watch to burn through the lock 
on the panel. After returning to your origi
nal spot, wait for the guard to come, kill 
him, and take his security card. Use the 
security card to infiltrate the building on 

your left. Sneak past the security cameras 
and get the second security card. Use a 
security card to open the electronically 
locked door, and then climb the stairs. 
■ It's now OK to take out guards. Wait in 
the stairwell by the observation-deck door 
until the cameras are disabled by Night
shade. Continue up the stairs and eliminate 
the control-tower personnel and pick up the 
sniper rifle. Jump onto the controls and kill 
the guards walking on the observation deck 
below. Shoot the computers in the control 
room, and then go downstairs onto the 
observation deck and snipe guards to allow 
Nightshade to escape. (Take out the rooftop 
guards first because they're aiming at you.) 
Exit the building and enter the next building 
on the left, entering the door opened by a 
guard. The inside door opens to a ware
house with many guards, so open the door 
and use a flashbang grenade to stun them. 
Move through the middle of the warehouse 
crates and on to the secondary hangar. 
Climb the tower while Nightshade fuels the 
plane, providing her with cover fire from the 
sniper rifle. When the plane is ready, run to 
the airstrip, where she'll pick you up. 

UNINVITED GUESTS 
■ Take out guards while following Mayhew 
to the secret bunker. Climb the ladder up to 
the first courtyard and wade through the koi 
fishpond and under the house to the secret 
passage. Take the ladder up to a secret 
entrance to the Bathhouse, and rescue the 
hostage. Go back down the passageway and 
take it to the second courtyard. (You can also 
take the main gate to the second courtyard, 
but the guards will see you and you'll have 
to fight your way through. If you take the 
pond passage, you can snipe the guards with 
your silenced Wolfram P2K.) After eliminat
ing the guards, shoot the two red lanterns to 
clear the way for you to go hand-over-hand 
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across to the pavilion. Time your scaling of 
the lantern wire so that the sparks don't 
shock your hands. 
■ Make your way through the house, res
cuing the other hostages. The rice-paper 
walls are thin, so your X-ray specs enable 
you to see and shoot guards through them. 
Destroy Mayhew's computer with a few 
rounds from your gun. Go upstairs to the 
main bedroom and move the dragon statue 
to reveal the bedroom safe, and swipe its 
contents. Return to the bunker and follow 
Mayhew to the carport. When fighting the 
ninja, avoid the effects of its flashbang 
grenades by looking away when you see its 
arm wind up to throw the grenade. 

PHOENIX RISING 
■ Use your gadget stunner and dart pen to 
subdue the security guards, making sure not 
to kill them because they're civilians. (At this 
point in the mission, if you're detected and 
someone rings an alarm, you fail .) Take the 
stairs up to the lobby floor and sneak your 
way up to the front desk, using your X-ray 
specs to make sure the guard isn't looking 
from behind the large one-way mirror. Steal 
the security card and make your way to the 
security room behind the large one-way mir
ror, again using your X-ray specs to pass the 
mirror while the guard isn't looking. Use 
your decryptor to enable the elevators, and 
take them up to the offices. Subdue the 
guards and avoid security cameras, which 
will trigger the alarm. 
■ Make your way to the administrator's 
office and insert the Q-worm disc drive. On 
your way out, the other lit office has more 
tranquilizer darts . Go to the accounting 
office and load the Q-worm disc into that 
drive. Start the test cycle to disable the laser 
sensors, and then exit. Subdue the guards, 
upload the Q-worm disc into the elevator 
controls, and go outside to the observation 
deck. (You can now start using lethal force.) 
Scale the building using the Q-grapple, 
watching out for guards looking through 
the window - move horizontally to avoid 
them seeing you. 
■ Upload the Q-worm into Mayhew's com
puter, and then use your PDA to open the 
Terminal Room door. Get the Nightfire file 
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from the computer, place the bugs in the 
Executive Meeting Room, and exit to the 
stairs. Use your PDA to open the armory 
door in the penthouse office and armor up, 
then plant bugs in the office. Shoot at the 
helicopter and wait for it to blow up the 
secondary door of the armory, and then 
access the rocket launcher. Use the rocket 
launcher on the helicopter, crouching 
behind the desks for protection. 

HIDDEN AGENDA 
■ Make your way through the ventilation 
shaft and open the grate with your laser
watch and drop below. Power up the eleva
tor and take it up. Pass the locked security 
room, then return to find it open. Turn off 
the electronic locks for the control rooms 
below. Shoot the red barrels by the gate to 
blow it open, and take the stairs down. 
Access each control room and engage the 
turbines . Get the spacesuit and go through 
the water passageway, killing the guards in 
the shuttle bay. Swim back through the tun
nel, and time your way through the lasers . 
When fighting Rook, crouch down and gen
erally stay below him to avoid his laser 

blasts. You can leap from platform to plat
form with the help of the giant fan below. 
Drake will draw back the protective covering 
of the fan, so make sure not to fall into it. He 
also lowers a grate from the top, so be sure 
to kill Rook before the grate crushes you. 

HIGH TREASON 
■ As the platform falls, use your sniper 
rifle to kill the rocket-launching enemies 
first, then waste those wielding normal 
guns. After the enemy attacks from across 
the platform, kill him and use the grappling 
hook to latch onto the ceiling fixture . Go 
back to the Administrator's room; as guards 
shoot at you, one will blow a hole in the wall 
using a rocket. Go through the hole to the 
conference room, and then step into the 
hallway. You'll see a large window that, 
when shot, will reveal a room to enter. 
Disengage the gates and stop by the 
Accounting room for grenades. 
■ Use your rocket launcher and grenades 
to blow up the servers in the Server Room. 
Exit down to the stairwell. Guards are at the 
doorway of floors 38, 33, 29, 26, 25, 24, and 
19. As the stairway explodes after floor 19, 
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CHEATER'S 

007: NIGHTFIRE 
To access Nightfire's cheats, use Notepad to 
create a new file called autoexec.cfg. Inside 
the file, type these lines: 
■ sv_cheats 1 
■ console 1 

Place the file inside the Nightfire\Bond folder 
and launch the game. Now, during gameplay, 
hit - to lower the console. Type one of the 
following codes and hit Enter. 

■ god Toggles god mode on/off 
■ impulse 101 All weapons/items (type repeat-

edly for more ammo) 
■ notergetloggles invisibility on/off 
■ noclip Toggles clipping on/off 

To unlock all missions, add the line sv_iamdone 1 
to the autoexec.cfg file. Now, at the game's 
main menu, click on Nightfire and you'll see a 
Mission Select option. 

Mission Tip 1: In the Romulan mission "Gray 
Area,· you'll be attacked by pirates after scan
ning most of the asteroids - and these rogues 
are tough to beat with the ship you've got at 
this point in the campaign. A good tactic is to 
refit your vessel so that you have no heavy 
weapons and the maximum possible phaser 
power. That way, you can allocate your heavy
weapons energy to your phasers and shields, 
and slowly whittle away at the pirates with your 
heavily powered-up phasers. 
Mission Tip 2: Before engaging in the Ro mu Ian 
mission "Trojan Horse," equip your ship with a 
Tachyon Pulse. That way, when you engage the 
mission's two Federation enemies, you can fight 
one vessel while using a tachyon burst to 
prevent the other ship from warping away. 

BATTLEFIELD 1942 
Quick Tip: If you want to really surprise the 
enemy, initiate an airborne assault! Simply 
have one person act as the pilot in the B29 
and have the rest of your team jump up onto 
the plane's wings. As long as the aircraft is 
kept level and everyone on the wings pushes 
forward with the walk button while you're fly
ing, your team members will stay on the 
wings. Fly the plane to the target area and 
then have everyone on the wings jump off and 
parachute to the ground. To see this trick in 
action, check out the awesome Battlefield 
1942 movies at www.northernbrigade.com. 
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jump to floor 18 and drop down the hole in 
the ground to floor 17 and exit down the 
stairs. At the 13th floor, guards will emerge 
as you pass, and it's a good place to use the 
Phoenix Ronin machinegun swtcase. Exit 
the stairwell on the seventh floor. Avoid or 
shoot the laser tripwires and proximity 
mines, and as you approach the open hall
way, gates will block the exits. Many ene
mies with rocket launchers will emerge on 
the floors above and below, so kill them 
with your sniper rifle. 
■ After you kill the rocket launcher- wielding 
baddies, slaughter the soldiers coming out of 
the Meeting Room, then pick up the explo
sive charges. Destroy the servers scattered 
throughout the other rooms with rockets or 
grenades, then enter the elevator. Blow up 
the mobile and stationary vans with rockets 
or grenades. Exit down stairs. Back in the 
reception area, activate the suitcase in front 
of the mirror to kill guards and to watch 
your back. You can use the grappling hook 
on the gray hooks above the hanging stone 
decoration to reach the second floor, giving 
you a vantage point. Run down one of the 
stairways toward the reception area, where 
gates will come down. Return to the main 
lobby area and shoot the large mirror, 
revealing the security room. Disengage the 
gates from the security room, and exit 
toward the reception desk. 

ISLAND GETAWAY 
■ Enter the hut and upload the Q-worm to 
the computer, which will disengage the auto
matic machineguns outside. Take the trail 
alongside the mountain, go through the tun

nels, and take the stairs on the right. Get the 

explosives from the Demolition Room and go 
upstairs . Use the PDA to open the door, 
revealing a rocket launcher. Don't kill the civil
ians in haz/mat suits, or you fail the mission. 
Swim down to plant the explosives in the room 
under the rocket. To get out of the water, 
climb up the ladder on the opposite platform. 
■ Go upstairs and upload the Q-worm into 
the missile-launch computer. Swim to the 
other ladder and go around, across the plat
forms, and onto the moving rocket platform. 
Jump to the second level of the rocket tower 
and go up the ladder, and then jump to the 
top of the rocket-tower brace, which will lift 
you to the catwalk. Jump onto the catwalk, 
exit through the door, then take the pathway 
up and through the building. Continue up 
the path and use your PDA to unlock Alura. 
Go outside and around the path, protecting 
Alura from fire. Jump to the other side of the 
cliff, down the path, and into the tunnels. · 
■ Follow Alura down into the valley. Enter 
Tower 1 by going to the shed and using the 
underground pathway, or by using your grap
pling hook to pull yourself up to the smallest 
radio receiver on the roof. In Tower 1, deacti
vate the ECM by pulling the red switch in the 
control room. Exit the tower and go through 
the main gate. Go to Tower 2 and deactivate 
the ECM. ]Y1ove toward the truck and go 
through the door by the large tunnel. Jump 
down the path via the platforms on the right. 
Jump into the water and plant the explosives 
on each of the three bridge supports. 

ZERO MINUS 
■ Sneak into the building and pull the 
switch to move the hook away from the 

CONTINUED ON PAGE 111 
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007: NIGHTFIRE STRATEGY 

wall. Use your grappling hook to 
climb up to the gray ring to the 
left of the gap in the catwalk, and 
go hand-over-hand to the other 
side. Use your PDA to bypass the 
lock on the door. Don't go down 
the ladder to cross the room -
a guard will see you on the lad
der. Instead, use the grappling 
hook to reach the other side of 
the room . Cut the lock on the 
grate with your laser and enter 
the ventilation shaft. After crawl
ing forward in the shaft, you'll 
fall through the floor and crash 
into the room below. 
■ Go into the elevator. Take a 
photo of the blueprint and get the 
security key from the Security 
Room. Pull the switch to move the 
crane's hook, and use the grap
pling hook to get to the catwalk. 
Climb down the catwalk and 
move along the tracks. Jump onto 
the train and get off when it 
stops. Open the door with your 
PDA and go inside to the Target 
Computer area. Override the 
launch controls by uploading the 
Q-worm into the computer, 
launch the rockets, and escape in 
the elevator. Use the PDA to get 
through another door, moving up 
the staircase, through the door, 
and down the large platform. 
■ Make your way through all 
the enemies in the tunnel, also 
avoiding the tripwires. The tunnel 
has small rooms on both sides 
that contain lockers with armor 

GENERAL TIPS 
■ Plenty of guna and ammo are 
available throughout the game, so 
you don't have to be conservative. 

■ Use Bond's laser watch to burn 
through locks on lockers and 
chests, and to cut away latches 
on grates. 

■ Your silencer-equipped Wolfram 
P2K is a great weapon for execut
ing headshots that go undetected 
by other guards. 

■ During the outdoor missions, 
use your infre-red glasses to see 
enemies clearly through trees. 

■ Most of your guns are fairly 
inaccurate because of their recoil, 
so you'll have to squeeze off a lot 
of ammo and reload. H you need 
quick kills, use the sniper rifle 
without the scope. 

■ look away after throwing a 
flalhbang grenade - it'll blind you 
as well as your targets. 
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and ammo. Run into the rooms 
and blast the soldiers as they 
enter. Kill hidden soldiers by 
using the grenade launcher to lob 
grenades over crates (their blasts 
will probably trigger the laser 
tripwires for added explosive
ness). The last security room on 
the left will have a Phoenix Ronin 
suitcase in a locker. PDA through 
the door, then approach the par
tially open elevator and use the 
grappling hook to climb on top of 
it. Walk across to the other eleva
tor shaft and use the grappling 
hook to climb up. 

REENTRY 
■ Use your PDA to get through 
the door, and then walk onto the 
catwalk. A lot of soldiers are 
around the corner, so use a flash
bang grenade to stun them, and 
then run into the security room. 
Wait for blastoff, then fight 
through the ninjas and into the 
next open room and wait for the 
second blastoff. Go to the eleva
tor. Run through the open door 
to Shuttle 4 (if you're too slow, 
you fail the mission). Jump up the 
canisters on the left, and across 
to the platform adjacent to the 
jetpack-refueling station. Use the 
jetpack to jet-jump up to the plat
form above, and go to the Missile 
Control room. 
■ Shoot the glass and drop 
down to the missile bay. Open 
each missile's door using control 
panels in front of each of the four 
missiles on the raised platform. 
Use the jetpack-refuel station 
below because the jetpack holds 
just three charges. Jet-jump up to 
each missile door and disarm the 
missiles by pulling the two 
switches and then pushing the 
button between them. You can 
jump across to the opposite 
missile door without using the 
jetpack, but you'll have .to drop 
down and jetpack up to the 
second set. 
■ Get out through the platform 
door for your final encounter 
with Drake. Stay low to avoid his 
blasts, and shoot him with a 
steady stream of laser shots. If he 
strays near the oxygen tanks 
mounted on the walls, shoot the 
tanks to ignite them. After finish
ing Drake, escape to the pod and 
kick back with a martini, shaken, 
not stirred. You've lived up to the 
Bond name! ~ 
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Wrestling for Weenies™ 
Our editors enter the ring in WWE Raw- where they're still wimps 

When we loaded up WWE Raw(reviewed on page 75) and realized we could create our very own wrestling 
superstars, we wasted little time. Dan was the first to set up a wrestler, taking advantage of a character 
ponrait that happens to be an absolute dead-ringer for him, right down to the white T·shin and baseball 
cap. He came up with the imaginative name "Dan" for his wrestler. Chuck Osborn was next to the key
board, crahing the hulking sanorial slickster uThe Gentleman Grappler." Then it was time to take their 
wrestlers into battle against the best female in the business - Trish Stratus! 

NEXT MONTH 

CHUCK"THEGENTLEMAN 
GRAPPLER" OSBORN 
strides confidently into the 
arena, amid roars of crowd 
approval. A mild-mannered 
professor by day, his angle 
is that he tries to explain 
political and philosophical 
truths to his opponents 
before resorting to man
gling them. His drunken 
fans' trademarked chant is 
"Less deep-thought, more 
on-slaught!" 

ALAS, THE GENTLEMAN 
GRAPPLER MEETS his 
match in furious combat 
with the beautiful (and 
deadly) Trish Stratus. She 
responded to his opening
bell monologue on chaos 
theory in the thennodynamic 
sphere by clotheslining 
him from off the turnbuckle. 
Then the battle was on -
and unfortunately for 
Chuck, the lady wrestler 
was just too much for him. 

CHUCK WASN'T ALONE IN 
BEING DISGRACED by an 
Al-controlled girl. Dan was 
next to challenge Ms. 
Stratus - and he fared no 
better, getting pinned (as 
you can see) after just three 
minutes of pathetic action. 
COMING SOON: "English 
Bob" Smith and "Creamy 
Smooth, the Nebraska 
Cornhusker" take on Trish 
Stratus in tag-team may
hem! Ooooh yeah!!! 

One of the coolest movies of all time? The Matrix. With two movie 
sequels coming in 2003, there's a huga game project underway, 
too. We've got the full, exclusive scoop on the PC's Enter The 
Matrix, with details on the brend-new footege shot with the movie 
actors that's going to be available only in the game. Don't miss it. 
Plus, it's celebration time: The 9th Annual PC Gamer Awards! 
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"Beep-beep-beep," blared the tracker urgently. The agent ran 
through the desert, his legs pumping like pistons. "Why do cults 
always attack Las Vegas with their big steel monkeys?" he 
thought. "How stereotypical." Rounding a dune, he spotted an 
ape-like noggin jutting up over the horizon . "Bingo." 
Meanwhile ... the dark shape astride the Cult of the Monkey's 
harbinger of doom stopped to address the crowd gathered 
before him. It had to be quick: The Mirage's fake volcano was 
about to erupt. "People of La s Vegas, assorted tourists, cast of 
The Real World - hear me," he began. "Though it's true that I 
can grind your bodies into chalky-red paste at will, I mean you 
no harm." He fingered the Death Beam™ controls anxiously. " I 
would like," he paused, "to talk to you about gravy ... " 



U.S. NAVAL COVERT OPFRJ}TIONS EXAM #542450 - PACIFIC THEATER 1942 

"9.0/10" - GameZone 

"It improves on the original in every way" - GameSpot 

0 

Stealth is your best friend, quick reflexes are a must and pulling the trigger is just 

an afterthought. As part of an elite WWII coornando unit, you'll rescue P □ Ws, assassinate 

Japanese commanders and destroy key enemy targets. Time to test your combat skills. 

SEARCH-

For more 
WWII naval 
action, 
be sure to 
check out 
this title. 

RECONNAISSANCE IMM:,E. www.digitalbattles.com 
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