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The Ninth A.nnual 
PC Gamer Awards 

Choosing the best games of last year was a bruis­
ing affair, and left more than one editor curled up 

on the floor, weeping profusely. As we heal our 
ravaged egos and bodies, we proudly present the 
authoritative list of the best games of 2002. 

75 Got (Free) Gamet 
Great games are available for free, via the web, 
that require little more than your internet 
browser. We name the 50 best web games that 

This genre-defining game is both an FPS and an 

RTS. It may sound a little convoluted, but the final 
product could be revolutionary. 

14 Syberl,a D 
We take an exclusive first look at the sequel to 

last year's most acclaimed adventure game. If 
you're a fan of the genre, this is one scoop you 
can't afford to miss! 

Bands-OU 
Not only do we have an exclusive look at Rise of 

Nations' single-player game, but we also played 

the hell out of Postal 2, PlanetSide, Freelancer, 
and Praetorians. Read on for our full impressions. 

http://www.pcgamer.com 



ON TIDS MONTH'S PCG CD We've got demos for the much-anticipated 

Splinter Cell and Praetorians, plus a buttload of mods for Ghost Recon, Falcon 4.0, Jane's 

FA/18, and UT 2003. We've even tossed in EA's sweet new Battlefield 1942 map, Coral Sea! 

llllpouible Creaturn 

95 Armored Task 
Force 

109 Anarchy ODIIDe: 
The Motum Wars 

102 Search & R.escae 4: 
Ooasta1 Heroes 

108 Dark Age of Camelot: 
Shrouded Isles 

92 Fighter Ace 3..6 

94 The Gladlators 
Begemonla 
Impossible Orea.tares 

103 MUltarlsm 

93 
86 

90 
112 

96 
106 

84 
91 

Meocron 
SlmOlty4 

The Sims Onllne 
Snowboard Park 
Tvcoc,n 
Spllnter Cell 
Street Legal 

102 Vietnam Med Evac 
106 Zapper 

STRATEGY 

132 Impossible Creatures 
When an RTS game boggles our game-hardened 
cerebrums, you know it's tough. We present walk­

throughs for three of the most difficult missions. 

133 Cheater's Corner 
Trusty tips and cheats for Dragon's Lair 3D, 
SimCity 4, and The Gladiators! 

DEPARTMENTS 

6 Letters 
An "Egyptologist" questions our authority, Max 
Payne begs someone to bust him out of the slam­
mer, and a reader in Germany wants good games. 

32 Evewltness 
The second part of our "How to Get a Job in the 
Games Business" series includes information on 

how to secure a gig as a producer, a writer, or a 
sound technician. Plus, we investigate the 
goings-on at GarageGames.' 

126 Alternate Lives 
A MMORPG grouch explores the world of 

Asheron's Call 2. Will it change his thinking? 

128 EIWng Bo:s: 
Back by popular demand, it's the second annual 
Kill -ee awards! And this year Chuck isn't pulling 

any punches. No-sirree. 

128 Sim Column 
Andy test-flies a build of IL-2 Sturmovik: The 
Forgotten Battles and gives his impressions of 
this great-looking product. 

130 E:s:tendecl Plav 
Get all the info on Desert Combat, a hot new 
Battlefield 1942 mod that carries the game's 
deliciousness into the modern day. 

130 Desktop General 
The Colonel examines artists who are creating 

alternative artwork for top wargames. 

36 Backspace 
Just to make sure our readers know which of last 
year's games they should avoid forever, we 

hereby declare the worst games of 2002. 
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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 512KB Advanced Transfer Cache 
High-Performance Heatsink/Cooling with Arctic Silver Ill 
Intel" 845MP+ ICH3M Chipset Motherboard 
512MB PC-2100 DDR SDRAM 
Exclusive Metallic Cyborg Green Chassis 
40GB 5400RPM Ultra ATAlOO Hard Drive 
15.0" UltraXGA+ TFT Active Matrix LCD 
ATI" Mobility RADEON ~ 9000 PRO 64MB DOR 
with Dual-View Display Monitor and TV-out 
AlienAdrenaline: Video Performance Optimizer 
Removable 3.5" Floppy Drive 1.44MB 
Removable 24X/10X/24X CD-RW/BX 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 

$2,999.00 

-Maximum PC Kick Ass Product Award 

THE ULTIMATE MOBILE 
GAMING MACHINE™ 

Area-s1m™: Mobile Gaming 

The Area-51 m'• represents the first fully capable mobile gaming solution. The 
performance requirements of today's most cutting edge games have been simply too 
demanding for a mobile system , until now. The Area-5lm '" plays games at 
blistering speeds, handles quick motion with incredible accuracy, and performs 
phenomenally 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 '". 

Desktop and Mobile Systems 
available in custom metallic colors! 

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



Intel" 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 
Black 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 Blaster9 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 
Intel• PR0/ 100 S 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 

$'1 1499.DD 
Inlet• Pentium• 4 Processor with HT Technology 3.06GHz 
533 FS8 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 
ATl 9 RADEON '" 9700 PRO 128MB DDR 
AlienAdrenaline: Video Performance Optimizer 
Exclusive Koolmaxx '" Video Cooling System 
Sound Blaste,e Audigy 2'" 6.1 Sound Card 
Black l6X/48X DVD-ROM Drive 
Black 52X/24X/52X CD-RW Drive 
Black Dragon Full-Tower ATX Case 420-Watt PS 
Black Microsoft• Internet Keyboard 
Black Microsoft9 lntellimouse Explorer 3.0 
10/ lOOMb Integrated Network Adapter 
Microsoft9 Windows• XP Home Edition 
1-Year Toll-Free 24/7 Technical Support 
with Aliencare On-Site Home Service 
AlienAutopsy: Automated Technical Support 
Personalized Owner's Manual 
FREE Exclusive Alienware• T-Shirt 
FREE Custom Alienware• Mouse Pad 
Optimized & Configured for High-Performance 

se.see.oo 

11Alienware is the true price-vs.-performance champion." 

=-· 
pentium 4 

-PC Gamer Ed itors' Choice Award 

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 CNET Editors' Choice Awards 
· 2 Computer Shopper/ZDNet Best Buy Awards 

FOR A LIMITED TIME ONLY! 
MICROBCFT® INTELLIMOUSE® EXPLORER 

$59 
Available In Many Custom Metallic Colors! 

Visit www.alienware.com/gearshop 

NEC MONITORS KLIPSCH SPEAKERS 
19" NEC 95F 
19" NEC FE991 SB 
22" NEC FE2111SB 
18" NEC 1880SX 
20" NEC 2010X 

Flat CRT 
Flat CRT 
Flat CRT 
LCD 
LCD 

$229.00 
$279.00 
$619.00 

$1159.00 
$1539.00 

Klipsch ProMedia 2.1 200-Watt THX-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\/AREI' 
Custom Build Your Dream Machine at www.ALIENVVARE.COM 

For More Information Ca ll Toll -Free: '1-BDD-ALIENVVARE (800-254-3692) 

Prices, configurations, and avallabitity may change without notice. Taxes and shipping charges not shOwn. Monito, and speakers sold separately. Alienware can not be held responsible for erl'OfS In photography OI' typography. On-site service may be provided via contracted third party, service 
not available in all areas. Technician will be dispatched If deemed necessary following telephone-based troubleshooting. For complete fnfom,ation on warranty, support, and on-site seivice, visit www.a1ienware.com. For hard drives, GB means I blllioo bytes and accessible capacity may vary 
dependlna on configuration. For CD-ROM, DVD-ROM, CD-RW, and DVD+RW/+R drive(s), maximum data transfer rates may vary and discs created with these drives may not be compatible with a!1 drives and players. For modems and ne!Wofk cards/hardware, maximum achievable data 
transfer rates may vary. Award(s) and quote(s) listed do not pertain to a specific system or configuration. Intel, Intel Inside logo, and Pentium are registered trademarks of Intel Corporation. All registered logos and trademarks are the property of their respective owners. Actual case may vary 
lndesign. 
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Letters of Trust 
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 /etters@pcgamer.com. 

m GAMING WITH THE ENEMY? 
I LOVE THE GAMES THE ARMY uses for training its 
soldiers or to give Americans a taste of the Army 
for recruitment purposes. Some examples are 
America's Army, of course, plus Real War and even 
Ghost Rec on to an extent. I'm sure there are others. 
All of these games are high-quality (except for 
maybe Real War) and I love to play them, but I 
always have this one nagging thought: 

MARCH 2003 PC GAMER 

By releasing their training systems to us, 
doesn't that mean our government is also releasing 
them to our enemies? Wouldn't it make sense to 
not let your enemies see and learn the tactics 
employed by our armed forces on the battlefield or 
experience our technology? I just wanted to get 
your take on the matter. 

- Eric Bolinder 

We think it's the Army's way of actually daring our 
enemies to challenge us equipped only with their PC 
gaming experience. Come to think of it, we almost 
hope it happens - the results would be spectacu­
larly funny, in a carnage-strewn sort of way. They'd 
soon learn the difference between "real" and "game." 

m A "STONY" GAZE 
HEY, THAT'S A NICE-LOOKING lady on the cover of 
your Holiday 2002 issue. 

Wait a second, that's MEO USA!!! Oh ... Crap ... 
T urning ... l nto ... Ston ... 

- BillN. 

Nobody told us that Medusa's flesh-to-stone gaze 
was replicable on paper. Honest mistake. To the 
hundreds of thousands of you who were turned to 
stone by our cover, we are terribly sorry. It'll never 
happen again. 

m UNABRIDGED ADORATION 
I REMABER THE FIRST time i lade eyes on your 
wonderful mag it was love @ first read since then 
ive bought ever mag and i love them ohh yha can u 
get some revuews on sh*ty games. The worse the 
rateing the funnier. 

-joeBOB 

PONSIBLE 
RKETING? 



letters 
joe BOB, we're glad we can count on you as a 
Joyal reader. Letters like this, from fans like you, 
make all the hard work worthwhile. And just to 

give a little something back, we're 
going to pay for your badly needed 
first-grade education. 

ill PASS THE SCREWDRIVER 
l'VE NOTICED THAT THE PAGES of 
PC Gamer are more frequently being 
populated with gratuitous ads for gam­
ing machines. What's the deal? What 
happened to the joy of throwing 
together your own system, getting 
frustrated after two hours of trying to 
get the stupid motherboard to recog­
nize your hard drives, and suddenly 
realizing that you had the jumpers set 
to slave on both of them the whole 
time with the IDE cable upside-down 

(which is quite a feat, since IDE cables 
are made to go in•only one way now)? 

- Michael Horniak 

What happened to those days, indeed? Oh wait. .. 
can someone get us Alienware's number, please? 

ill DON'T DO IT! 
FOR MANY A YEAR I've sent numerous letters to 
PC Gamer to no avail. You never print any of them! 
Is there any love left in this cold, cold world? 
Every year when I get my 7,000th notice to renew, 
I do just that! Print this letter or I'm going to 
jump off a very high cliff. Like to see you get me 
to renew then! 

- The Smiling Knight 

Normally we don't intervene in such requests, 
but when there is a specific threat of lost busi­
ness, we are forced to take an active role. 
Smiling Knight, please reflect on all the pleasures 
life has to offer, and prolong your existence so 
that you might continue to add to our coffers. 
Thank you. 

MARCH 2003 PC GAMER 

ill NOTE TO ID SOFTWARE 
MY FRIENDS, IF DOOM Ill doesn't have the bigass 
tomato that spits fireballs at you, I'm not going to 
buy the game. And nobody, but nobody, takes away 
chaingun-toting mechanical walking-brains and 
gets away with it. Keep up the good work, and no 
dissing of Battlefield 1942. 

- Cold in Canada 

We were wondering, too, if the 
bigass fireball-spitting tomato 
would make a return in Doom Ill. 
Personally, though, we could live 
without the chaingun brain. 

ill THE GREAT MYSTERY. .. 
I AM CURIOUS TO KNOW if the various PC game 
publishers ever actively seek your opinions before 
releasing a game. I notice you suggest certain 
corrections to betas you try; do they get imple­
mented? It seems like we can be spared crap 
such as the Empire Earth expansion and F.D.N. Y. 
Firefighter if game developers would listen to your 
opinions. It seems like Al problems are more 
common than they should be as well. Your 
testers/reviewers seem more in touch with 
gamers than many of the publishers are. Thanks. 

-Anonymous 

Our opinions are sought constantly; the results of 
the consultations are anyone's guess. For every 
game that's released with no consideration of our 
oft-repeated suggestions, there's a case like that 
of Disney Coaster: our very own Chuck Osborn 
recommended to Disney:S developers that the)' 
include trees in the game's outdoor enviro'¥71ei ts 
- and the feature was subsequently imple­
mented. (Billy's suggestion - that Disney Coas er 
feature malicious flesh-eating zombies - wa 
ignored.) Bottom line: we win some, we Jose 

ill SLND THE G.I. SOME GAMES 
FIRST, I WANT TO SAY how much better yo 
magaz(ne is than Computer Gaming World. 

~ EGGHEAD OR IMBECILE? 
[EDITORS' NOTE: We run the following letter 
from a self-proclaimed "Egyptologist" com­
plete and unedited.] 

Okay, in your January 2003 issue you did 
a strategy guide on the game Age of Myth­
ology. Let me point out one of many annoying 
little tidbits. 

It's SETH, not Set. There happens to be an 
"h." And he has nothing to do with animals. He 
is the god of chaos, destruction, and infertility. 
NOT animals. I don't know wheather it is 
spelled that way in the game, but in EVERY ref­
erence to Seth it is spelled thus. 

- Your annoyed Egyptologist, See2000 

P.S. Its spelled Re, not Ra. However, they do 
sound the same, so I'll let that one slide. (For 
more information about Egypt gods and myths, 
buy ANY BOOK out there about Egypt. Except 
the one Bruce Shelly used.) 

We don't even know where to 
begin. It's one of our New Year's 
resolutions to be less confronta­
tional, so we're not even going to 
respond to your piffle. But only an 
orangutan would put an "h • in 
Set - that would be "Seth,· as in 
·seth, the lunch-counter guy 
from downstairs.• Nor does any­
one west of the Nile call Ra "Re.• 

Your Jetter would have been obnoxious enough 
coming from a legitimate Egyptologist but 
coming as it so obviously does from a half­
educated twit, it's downright dismaying. Be 
gone. Like we said, less confrontational ... 

you all might not have problems with getting 
games, having them delivered to your doorstep, 
but I do have problems getting games. I live over­
seas in Germany and am with the U.S. Army (not 
a kraut). It's really hard for me to get games 
because (1) the Army sends us crap like Bass 
Fishing Avenger and stuff we have no control 
over, and (2) any games that I order take three 
weeks to get here. 

Why does the government think we like bass 
fishing? And how can a box take three weeks to 
fly over an ocean and get into my mailbox when 
the flight over takes about seven hours tops? If 
you know the answer to this mind-warping para­
dox, please give me your opinion. 

-Anonymous 

P.S. Plane tickets back would be nice: Germans 
claw at my door begging for Oreos (their favorite). 

You chose your life of deprivation when you 
joined the Army. While we salute your service to 
our nation, we 're honestly surprised you haven't 
checked out some German computer stores -
PC gaming is even bigger in Germany than it is in 
the U.S., and you should find plenty of good stuff 
on the shelves there (more nudity, Jess blood). 
We also suggest you try to barter your Oreos 
with the Germans clawing at your door. 

. http://www.pcgamer.com 
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Sav 
first-person mode plays out 

you'd expect, with loads 
· at and a variety of 
s. including a bow and 
d a grenade launcher. 

Ambition is not a quality lacking in 
the developers of Savage. This 
multiplayer-only game is dressed up 

in a beautiful 3D engine and can be 
played as either an RTS or a shooter. Yep, 
you read that right. One giant battlefield, 
tons of people running around, battling 
for every scrap of real estate, and two 
very different game dynamics. As compli­
cated as it sounds, the execution of this 
idea is fairly simple. 

"Both teams have one player that they 
designate as the commander," explains 
Jesse Hayes, the director of fledgling 
developer S2 Games. "This player sees the 
game from the top-down perspective of an . 
RTS. The commander can create [NPCJ 
worker units, build structures, and com­
mand the other players on his team." The 
commander plays the game like a regular 
RTS and takes care of resource manage­
ment and research. In addition, all of the 
characters in the game, including human­
controlled players, show up on his screen. 

Issuing commands to a human player 
is extremely simple. Once you select him, 
give him a waypoint, which will then 
appear on the player's screen; a voice will 
instruct him that's he's received orders, 

The game will have two 
playable sides: humans 
and the Beast Horde, 
who want to keep 
humans from consum­
ing all of the world's 
resources. Expect much 
death and violence. 

Take one part 3D, two parts RTS, and three parts FPS, and voilal, a new genre is invented 

and off he goes, to pillage and destroy. 
There's no mechanism to force players to 
follow the commander's orders, but since 
the commander can see the entire battle­
field, it's in everyone's best interest to do 
as they're told. (And if the commander is a 
total idiot, players can vote to replace him 
during the course of a game.) 

As mentioned before, resource man­
agement is primarily the responsibility of 
the commander, but 
the other players in the 
game can aid in con­
struction, and they' ll 
also be able to add to 
the team's coffers by 
killing NPC animals 
and other creatures in 
the gameworld (similar 
to how the NPC com­
bat in Warcraft III mul­
tiplayer games works). 
Two resources - gold 
and stone - are used 
and collected by the 
players fighting on the 
ground. Those players 
then use the gold 
they've gathered to 

upgrade items and buy extra goodies. 
And if certain players are running a bit 
low on funds, the commander will be able 
to transfer gold to them. 

The game will ship with 15 to 20 maps, 
all of which will vary in strategy and size. 
"You'll see everything from lush deep 
forests to snowscapes," says Hayes. 
"Savage will accept up to 64 players per 
game. That's two commanders and up to 
62 action-mode players ." 

Because Savage is multiplayer-only, it'll 
require a minimum connection speed of 
56K, but we assume that games with 64 
players will realistically require a broad­
band connection. And though the game's 
exact system requirements haven't been 
finalized, Hayes tells us that a decent 3D 
card and CPU will also be required. 

Of course, ambition means nothing if 
fans of RTS and action games aren't satis­
fied with the resulting experience. But 
S2 is confident that it'll be able to please 
both camps. 

"We feel each side of the game is good 
enough to stand on its own as a separate 
product," says Sam McGrath, the game's 
lead programmer. "But what makes Savage 
really interesting is the marriage of these 
two things. RTS players and FPS players 
will both experience something very new 
and unique because of the interaction 
between the two types of gameplay." It's cer­
tainly an impressive undertaking. We just 
hope they can pull it off. - William Harms 

s. •• 
pnmise is extremely ambitious -
it's a multiplayer-only game that 
18111 you play it as either a first-par­
son shooter or a real-time strategy 
91111. It could be spectacular. 

Some of the employees at S2 have 
worked for other game companies, 
such as Atomic Games. but for 
most of them, Savaga is their first 
full-time development experience. 

http://www.pcgamer.com 
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Syberia II 
IN A NUTSHELL 

B y the end of Syberia, last year's 
acclaimed adventure game from 
Canadian developer Microids, mousy 

heroine Kate Walker had quit her high-pay­
ing career as a New York lawyer, parted 
ways from a philandering fiance, and was 
last seen refusing a ticket back home to 
chase after further adventure. Syberia JI 
picks up right where its predecessor left off. 

Once again, you play as Kate, who's 
evolved from an unassuming amateur 
detective into a tenacious explorer. She's 
joined up with Hans Voralberg, the enig­
matic animatronics genius at the heart of 
her earlier search, and is making a trek 
through Russia and four mysterious 
worlds to investigate mythical Syberia, 
land of the forgotten mammoths. 

Yes, mammoths. In case you're just join­
ing the party, Hans is obsessed with extinct 
furry elephants. This quest definitely answers 
the pressing question of "Why?" - artistic 
director Benoit Sokal promises that 
Syberia JI will be the last game in the series. 
(Though, he adds coyly, that doesn't mean 
Kate Walker won't return for another game.) 

The lovably humorous (and decidedly 
un-killer robot-like) automaton Oscar 
returns as Kate and Hans' private train 
conductor. Though he won't say who, 
Sokal hints that other familiar faces from 
Syberia may pop in as well . 

Syberia was roundly recognized as one 
of the most visually resplendent adventure 
games ever made, and now Syberia II aims 
to up the ante. Though the graphics 
engine is roughly the same as before, it's 
been tweaked to allow for dynamic light­
ing details like glass reflections, ice tex­
tures, and shadows; real-time snowfall and 
footstep effects; animated fog; and 
enhanced in-game animation. 

"We' re working on making sure that, 
overall, Syberia JI is a better game than 
Syberia," says Sokal. In addition to a 
graphical upgrade, Microids is intent on 
improving every aspect of the first game, 
such as creating an evolutionary dialogue 
system to convey conversations more 
naturally, and increasing interactivity with 
all of the game's characters. Even the cut­
scenes, pathfinding, and game length are 
being retooled to enhance the journey for 
adventure diehards as well as neophytes. 

Our lave metal head's 
audition to be the new 
terminator in T3: "Why 
hello, John Connor, I'm 
afraid I must liquefy your 
skullcap into goo. Bill 
fi rst. bring me a bicycle 
chain and a loganbeny." 

An exclusive first look at the sequel to 2002's Adventure Game of the Year 

"We've received a lot of comments on 
Syberia's puzzles. Some thought they were 
adequate, while others found them too 
easy," admits Sokal. "The designers are 
currently working on building new puzzles 
that will be fully integrated into the story­
line and offer a decent challenge to adven­
ture gamers used to facing puzzles." 

But what of Kate's cell phone, the ever­
present link to the outside world that, while 
occasionally useful, seemed to mostly bring 
bad news? (Such as when Kate interrupted 
her mother during some between-the­
sheets hanky panky with a new suitor. 

Yuck.) Well, it's baa-aaack - though Sokal 
did tell us that your cell-phone gabbing 
will be downplayed this time around. 

Despite the association with Syberia, 
Microids is intent on ensuring that you won't 
need to have played that game to enjoy the 
sequel: It's being des igned as a self-con­
tained adventure that won't depend on your 
knowing the series' epic history to solve it. 

As Sokal tells us, like the reborn adven­
turess Kate Walker herself, you'll have "no 
safety net. No past to rely on. Just the dis­
covery of a forgotten universe." Sounds 
great to us. - Chuck Osborn 
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My city is leveled by enemy 
forces ... the bastards! 

BIiiy heads to Maryland for an excluslve Inside look at one of 2003'1 top games 

iii 

t's been a long time coming, but Rise of 
Nations, the first game from the Brian 
Reynolds- helmed Big Huge Games, is finally 

entering the home stretch. Our expectations for 
this game are sky-high, especially since the 
Reynolds-designed Alpha Centauri is the highest­
rated game in PCG history (98%, April 1999). After 
getting an exclusive look at RoN, complete with 
hours of hands-on time, we'd say that everything 
about it points to it being one of the best strategy 
games of the year. 

My time with RoN was divided into two sec­
tions - multiplay and Conquer the World, the 
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much-vaunted (but until nowl top-secret single­
player campaign. Here are my impressions of both. 

Although RoN will offer skirmish modes, the heart 
of the single-player game is Conquer the World, 
which includes both a turn-based and a real-time 
mode. You choose your nation from the 18 avail­
able and then play out the turn-based portion on a 
strategic map of those nations. 

It's from this strategic overview map that you 
launch attacks, make diplomatic maneuvers (such 
as forging alliances), and buy bonus cards, which 

you can use in the real-time section of the game. 
(As you'd expect, bonus cards give you an advan­
tage in a certain area, like a bonus to mining cer­
tain resources.) 

This section really isn't packed with strategic 
depth - definitely nothing of the scope found in 
Medieval: Total War - but it is possible to set up 
situations where you can conquer a neighboring 
territory without actually fighting a battle. This 
scenario is called an over-run; it occurs when 
you have multiple armies in surrounding territo­
ries or an allied nation has an army nearby. 
Basically, the enemy nation looks at the size of 

http://www.pcgamer.com 
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your force and decides to vamoose without taking 
it to the battlefield. 

Age advancements - which unlock new 
technologies - happen automatically during the 
turn-based mode. As a result, when it comes time 
for the real-time battles, you can advance ahead 
only one age. This limit ensures that all nations stay 
fairly consistent in their age advances. 

Once it's time to get down and dirty and fight a 
battle, you'll face one of 10 possible scenarios. 
These include melee battle, where you fight 
against several barbarian nations who are also at 
war with each other; rally defense, where you must 
hold off the enemy for 15 minutes; and standard 
conquest, where you must capture and hold the 
enemy's capital city. I really liked the inclusion of 
multiple scenarios - it should keep the game from 
getting repetitive. 

I was extremely impressed with RoN's Al. 
During one battle, when I was trying to conquer an 
enemy's capital city (which would earn me all of 
their territories), the Al put up a ferocious fight. 
Scouting parties probed my defensive lines, and if 
they encountered superior forces, they'd pull back 
and try another way. And instead of attacking me 
piecemeal, the Al attacked on multiple fronts. The 
result was an exhilarating experience. 

And though I wasn't able to witness it, Reynolds 
promised that in the final version your Al-controlled 
allies will join you in battles, and you'll be able to 
give them basic orders for how they use their armies. 

At its core, a typical multiplayer game of Rise of 
Nations is quite similar to any other RTS multiplayer 
game: you pick your nation, choose teams, and start 
off collecting resources and building up your army. 
Within that framework, many subtle features enrich 
the RoN experience and make it more unique. 

The most important aspect is the use of 
national borders. These are movable lines that 

define the boundaries of your nation; any 
resources inside the border are open to your 
exploitation, while anything outside is off-limits. 

A variety of factors influence the size and 
shape of borders, such as the proximity of your 
cities and the location of certain structures such 
as temples. And because so much emphasis is 
placed on controlling resources, a good strategy is 
to use borders to cut off an opponent's access to 
key raw materials. 

For example, in the three-on-three game I 
played, someone on the other team used his bor­
ders to completely surround one of the people on 
my team. Not only did this move cut off my team-

DEVELOPER 
Big Huge Games 

PU■LISHER 

Microsoft 

RELEASE DATE 
April 2003 

mate's access to resources, but it also made it 
very difficult for us to send him reinforcements. 
Our forces now had to cross through enemy terri­
tory, which subjected them to attack and loss 
through attrition. 

The economy you develop between allies also 
plays a large part in the experience. Caravans can 
set up trade routes between all allied cities, but if 
an enemy is able to cut off one of these routes -
like in the example above - he can inflict eco­
nomic damage not only upon the "trapped" person, 
but also on his allies because their trade caravans 
will be wiped out as they cross enemy territory. 

To say I'm excited about Rise of Nations is an 
understatement: right now it's at the top of my 
must-have RTS list. Watch for my review in a 
couple months to see if Reynolds and company 
pull it all together; my playthrough suggests they 
will, and brilliantly. - William Harms 
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hat PlanetSide is being hailed as the 
world's first massively multiplayer first­
person shooter by its developers could 

seem like semantic posturing. Surely World War II 
Online and Tribes 2 already broached this territory 
to varying degrees. But while those games let you 
participate in sprawling battles, drive vehicles, 
and shoot it out with numerous pals, PlanetSide 
will offer fast-paced Quake-style gameplay in a 
persistent world accommodating thousands of 
players (3,500 to 5,000 per world, to be exact). 

I recently dived into a beta of PlanetSide 
along with dozens of other recruits. Each of us 

DEYELOPEII 
Sony Online Ent 

PUDLISHEII 
Sony Online Ent 

IIELEASE DATE 
March 2003 

was given a level-20 character, which the devel­
opers say will take the average player about three 
to four months to reach (maybe a month for the 
hardcore). The higher your level, the more you 
can specialize in weapons, armor, and vehicles. 

Once you've selected your character's sex, 
name, allegiance (the Terran Republic, New 
Conglomerate, or Vanu Sovereignty), and basic 
appearance, you start out in a training area. 
While there, you can play around with any of the 
weapon or armor types available. 

After that, it's time to suit up and ship out. 
You're warped to Sanctuary, a PvP-free area 
resembling an Air Force base. Hangars dot the 
landscape, and inside each you'll prepare for 
battle by selecting specializations such as 
medic, hacker, engineer, and so on. (These skills 
can then be mixed and matched to create a very 
specific type of character.) Sanctuary is also 
where you'll purchase weapons and armor, and 
install implants that'll provide particular "buffs" 
in the field, such as running faster or the ability 
to see invisible stealth-armored enemies. 

Once in the warzone, the gameplay reminded 
me of Tribes 2 but on a much larger scale and 
with no side ever truly winning. The Terrans, Vanu, 
and Conglomerate wage war for control of bases 
and research facilities littered over 10 continents. 
The emphasis is on skills over levels, so even 
newbies can provide value to an established team. 
For example, if you're not up for run-and-gun 
assaults, you can pilot transport ships (from among 
the 16 different vehicles) or man and defend your 
team's Advanced Mobile Station, a portable bind 
station that serves as a resurrection point. 

My tour of duty was fun - there's splash­
damage, large-scale weapons effects, and 
enough squad-based teamwork to keep Counter­
Strike players happy - but I'm curious how SOE 
will entice customers to pay a monthly fee for 
PlanetSide when similar, non-persistent games 
can be played for free? That's a question I bet 
SOE is asking, too. - Chuck Osborn 
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s a regular Joe living in Paradise, Arizona, 
you're just trying to get through a typical 
week. But damn, wouldn't you know it -

everyone and everything is conspiring against you, 
pushing and pushing unti l you blow your stack and 
embark on an orgy of wanton destruction and may­
hem. That, in a nutshell, is the setup of Postal 2. And 
based on the build that I played, we'd better get 
ready to catch hell from Washington. 

DEVELOPER 
Running With Scissors 

PU■LISHER 

Running With Scissors 

RELEASE DATE 
01 2003 

Postal 2 is about testing your patience. This 
first-person action game tries everything to drive 
you crazy, and is pretty smart about it. The mission 
tasks are routine - pick up and cash your pay­
check, confess sins at the local church, and even 
collect Gary Coleman's autograph at the mall. 
Trouble brews in realizing how frustrating these 
simple assignments really are. 

Everywhere you go, lines and annoyances 
await. To buy milk at the local convenience store, 
you'll have to wait in line for Suzie May to buy her 
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daily dose of crack first (yes, crack). And just as 
you're collecting your paycheck from Running with 
Scissors, a mob of angry protesters storms in to 
punish the smug game developers. Even Mother 
There sa cou ldn't handle all this aggravation. 

Additionally, plenty of scripted events are pre­
pared to catch you off guard, forcing you to blast 
away with whatever weapon's handy. Some of the 
sequences are a lot of fun, but in the parts I played 
some sections were dull, especia lly if you don't go 
ballistic. (Based on our limited testing, it does appear 
that you'll be able to play the game peacefully if you 
want, although it'll be extremely hard to do so.) 

When you do go, um, postal, the twisted arsenal 
available is, well, creative. Pour and light gas from 
a can of gasol ine, stuff a cat on the end of a rifle to 
silence your shots, or even toss around a decapi­
tated cow's head to induce vomiting in victims. Of 
course, these acts will alert the police; there's even 
a Grand Theft Auto //I-style police meter that 
shows your wanted level. If caught you'll get 
thrown in jail, where you'll be stripped of your 
weapons and have to escape. 

But even prison is a pretty place, 'cause the 
whole thing is powered by the Unreal engine. With 
tons of interactive objects and plenty of maimable 
NPCs roaming around, the city of Paradise will see 
some serious action. Lock 'n' load. - Norman Chan 
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fter Freelance(s much-hyped introduc­
tion at E3 1999, it disappeared into busi­
ness and developmental darkness. And 

its recent reappearance has generated mixed 
reactions: For starters, the striking visuals no 
longer dazzle as spectacularly as they once did 

DEVELOPER 
Digital Anvil 

PUBLISHER 
Microsoft 

RELEASE DATE 
March 2003 

(though space is still very colorful), and the whole 
space-flight combat genre has pretty much van­
ished into a black hole of gamer apathy. 

Still, old-school gamers who recall classic 
open-ended space-faring epics like Elite and 
Privateer will be intrigued by Freelancer. I played 

MARCH 2003 PC GAMER 

Elite for months on a BBC Micro in 1984, and I 
have to give credit to Freelancer- after just a 
couple of hours of playtime I was filled with the 
same feelings of potential and trepidation that I 
felt while playing Elite. 

From your humble beginning as a survivor of a 
planetary disaster to your eventual path as a 
potential savior, you'll ingratiate yourself with 
NPCs offering rumors and jobs through non­
interactive in-engine cut-scenes. These 
exchanges, unfortunately, are incredibly stilted. 
Bar patrons gladly offer nuggets of information 
about the current political state of the galaxy and 
the commodities most valued in certain sectors, 
and they even offer you important missions scant 
seconds after getting your name. 

Once you're out in the depths of space, it's 
immediately apparent that this universe is popu­
lated by people with their own agendas. Leaving 
the safety of Planet Manhattan, you 're as likely to 

e wary of 
n clean off. 
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are armed 
I missiles. 

be scanned for illicit cargo as you are wailed on by 
a random outcast pirate incursion (the local police 
will usually help out). Further into the scripted parts 
of the main story arc these random occurrences 
appear less frequently, forcing you to go looking for 
trouble during the downtime between universe­
saving missions. 

Finagling the in-space controls of my rust 
bucket of a starter ship took more time than 
expected, but that's because Digital Anvil changed 
some of the game's key controls to give you much 
more involvement and decrease the "fighting on a 
rail" feeling. Thankfully, after a couple of hours and 
several early deaths - the missions are still being 
balanced for difficulty- the default control 
scheme of mouse and keyboard worked like a 

BEYOND FREELANCER 

charm. Of course, hardcore space-combat fans 
might balk at the lack of joystick support here. 

I'm several hours into the beta (it handily tracks 
your playing time, number of bases visited, and kill 
log), and I'm still intrigued about where my life as a 
Freelancer is going. So far, following the main story 
keeps you pretty busy, so you have to take advantage 
of every opportunity to earn cash to upgrade your 
ship: you'll need the extra firepower to survive some 
explosive, exhilarating battles. Destroyed enemies 
often drop bits of cargo and even weapons that you 
can snag with a painless click on your tractor beam. 

Right now Freelancer has me completely 
hooked, and I'm very much looking forward to delv­
ing into its exotic setting when the game hits store 
shelves in March. - Rob Smith 

WHEN FREELANCER WAS FIRST announced, designer Chris 
Roberts asserted that the culmination of his dream was a 
massively multiplayer game of roving pirates, brigands, police, 
bounty hunters, and traders. Westwood's Earth & Beyond has 
supplied many of those facets, but Freelancer will still ship 
with multi play in which you can team up with friends to tackle 
missions cooperatively, or fight in deathmatch duels. 

In addition, once the single-player story arc is concluded, 
the galaxy still goes on, with new missions available in the 
deadliest parts of space, letting you play ad infinitum. My only 
concern with this appealing additional value is that the later 
missions (which I tested using a developer-supplied save­
game) appear structurally identical to those you'll have been 
doing during the campaign. Between assassinating rogue 
warlords - defended by weapons platforms and well­
equipped bandits - and tracking down nefarious criminals in 
the many asteroid and debris fields, the mission job board 
developed a worrying sameness. 

Hopefully there will be enough creativity in the single­
player mission styles, as well as the dynamically created 
random options, to add the true longevity that an open-ended 
Freelancer universe should promise. 

PC GAMER MARCH 2003 











INDUSTRY INSIGHT 

HOW TO GET A JOB IN 
THE GAMES 
More Ways to Work in Our Favorite Industry ·. 

►fl 

A 
s anyone already working in the games 
industry will tell you, the best part about the 
job is being able to go back to your parents 
and say, "See, all those hours spent playing 

games weren't a complete waste oftime! " Okay, 
maybe that's the second best part; the first is that 
you actually get to use your passion for games as a 
way to earn a living. 

In our November 2002 issue we told you how you 
could break into the games business as a level designer, 
programmer, or artist. If you were discouraged 
because you thought you didn't have the talent or 
skills for any of those positions, or none of them 
interested you, take heart: we've got the scoop on a 
few more areas that might be more your speed. We 
spoke with a variety of industry veterans from major 
game publishers and developers to find out what 
these jobs entail and how you can secure one of them. 
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PRODUCER 
THE PRODUCER POSITION IS ONE of the most cov­
eted in the industry, but if it's a role that appeals to 
you, be warned that the job can be extremely 
demanding and will present a host of problematic 
situations. Of course, the position can also be 
extremely rewarding. 

Typically, a producer is charged with ensuring 
that a game's development stays on schedule and 
that the developer meets all of the publisher's mile­
stones (deadlines by which certain features or func­
tions of the game have to be complete). In addition, 
producers often help with a game's design (including 
script writing), scheduling and tracking of tasks, 
dealing with budgets, working with licensing part­
ners (in the case of sports leagues or movie studios), 
scheduling QA (quality assurance), and even helping 
with the marketing of the product. 

.. ·? -1 . . 

"One_aspect of the job is being Chief Firefighte'r,'' 
explains Sam Player, a senior producer at EA. 

"'" ".Sometimes new tasks or problems arise, and often 
the producer is charged with figuring out a quick and 
effective so lution. A different challenge could come 
every day, and that's part of the reason why the job is 
so much fun. Rarely are two days the same." 

When asked what a day in the life of a producer 
is like, Chris Taylor, founder of Gas Powered Games, 
told us: " It's all about talking, talking, and more talk­
ing. It's kind of like a hostage negotiation." 

Traditionally, working as a play-tester was a 
great start on the road to becoming a producer. 
While this path is still viable, education has become 
increasingly important. 

"I used to not care about education," says Mike 
Kulas, president of Volition Software, "but I've 
changed my mind a bit. I think completing a four-year 
degree shows the ability to do things you don't like or 
that are particularly hard for you. There's a lot of 
tedious grunt work in [both) getting a degree and 
shipp ing a game, and I think the ability to complete a 
degree is at least a little bit of a predictor of success 
in the workplace." 

Once your foot's in the door, though, it's all about 
your accomplishments. "We like to see 'shipping' 
experience," explains Bill Van Buren, a producer 
with Valve Software. "It's a great learning experi-
ence to have gone through the process of planning, 
producing, and releasing a product. " Of course, 
the irony of this statement coming from a company 
that hasn't shipped a new game in four years was 
not lost on us! 

While a producer's starting sa lary isn't very high 
- probably about $30,000/year for an entry-level 
position - the money can be pretty good once 
you've made a name for yourself. 

"The producer role is big, so the money is high. 
Almost all of the responsibility for a title's success 
sits with the producer. It's probably a six-figure 
sa lary at most companies," says Taylor. 

WRITER 
MOST GAMES CONTAIN LOTS of background infor­
mation about the gameworld and protagonists, not to 
mention reams of character dialogue. Someone 

http://www.pcgamer.com 



WIN YOUR VERY OWN COPY OF SPLINTER CELL! 
This month 10 lucky winners will receive a copy of the stealth-action masterpiece Splinter Cell. To be eligible for our random drawing, 
just send an email to eyewitness@pcgamer.com with "Fisher Kicks Ass! " in the subject heading, and include your name and address in 
the body of the message. Only one entry per person allowed. Contest ends April 30, 2003. See additional rules on page 135. 
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Morrowind's writers used tools like the editor shown here to script scene-specific character dialogue. 

needs to develop and write all of that text, which 
creates an ideal employment opportunity for all of 
the storytellers out there who want to find their place 
in the game-making process. 

Often, this task falls on the producer, creative 
director or game designer. At Bethesda, for example, 
the job of writer is actually considered a design posi­
tion that also requires some programming skills in 
order to use the company's scripting language. 

Q , q.., ··"•-~- l"ll" to• .. • t1 • "-

Sometimes a company will hire outside writing 
help on a contract basis. In all cases, prior experi­
ence is heavily favored when it comes to choosing 
a script and dialogue writer, and factors such as 
the commercial and critical success of previous 
products are much more important than any educa­
tional qualifications. 

Education is still important, however, and an 
English Literature or Creative Writing background 

certainly won't hurt your chances. But 

., • t>>M ..IN <61»M . .. jlll lllJ'\,Ol l h• • ~ •• ,n , . ···••wc .... .- .. ... , .r. t M.C. • • ·· 
if this career path is your calling, you'll 
need to try to find a small company 
(translation: a place that can't afford to 
pay very much) that'll take a chance 
on you so that you can get the oppor­
tunity to build your portfolio. 

"You may start just editing text or editing other 
types of data," executive producer Todd Howard 
tells us. "From there you go to designer and then 
senior designer. Eventually you end up as lead 
designer, where you oversee the other designers on 
a project, and then [you might become] a project 
leader if that's what you want to do." 

Starting salary? Around $30,000/year. Potential 
salary? "The sky's the limit, depending on if you get 
royalties and such," says Howard. 
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SOUND 
THE OLD SAYING "IT'S NOT what you 
know but who you know" is in full 
force when it comes to getting work in 
the audio field of games production, 
says Don Veca, audio director for EA's 
Lord of the Rings. Full-time positions 
are pretty rare, so even if you have the 

connections, you'd better be prepared to 
work on a contract basis. On the positive side, though, 
jobs do exist in various areas: mixing, sound-effects 
design, speech recording and editing, composing of 
scores, technician, and programming the sounds and 
music so that they work smoothly within a game. 

With most companies, it's almost a necessity to 
be referred by someone else in order to have a 
chance at getting a job in the audio department. 
Once you get that far, your skills will carry you the 
rest of the way. Education isn't that big of a consider-

CONTINUED ON PAGE 34 
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ROB It's New Years' Eve as I write this, 
and I'll be serving Robtini's™ at Casa Smith 
in a few hours. So I've been playing the 
cocktail-waiter game, and in between that 
saving the galaxy in the Freelancer beta. 
Meanwhile, my High Heat 2001 ... 2002 ... 2003 
season came to an end with a loss to the 
Rockies in Game 7 of the NLCS. The pain ... 

COREY Starfleet Command Ill continues 
to draw me in - I'm playing a Federation 
Conquest game, hopping around the galaxy 
with my macked-out Sovereign-class vessel. 
Mafia's dazzling graphics and Sopranos­
esque story have proven equally mesmer­
izing, as has Grand Theft Auto: Vice City 
(PS2). which is just unbelievably fun. 

DAN SimCity 4 and Splinter Cell arrived 
at the same time, forcing me to make a 
Sophie's Choice of gaming. Now I'm happy 
to report that the lovely town of Little Hope 
is flourishing, after some early growing 
pains that included unemployment and 
toxic sludge. As for Sam Fisher, let me just 
say, the boy is gettin' it done. 

CHUCK Here's an actual email I just 
got from our Reviews Lord, Dan: "Can I get 
a status update on the Neocron and 
Anarchy Online: Notum Wars reviews? 
They're needed in the next week." So 
guess what I've been playing? MMORPGs 
are a harsh mistress, but that Mr. Morris is 
an even harsher, um, mister. 

BILLY I created a virtual replication of 
Berkeley, Calif., in SimCity 4 and immedi­
ately introduced an ordinance that would 
outlaw the sale of non-organically grown 
Pepsi in all public buildings; it passed with 
flying colors. I've also been playing the 
Road to Rome beta, and for our awards fea­
ture I fired up some Warcraft Ill solo play. 

JOE I've been getting the usual dose of 
Battlefield 1942-the new Coral Sea map 
rules, and I can't wait to get my mitts 
[wha? ... Ed.] on Road to Rome. Plus, for a 
little modern-age combat, I've been playing 
the expansion packs to Ghost Recon -
Island Thunder and Desert Siege. I'm just an 
Army of One [-inch, haha - Ed.] this month. 

CHIAKI Shhhhhh ... be very, very quiet. 
Grab the unsuspecting guard from behind 
and whack 'em on the back of the head. 
Must be stealthy if you're gonna win at this 
game. Name's Sam Fisher, and the objec­
tive is to complete the mission at all costs. 
Hehe ... can you tell I'm totally immersed 
in the world of Splinter Celf/ Oooooh yeah! 

CREC I've been giving Morrowind 
plenty of playtime after installing its 
Tribunal expansion on a whim two weeks 
ago. I didn't get very far into the game 
when it was new, but now I find myself 
completely enthralled. Its stunning visuals 
and vast open-ended story keep bringing 
me back for morel 

PC GAMER 

FIRST-PERSON SHOUTERS 

WHO'S SAYING WHAT AROUND 
THE WORLD OF GAMING 

GREAT, IT'LL SHARPEN OUR MINDS - BUT 
WILL IT ADD 3-4 INCHES TO OUR "JOYSTICKS"? 
"MindFX is the first to offer a line of mental per­
formance enhancement supplements to athletes, 

professional gamers, and computer gamers. 
Learn how easy, effective, and safe it is to boost 
your game to a new level of excellence by taking 
advantage of the MindFX product line." 

- From the MindFX.com web site, describing 
the herbal supplements designed with 

gamers' needs in mind 

AND WE WONDER WHY PEOPLE THINK 
GAMERS ARE SOCIOPATHS 
" Pimp Tycoon. They would license the Mafia 
engine, and you would drive around town in your 
Caddy (pink, of course) collecting money from 
your ho's. Occasionally you would need to slap 
them around (a la Dungeon Keeper) to get them 
to cough up the dead presidents." 

- Gameoverman describing a game he'd 
like to see developed, from the 

www.gonegold.com forums 

HOW TO GET A JOB IN THE GAMES BUSINESS II 
CONTINUED FROM PAGE 33, 

ation, but several colleges now offer a major in 
audio production, and any instruction that increases 
your knowledge and abi lities will obviously be use­
ful. Keeping current with all the latest software, 
hardware, and techniques will also help make you 

stand out compared 
to other candidates. 

The pay scale 
is heavily depend­
ent on your 
previous accom-

' plishments, and will 
vary on a job-to-job 
basis. The size of 
the company you 

are working for will also play a role in how much 
they can afford to pay. Bottom line: if you're serious 
about doing this job fo r a living, don't worry about 
the pay at first. Take what work you can find , do 
your absolute best, and if you're good, the monetary 
rewards will eventually follow. 

WORK HARD AND BE ENTHUSIASTIC 
YOU PROBABLY ALREADY KNOW thi s, and may 
have heard it a million times, but it bears repeating 
- passion and enthusiasm will ta ke you places that 
experience and technical adeptness won't or can't. 

"A candidate who comes in and displays huge 
enthusiasm toward the company and toward mak­
ing games - especially in the form of doing excel­
lent re search, giving in-depth and knowledgeable 
answers to questions, and [coming up with] cre ­
ative ideas - is someone that everyone here will 
pay attention to, " says Jane Brind, a talent 
recruiter for EA. 

Effort is another huge intangible that goes a long 
way, even when it involves simply searching for a 
job before you land that dream position. Mike Kulas' 

advice? "Spend more of your free time preparing for 
a job than playing games. The thousandth hour you 
put into EverQuest is of limited value in getting a 
job. Spending half those hours improving your skills 
will help you land a job." 

"Be prepared to work really hard," warns Chris 
Taylor. "Hardly anyone I know in this business was 
successful by working 9 to 5. " 

Finally, and perhaps most importantly, complete 
a project that showcases your work. If you aspire 
to be a producer, form a team and lead them. If 
you 're interested in writing or sound work, join a 
team and contribute. 

"The best thing to do is produce something," 
says Robin Walker, the design manager at Valve. 
"There's very little barrier to entry into the mod 
scene. Get together with a friend or two and make a 
mod to showc ase your talents. Being able to show 
something finished and playable is much more pow­
erful than only being able to talk about yourself." 

ADDITIONAL RESOURCES 
The internet has plenty of great sources that 
will help you land your dream job. One of the 
best places to start is GameJobs ( www. 
gamejobs.com). where you'll find a plethora of 
resources, including articles that will give you 
tips to help you in your quest, as well as a huge 
database of available positions. Also, most 
game companies will post available jobs on 
their web sites, so it pays to check these sites 
frequently if you're actively looking for a posi­
tion. Other Internet sites of interest include 
Gamasutra (wwwgamasutra.com), Get in the 
Game! (www.gignews.com). and GameDev.net 
( www.gamedev.net). 

http://www.pcgamer.com 
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eyewitness 

➔ PCG NEWS TICKER Make Your OYln Cames 
With a $100 Engine 
Out of the flames of Dynamix rises a new publishing model 
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Games like Robot Battle (above) will garner a hardcore following, making it ideal for this distribution 
model. Mainstream-friendly games, like Marble Blast, have greater potential to be financial successes. 

W hen Dynamix, most 
recently the devel­
oper of the Tribes 

games, shuttered its doors for 
good, a few of its principals set up 
shop on their own. GarageGames 
was formed with an open-source 
attitude toward game develop­
ment, tapping into the vogue 
championed by the Linux develop­
ment community. At the core of 
this new business is the Torque 

exchange for the $1 00 licensing 
fee, you get the right to produce 
any kind of game that will then be 
published via a download-only 
model through GarageGames' 
web site. 

At press time four ga mes 
were available for download, 
each priced at $14.95 (a price set 
by the developer, advised by GG). 
GarageGames pays a royalty of 65 
percent to the development team 

for exclusive 

WANNA BUILD A GAME? 
publishing 
rights, but 
makes no claims 

If you're interested in getting more information 
about licensing the Torque engine, go to 
www.garagegames.com and click the Make 
Games menu option for all the details. 

to the inte llec­
tual property, or 
to retai l (boxed 
copy) channel 

Game Engine, which provided the 
graphical muscle for Tribes 2-
it's be ing packaged as a complete 
engine and made avai lable to 
developers fo r a mere $100. 

Though GG founder Jeff 
Tunnell was reluctant to divulge 
the total number of engine 
licenses currently sold ("Not 
enough to make us rich, but not a 
bad number either," he told us). 
the online development commu­
nity of map-makers, artists, and 
designers tops 15,000 people. In 

distribution. "We 
are working hard to make a pub­
lishing entity that we would want 
to work with if we were a devel­
oper," says Tunnell. 

Currently, Marble Blast- a 
high-qual ity Marble Madness-li ke 
game - is the biggest success, 
having so ld "hundreds of copies" 
after three weeks on sa le, reports 
Tunnell. Given the broad scope of 
the current games (which also 
include Chain Reaction, a mechan­
ical puzzle game; Robot Battle, 
which is basica lly BattleBots, and 

Orbz, a multip layer arena-based 
family-friendly action game). 
Tunnell expects each game to have 
plenty of virtual shelf life, and to 
sell steadily for a couple of years. 

Marble Blast is an impressive 
title, full of color and classic Ata ri 
coin-op-style gameplay. Tunnell 
attributes some of its early popu­
larity to Torq ue Engine developers 
looking at it to see the engine's 
capabi lities, as well as a loya l 
band of Tribes followers since it's 
"the first product created sub­
stantia lly by the guys that created 
Tribes, and people want to see 
what we're doing late ly." 

Seems like Ga rageGames is 
keep ing busy. The Torque Game 
Engine appears to have a slew of 
featu res that will allow committed 
development teams to put their 
creativity to work for a very 
reasonable outlay. For its part, GG 
will continue to add content to 
the engine and foster a spirit of 
open community that wi ll support 
teams showing the enthusiasm to 
see a product through to conclu­
sion. Toward that end, Tunnell 
expects to see another 20 or 30 
games completed through the 
coming year. Perhaps th is is the 
place from which the "next Game 
Gods" will appear. 

http :/ /www.p c g a m e r.com 
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RDUCHING TIGER, 
HIDDEN MATRIX 

TO ENSURE THAT THE 
COMBAT SEQUENCES 
in Enter the Matrix were 
as authentic as possible, 
Shiny enlisted the bril• 
liance of Master Yuen Wo 

Ping to choreograph all of the fight moves. 
(Master Ping developed the fight choreogra­
phy for all three Matrix movies, and for the 
movie Crouching Tiger, Hidden Dragon.) 

Four martial artists acted out all of the 
kicks, punches, and other moves that will 
appear in the game: Hu Chen acted out all of 
Niobe's combat moves; Huen Chiu Ku han· 
died Ghost; Chi Wah Ling portrayed the 
SWAT officers and other characters; and 
Collin Chou, who plays Seraph in the movies, 
did the moves for his character and other 
miscellaneous characters. 

The martial artists were all dressed in 
marker-ball suits and every move they made 
was motion-captured. But the coolest part is 
the results: how a specific set of moves 
performed in real time, such as a leg sweep 
followed by a Focus-fueled chest punch, 
unfolds in the game looking exactly as it 
was executed by the real-life martial artists. 

A CH 003 P 









THE nlnTH -. • • lll I\ " ~ • ' ·'••~~-.. , ~., Ann u AL Eight opinionated PCG staffers agree to 
disagree to agree on the highest achievements 

PCGAfflER in gaming over the past 12 months. We 

recognize and reward ambition, innovation, 

and achievement in game design, and 

AWARDS present the definitive choices on the best 

of the best. It all comes down to this ... 
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is excluded from the voting 
for all other awards 
categories besides Best 
Multiplayer Game. The year's 
games were discussed at 
length, and these picks rep­
resent the best in PC gam­
ing, highlighting the features 
we want to see more of from 
developers, and rewarding 
the most positive trends in 
game-development theory. 

tnE 
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■ As online combatants got better, new ways of waging war emerged - all of them exhilarating. 

2002 GAfflE OF THE YEAR 

BATTLEFIELD 1942 
■ DEVELOPER DIGITAL ILLUSIONS ■ PUBLISHER ELECTRONIC ARTS 

HIT THE BEACH. Mow down the beach-hitters. Vie for the skies. Parachute into enemy territory. Shell from the seas. Dive-bomb 
warships. Hammer a strongpoint with a tank. Snipe the tank gunner. 

And that's all on just one beautifully chaotic map. 
Battlefield 1942 is the realization of our "dream PC game" - multiplayer battles in which every interesting element of 

combat is playable by human teammates and opponents. And it's all happening at once, on a coordinated, three-dimensional 
battlefield where the fight is literally raging around and above you at all times. 

There's never been more to do in a single action game, and there's never been a more satisfying feeling of shared accom­
pl ishment than when a well-oiled team earns that all-important "Major Victory." Whether you're the guy who drops a key 
plane-delivered bomb or the grunt whose sniper shot paves the way to a breakthrough, you 're all in it together. 

We'll be playing this one for years, and reminiscing about it when we're old. 

PC GAMER MARCH 2003 1PM 
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BATTLEFIELD 1942 
It's a challenge to describe the endless thrills of Battlefield 1942without resorting to an exhausting list 

of individual moments - because as indicative as these scenarios might be, they could never be more than 
a superficial survey of all the goodness on tap in this 64-player masterwork. 

The sheer ambition of the game is impressive, but even more impressive is the fact that each of the 
developers' ambitions is fully realized in gameplay. As far as we're concerned, Digital Illusions basically 
embarrassed every other developer of first-person multiplayer games in 2002 - not only is BF 1942's fea­
ture list about 10 times as long as the competition's, it's also around 10 times as much fun. 

ere's end r ·nfantry legs and you can turn to a career 
v the tanks are simple to fight in and drive. If 

f , lied howitzer or man an anti-aircraft gun to 
Ii emy's positions. For the somewhat more dex-
i mber, taking the battle to the enemy's bases. 
, icles as the unfolding battle demands. 

it all together in an orchestrated concert 
ica y sou t · 

round of Battlefield 1942-
Wake Island, and only a m 
hope of holding off defeat. 

Each map offers its own unique strategies and battle environment: the wide desert expanse of El 
Alamein compels a cataclysmic armor duel, punctuated by strategic bombing raids; the claustrophobic, 
rubble-strewn alleys of Stalingrad are an infantryman's hand-to-hand struggle (and a sniper's paradise); the 

THE OTHER nominees 
island-hopping Midway map forces your side to smartly coordinate 
beach landings, dogfights, and artillery to seize victory. 

■ Grand Theft Auto Ill 
■ Neverwinter Nights 
■ Freedom Force 

MARCH 2003 

Play this game. Within an hour, you'll be hooked on the most perfect 
expression of the PC's multi player possibilities. When the hours stretch 
into the dozens, and then into the hundreds, you'll see why Battlefield 
1942 is our Game of the Year. - The Editors of PC Gamer 

PC GAMER 

2002 ::~e fflUlTIPLAYER 

IT STANDS TO REASON that our Game of the 
Year, being multiplayer-focused, would probably 
be our Best Multiplayer Game winner as well. 
And so it should be no great surprise that 
Battlefield 1942 gets this medal added to its 
breast, along with our top honor. It's yet 
another richly deserved salute. Plenty of games 
are fun to play with a bunch of other people, 
but they're generally just examples of "the 
more the merrier." This one provides dozens of 
uniquely satisfying roles for all those players. 

http://www.pcgamer.com 
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2002 BEST ACTI0n GAfflE 

fflEDAL OF HDnDR: ALLIED ASSAULT 
■ DEVELOPER 2015 ■ PUBLISHER ELECTRONIC ARTS 
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■ You may have seen this scene from MOHAA a lot, but that's because it stands 
out as one of the most stunningly memorable moments in PC gaming history. 

EVER WONDER HOW YOU MIGHT have performed under the withering fire that 
greeted American soldiers on Omaha Beach? Medal of Honor put me as close 
as I ever want to be to finding out - and provided the single best action 
sequence I've ever played on my PC. 

The beach-landing level alone, with its artillery explosions and cowering 
wounded comrades, would've put Medal of Honor in the running for Action Game 
of the Year. But this wasn't a one-trick pony: with Tiger tanks, sniper duels, and yet 
more still to come, developer 2015 treated me to a rip-roaring World War II fantasy. 

THE OTHER nominees 
■ Grand Theft Auto Ill 
■ No One Lives Forever 2 
■ Freedom Force 

Using absorbing battle environments, 
terrific scripted events, and intense first­
person action gameplay, MOHM fulfills the 
wishes of anyone who ever wanted to be his 
own one-man band of brothers. 

I was also pleasantly impressed with the 
game's story - its movie-style intros and out­

ros, and its compelling scripted sequences. Most first-person shooters can't be 
bothered to set up their missions in any way more interesting than "Um, we have 
to get some documents out of this, uh, terrorist base .. . yeah. " Medal of Honor 
structures its missions within the wider scope of WWI l's different theaters of 
action, from North Africa to Normandy and then deep into Nazi-held Europe, and at 
every step I was well-motivated by the sense of participating in the larger struggle. 

Spare me the mindless deathmatching and the snooze-inducing alien ship­
scapes; give me environments that grab and multiplayer encounters that draw 
me into a battle, rather than a match of mouse-skills. - Oan Morris 

2002 BEST R0lEPlAYlnG GAfflE 

nEVERWlnTER nlGHTS 
■ DEVELOPER BIOWARE ■ PUBLISHER INFOGRAMES 

■ Your henchman's dead and your health's diminishing, but you've a glowing 
sword in your hand, and while it swirls, the world has hope! 

MARCH 2003 PC GAMER 

A CLOSE CONTENDER FOR OVERALL Game of the Year, NWN stands out in 
what was a fantastic year for RPG fans. BioWare shot for the stars with a 
hugely ambitious project that hoped to combine an epic single-player experi­
ence; a unique, innovative multiplayer option; and a comprehensive editing 
suite sure to give the game incredible staying power. 

To its huge credit, it hit all marks. The single-player game doesn't revolu­
tionize the RPG genre, but it doesn't have to. It's entertaining, fairly freeform, 

THE OTHER nominees 
■ Morrowind 
■ Divine Divinity 
■ Dungeon Siege 
■ lcewind Dale II 
■ Freedom Force 

and - most importantly for my tastes - has 
my single character be the hero of the entire 
show (with bit-part help from a chosen NPC). 

NWN's on line component is a huge step 
forward for interactive multiplayer gaming. 
While the fun and accessibility factor are 
judged more by the individual qualities of 
fellow gamers taking on the dungeonmas-
ter's role, the tools available to command 

unique adventures covered every conceivable base. It's as close to table-top 
role playing as any fan will ever get on the PC. 

And finally, the editor has proved to be incredibly powerful, amazingly flexi­
ble, and surprisingly accessible. Longtime D&D fans have re-created every 
popular module ever printed, and the community is burgeoning as users 
become better acquainted with the system's foibles. 

This complete package of features is what made NWN the Best RPG of 
2002, in what was one of the greatest years ever for PC RPGs. - Rob Smith 

http://www.pcgamer.com 
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DETAIL #6621 2 

ITEM , Windshield debris 

TAKEN FROM : #12 ALLTEL Dodge windshie ld 
at North Carolina Speedway. 

NOTES , Simu late native cicada 
(aka Tibicen c hloromera] for 
realistic Rock ingham vis ibility 

))· 
• 

NASCAR .. Racing , 2003 Season . The most authentic. detail-packed NASCAR .. PC racing experience ever. Per iod . 

VIVENDI 
UNIVERSJ\L 

M·t"leiil ~ .. , flEHHA" 
sierra.com/games/nascar2003 

©2003 Sierra Entertainment, Inc. All Rights Reserved. Sierra and the Sierra logo are trademarks of Sierra Entertainment, Inc. Vivendi Universal Games and the Vivendi Universal Games logo are trademarks 
of Vivendi Universal Games, Inc. Papyrus and the Papyrus logo are trademarks of Papyrus Design Group, Inc. NASCAR® is a registered trademark of the National Association for Stock Car Auto Racing, 
Inc. General Motors Trademarks used under license to Papyrus Racing Games. Dodge is a trademark of DaimlerChrysler Corporation. Dodge Intrepid and its trade dress are used under license by Sierra 
Entertainment, Inc. ©DaimlerChrysler Corporation 2003. ©2003 Ford Motor Company, "Ford Taurus" trademarks used under license from Ford Motor Company. North Carolina Speedway® used under 
license from International Speedway Corporation. All other names, likenesses and trademarks are the properties of their respective owners and are used under permission to Papyrus Racing Games. 
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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{1, 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 lnspiron™ 4150 Notebook lnspiron"' 8200 Notebook 
Mobile Gaming Starter Thin and Light Gamer's Dream Ultimate Mobile Gaming Machine 
• Mobile Intel• Pentium• 4 Processor-M at 1.80GHz • Mobile Intel• Pentium• 4 Processor-M at 1.90GHz • Mobile Intel• Pentium• 4 Processor-M at 2.40GHz 
• 15" XGA TFT Display • 14.1" XGA TFT Display • 15" UltraSharp" UXGA TFT Display 
• 384MB DOR PC2100 SORAM • 512MB DOR PC2100 SDRAM • 512MB DOR PC2100 SORAM 
• 30GB* Ultra ATA Hard Drive • 40GB* Performance Hard Drive • 60GB* Performance Hard Drive 
• 24x CO-AW/DVD Combo Drive with Roxio's Easy CO Creator• • 24x CO-AW/DVD Combo Drive with Roxio's Easy CO Creator• • 24x CD-RW/DVD Combo Drive with Roxio's Easy CO Creator• 
• 16MB DOR NVIDIA• GeForce2 Go" 100 AGP 4x Graphics • 32MB DOR ATI• MOBILITY" RADEON" 7500 AGP 4x Graphics • ATI• MOBILITY" RADEON" 9000 64MB DOR 4x AGP Graphics 
• Sound Blaster" Compatible • Sound Blaster" Compatible Sound with Wavetable • Sound Blaster" Compatible Sound with Wavetable 
• 59WHr Li-Ion Battery (8 cell) • 66WHr Li-Ion Battery with ExpressCharge· Technology (8 cell) • 66WHr Li-Ion Battery with ExpressCharge• Technology (8 cell) 
• Internal Modem and NIC Included • Internal Modem and NIC Included • Internal Modem and NIC Included 
• Microso~ Windows• XP Home Edition • Dolby• Headphone Solution • Microsoft-Windows• XP Professiooal, Microsoft3 Works Suite 
• WordPerfec~ Productivity Pack with Quicken• New User Edition • Microsoft-Wi~ XP Home Edition, Microsoft-Works Suite 

$1479 or as low as $45/mo~ 
E-VALUE Code: 16468-D80214m $1899 or as low as $57/mo~ 

E-VALUE Code: 16468-D80218n 
$2779 oraslowas $84/ mo~ 

E-VALUE Code: 16468-D80227m 

• Microso~ Office XP Small Business. add $1 14 
Make this your perfect PC: Make this your perfect PC: • 64MB USB Memory Key, add $59 
• 512MB DOR PC2100 SDRAM, add $100 • Mobile Intel• Pentium• 4 Processor-M at 2GHz, add $50 • External Harman Kardon HK-395 Speakers with Subwoofer, add $59 
• 40GB* Performance Hard Drive, add $90 • Windows• XP Professional, add $79 • Kenneth Cole leather Case by Dell, add $249 
• 32MB DOR NVIDIA• GeForce2 Go" 200 AGP 4x Graphics, add $99 • Burlwood Colored Display Back and Palm Rest Inserts, add $29 
• Custom l eather Case. add $99 • Notebook Backpack, add $79 · 



Dell I Home Desktops 

Dimension™ 4550 Desktop 
Superior Performance, Smart Value 
• Intel• Pentium• 4 Processor at 2.66GHz with 533MHz Front 

Side Bus and 512K L2 Cache 
• 512MB DOR SDRAM at 266MHz 
• NEW 60GB* Ultra ATA/100 Hard Drive 17200 RPM) 
• 19" 118.0" v.i.s .• . 24dp) M992 Monitor 
• NEW 128MB DOR ATI" RADEON" 9700 TX Graphics Card with 

TV-Out and OVI 
• 16x DVD-ROM Drive 
• Sound Blaster Live! 5.1 Digital Sound Card 
• Altoc Lansing" ADA745 4.1 Surround Sound Speakers with Sulmoofer 
• 56K' PCI Telephony Modern 
• Integrated Intel• PRO 10/100 Ethernet 
• Microsoft- Windows• XP Home Edition 
• WordPerfec~ Productivity Pack with Quicken• New User Edition 

$1549 or as low as $47/mo~ 
E-VALUE Code: 16468-050215m 

Make this your perfect PC: 
• NEW 128MB DOR ATl0 RADEON" 9700 Pro Graphics Card with 

TV-Out and DVI, add $180 
• 21" ll 9.9" v.i.s .•. 24AG) Pl 130 FD Trinitron• Monitor, add $390 
• 1 GB DOR SD RAM at 266MHz. add $200 
• NEW 120GB' Ultra ATA/100 Hard Drive 17200 RPM). add $110 

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

• Dell Picture Studio Image Expert Standard Edition 
• Dell Jukebox Powered by MUSICMATCH• 
• 6 Months of MSN• Powered by Dell" Internet Access 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 

Dimension™ 8250 Desktop 
Cutting Edge Technology 
• Intel• Pentium• 4 Processor at 2.66GHz with 533MHz Front 

Side Bus and 512K l2 Cache 
• 512M8 PCl 066 RDRAM 
• NEW 60GB* Ultra ATA/100 Hard Drive 17200 RPM) 
• 19" 118.0" v.i.s .. .24dp) M992 Monitor 
• NEW 128MB DOR ATl0 RADEON" 9700 TX Graphics Card with 

TV-Out and DVI 
• 16x DVD-ROM Drive 
• 40x/10x/40x CO-RW Drive with Roxie's Easy CD Creator" 12"' bay) 
• Sound Blaster live! 5.1 Digita l Sound Card 
• Altec Lansing" ADA745 4.1 Surround Sound Speakers with Sulmoofer 
• 56K' PCI Telephony Modem 
• Integrated Intel• PRO 10/100 Ethernet 
• Microsoft- Windows• XP Horne Edition 
• WordPerfec~ Productivity Pack with Quicken• New User Edition 

$1999 oraslowas $60/rno~ 
E-VALUE Code: 16468-050219m 

Make this your perfect PC: 
• 1GB PC1066 RDRAM. add $420 
• NEW 120GB' Ultra ATA/100 Hard Drive 17200 RPM). add $110 
• NEW 128MB DOR ATl0 RADEON" 9700 Pro Graphics Card with 

TV-Out and DVI, add $180 

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

Copies, and Faxes), $399 
• Kodak EasyShare• LS443 Digital Camera with Dock, $499 
• Belkin• Home Office 350 VA UPS Surge, $49 
• Detto lntellirnover V3.0 Migration Software and 

Parallel Cable, $50 
• Extreme Gaming Bundle, $90 
• Roller Coaster Tycoon 2 Game, $30 
• logitech• Wingman Extreme Digital 3D Joystick, $30 
• Gravis Gamepad Pro, $15 

Dimension'" 8250 Desktop 
Extreme Gaming Machine 
• Intel• Pentium• 4 Processor at 3.06GHz with HT Technology 
• 512MB PCl 066 RO RAM 
• NEW 200GB' Ultra ATA/100 Hard Drive 17200 RPM) with 

Data8urst" Cache 
• 19" 118.0" v.i.s .. . 24dp) M992 Monitor 
• NEW 128MB DOR ATl0 RADEON" 9700 Pro Graphics Card with 

TV-Out and DVI 
• 16x DVD-ROM Drive 
• NEW 48x/24x/48x CD-AW Drive with Roxie's Easy CD Creator" 12" bay) 
• Sound Blaster live' 5.1 Digital Sound Card 
• Altec Lansing" ADA745 4.1 Surround Sound Speakers with Sulmoofer 
• 56K* PCI Telephony Modern 
• Integrated Intel• PRO 10/100 Ethernet 
• Microsofie Windows• XP Horne Edition 
• WordPerfec~ Productivity Pack with Quicken• New User Edition 

$2899 or as low as $87/rno• 
E-VALUE Code: 16468-D50228m 

Make th is your perfect PC: 
• NEW 4x DVD+RW/+R' Drive with CD-AW including Roxie's 

Easy CD Creator" and Sonic" MyDVD" 12" bay). add $140 
• 1 GB PCl 066 RDRAM, add $420 
• 21" 119.9" v.i.s .•. 24AG) P1130 FD Trinitron• Monitor, add $390 
• Allee Lansing• THX Certified ADA995 Surround Sound 5.1 

Speaker System with Dell" Enhanced Multimedia Keyboard, add $170 

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

Accidents Happen! 
Protect yourself with CornpleteCare• 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 1-800-925-0188 

Dell recommends Microsoft® Windows® XP Professional for Mobile Computing 

*MSN Powered by Dell: Telephone access (call your phone co. for details) and other surcharges for access may apply. Must register within 30 days of invoice and accept MSN powered by Dell Terms of Service. 
You agree to be billed monthly fees after the initial service period. You may cancel service at any time. Offer valid for new customers only in U.S. households and must be over 18 years old with major credit card. Limited time offer. 
PricinwAvailability: Prices, specifications, availability and tenns 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. Dell cannot be responsible for errors 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 Dell Way, Round Rock. TX 78682. To purchase warranty only or for information on other service options please call Hl00-915-3355 or visit dell4me.com/terrnsand 
conditions. Servica: At-Home service provided via third-party contract with customer. Technician will be dispatched, if necessary, following phone-based troubleshooting. Availability varies. 
Other conditions apply. Hard Drives: For hard drives, GB means 1 billion bytes; accessible capacity varies with operating environment. 56K Modem: Download speeds are limited to 53Kbps. 
Upload speeds are less (about 30Kbps). Speeds can vary by line condition and modem manufacturer. Analog phone line and service required. DVD+RW Drives: Discs burned with this dnve 
may not be compatible with some existing drives and players; using OVO+R Media provides maximum compatibility. PURCHASE PLAN: Dell Preferred Account Offered 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 customers in CA. FL or NY. Not available for Employee Purchase Program customers 
(Government, Health Care and Relationship/faculty, Staff and Students) in CA or FL May not be available to all customers. For complete details, visit http://www.dell.com/us/en/gen/services/ 
service_service_contrects.htm. Tredemari</Copyright Notices: Intel, Intel Inside, Pentium and Celeron are trademar1<s or registered trademarks of Intel Corporation or its subsidiaries in 
the United States and other countries. Microsoft. MSN and Windows are registered trademar1<s of Microsoft Corporation. ©2002-2003 Dell Computer Corporation. All rights reserved. 

V A L U E 

Keep your E·VALUE 
CODE handy! It's 

the easiest way to 
find and build your 
perfect PC when 
you decide to order. 



THE mnTH AnnUAl PC GAfflER AWARDS 

2002 BEST REAL-Time STRATEGY GA me 

WAR-CRAFT Ill: 
REIGn OF CHAOS 
■ DEVELOPER BLIZZARD ■ PUBLISHER BLIZZARD 

THE GENIUS OF WARCRAFT Ill lies in the brilliant 
execution of its story and the fully developed 
characters. For possibly the first time in an RTS 
game, the story doesn't play second- or third-fiddle 
to base-building, unit creation, or any other RTS 
malarkey. Instead, the engaging saga of the battle 

■ Age of Mythology 
■ Freedom Force 

for Azeroth 
unfolds bri lliantly 
from the very 

. first mission; you 
actua lly care 
about what 

happens to the game's characters. 
Take, for example, the end of the human cam­

paign, where Arthas edges a little too closely to the 
dark side and succumbs to its foul trappings and 
temptations. The moment where Arthas slays his 
father was a stroke of genius, and left me absolutely 
floored. My hero was now the villain? I absolutely 
had to see how all of this craziness would play out. 

On top of its towering story, Ware raft Ill features 
some dazzling visuals, with highly detai led and 

■ Take your time to immerse yourself in the story, 
and Warcraft Ill rewards you like no other RTS game. 

nice ly animated characters, and controls that are 
the essence of simplicity. With all of the leveling up 
and spell effects, the game's controls could've 
become a muddled mess, but the processes were 
handled with seamless eleg ance. Warcraft II/is not 
just the RTS game of 2002, it's a new high-water 
mark fo r the entire genre. - William Harms 

2002 BEST TU Rn-BASED STRATEGY GAfflE 

li=i 

comBAT m1ss1on: 
BARBAROSSA TO BERlln 
■ DEVELOPER BATTLEFRONT.COM ■ PUBLISHER BATTLEFRONT.COM 

IN CASE YOU HADN'T HEARD, turn-based wargam­
ing fina lly caught up with modern society. Whi le a 
ha rdcore few still cling to the X's and O's of tab letop­
style hex board gaming, the Combat Mission series 
(the first of which earned our Best Turn- Based 
Strategy Game of 2000 award) has hit the genre with 

THE OTHER nominees 
the evolutionary 
zea l of its own 
personal Darwin. 

■ Medieval: Total War 
■ .(\ge of Wonders II 
■ Freedom Force 

The battles 
play out in beau­
tifully detailed 
fu ll-30 environ-

ments. You issue orders to your forces at one-minute 
"pause-time" intervals - and once you've given 
your orders, you have to watch the next minute of 
violence play out with absolutely no way to inter­
vene until the clock is up again and you get another 
chance to change or add orders. 

Not only is th is game an engaging (and realistic ) 
simulation of the experience of tactical command, 
but it's also just plain viscerally awesome. When 
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■ The rich 30 world of CMBB should lay waste to 
any complaint about how "stuffy" wargaming is. 

mortar rounds fall and bazooka teams ambush your 
tanks, you're there with the moveable camera to see 
and hear every bit of the brutality. 

Barbarossa to Berlin is as invigorating a 
wargame as any to have graced the PC in 2002. Give 
it a try, and you may yet find yourse lf becoming a 
desktop general. - Dan Morris 

menr1ons 
During the year, certain aspects 
of a game's design may stand 
out as a bright, shining part of 
a less glistening whole. Here 
are the games of 2002 that 
deserve Honorable Mention for 
some stellar work in a specific 
area of game craft. 

ounGEon SIEGE 
THOUGH DUNGEON SIEGE'S simplified party­
based gameplay underwhelmed us in its single­
play, the game's graphical fidelity created a stun­
ningly real world of adventure that overshadowed 
its flaws. Every new area bombarded our eyes 
with visual treats - a staggering achievement 
considering that OS is essentially an isometrically 
viewed RPG. Even more impressive was the believ­
able level design that had even the most spectac­
ular fantasy setting make perfect intuitive sense. 

fflEDIEVAl: TOTAL WAR 
IS MEDIEVAL A TURN-BASED game dolled up 
with a real-time game, a real-time strategy game 
gussied up with turn-based goodness, or a true 
hybrid of both? In the end, semantics about its 
genre mean nothing because Medieval is simply 
fantastic. The turn-based segment's depth rivals 
any other turn-based game on the market, and the 
number of playable factions and different scenar­
ios provides endless replayability. And the real-time 
battles are massive and deliciously gruesome. 



• Et>ic rcal•tlme 
sb'atc~· \\itb 
historical 
background 

• Recreate the battles 
of history with up to 
16,000 units 

• 8 campaigns with 42 
missions 

• 1~ playable nations 
and tribes 

• Multiplaycr mode for 
up to 7 players 

Columbus and light the spa~ 
that will kindle 300 years of 

heated battles for land, 
riches and freedom. 

Utilize new technologies, 
unique weaponry, 
improved fighting 

units and the 
dangerous world 

of diplomacy. 



THE mnTH AnnUAl PC GAfflER AWARDS 

2002 BEST RAClnG GAfflE 

nRSCRR RRClnG: 
2002SERSOn 
■ DEVELOPER PAPYRUS ■ PUBLISHER SIERRA 

THE LATEST CHAPTER IN PAPYRUS' long-running 
NASCAR Racing franchise snuck up in everyone's 
blind spot when it hit the market prior to NASCAR's 
season-opening Daytona 500 last year. On the sur­
face, NASCAR Racing: 2002 Season didn't appear to 
be much more than a seasonal upgrade to NASCAR 

THE OTHER nominees 
■ F1 2002 
■ Rally Trophy 
■ RalliSport Challenge 
■ Freedom Force 

4, PCG's runaway 
cho ice for Best 
Racing Game of 
2001 and one of 
the most signifi­
cant racing-sim 
releases of the 
past decade. 

What could the Papy crew do for an encore? 
Plenty, it seems, because it took me only a few 

warm-up laps to discover that this new sim had turned 
the overused "evolutionary rather than revolutionary" 
phrase on its ear and evolutionizedthe living crap 
out of the genre. NASCAR 2002 was much more than 
just a driver and track update; it was a completely 
revitalized game that boasted marvelously well-

■ With a precision physics model at work, you 
quickly find out how tough these cars are to drive. 

honed physics, booming new audio effects, and an 
innovative graphics engine that completely redefined 
the term "photorealistic. " Factor in its improved Al, 
enhanced replay functionality, and some new driver 
aids and tutorials, and it's easy to see why this "mere 
patch" left every other racing game choking on its 
high-octane exhaust fumes in 2002. - Andy Mahood 

2002 BEST SlfflULATI0n 

1#•1 

FLRnKER2.5 
■ DEVELOPER 551 ■ PUBLISHER 551 

WHEN A $10 UPGRADE PACKAGE (for a three-ye~r­
old combat flight sim, no less!) takes our 2002 fl ight 
Sim of the Year honors, it's a remarkaply sad com­
mentary on the state of the genre over the past 12 
months. Despite its aging pedigree and value-priceg 
packaging, SSl 's Flanker 2.5 managed to do exactly 
that in a year where all of the big flight-sim releases 
- Combat Flight Simulator 3 and Strike Fighters: 

Project I among 
the most notable 
- corkscrewed 
themselves into 
the hard deck 

because of unquashed bugs and premature release 
schedules. In attempting to attract the traditionally 
picky hardcore audience, that kind of business 
deci~ion makes absolutely no sense. 

But those calls have given this upgrade a spot­
light that it absolutely deserves. Slid ing you behind 
the controls of three Russian military aircraft - the 
Sukhoi Su-27 air superiority fighter (NATO code­
name Flanker), the carrier-based Su-33 Flanker, and 
a navalized MiG-29K Fulcrum - Flanker 2.5 is an 
aerial -combat simulation for the diehard fighter 
joc k. Boasting authentic avionics, silky-smooth 
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■ This upgrade's valu@ 11nd quality are testimony to 
SSl's commitme11t to t~e Flanker franchise. 

flight modeling, lag-free Internet play, and a com­
prehensive mission-editor utility, Flanker 2.5 scored 
a well-deserved 82% rating from us when it landed 
on retail shelves last year - ultimately placing it 
rudder-and-ailerons above all other contenders. 

It proves, if ever there was a question, that a 
finished and well-honed product will win out over 
grandiose yet "not ready for primetime" projects 
every time. In anticipation of next year's awards, 
publishers please take note. - Andy Mahood 

menr1ons 

FREEDOffl FORCE 
FOR SMASHING the ·superhero games suck" 
curse once and for all, Freedom Force easily 
earns a prominent spot on the list While it didn't 
capture any major awards (though it was nomi­
nated for, well, absolutely every category since 
Chuck was so insistent that it be honored for 
something), FF's genre-defying blend of strategy/ 
RPG comic-book action undoubtedly gave hope 
to a market segment that's been all but totally 
neglected on the PC. Congratulations to 
Irrational Games, proving that its success with 
System Shock 2 was no fluke, for delivering a 
unique gameplay format - and for supplying 
the tools with which the mod community of 
comics fans could create fresh content ad 
infinitum. We all hope there's room for a sequel. 

GRRnD THEFT AUTO Ill 
IN THE WORDS Of the legendary Blue Oyster Cult, 
Don't Fear the Port. Though PC gamers had to 
wait longer than we would have liked, Grand 
Theft Auto Ill perfectly illustrates the mantra 
that a good game is a good game is a good 
game, regardless of its platform. Truthfully, while 
Rockstar cleaned up GTA Ill's looks, it didn't add 
much to the core PS2 experience. But let's face 
it what was there to enhance? We got the 
ability to import our own music, and we got the 
mouse-and-keyboard control scheme. And 
those high-resolution graphics really did make a 
difference - try going back to the PS2 version 
after playing on the PC, and your eyes will 
bleed ... guaranteed. In our office, GTA Ill gets an 
Honorable Mention virtually every day, as it 
remains a permanent fixture on our hard drives. 





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

for more info. 
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THE mnTH Ann UAL PCGAfflER AWARDS 

2002 BEST fflASSIVELY fflULTIPLAYER GAfflE 

RSHEROn'S CALL 2: 
FRLLEn KlnGs 
■ DEVELOPER TURBINE ENTERTAINMENT SOFTWARE ■ PUBLISHER MICROSOFT 

WHILE 2002'S MMORPG OFFERINGS were sparser 
than we would've liked, Turbine took up the other 
guys' slack by putting out the prettiest, simplest, 
and most intuitive massively multiplayer game yet. 

What's more, as the sequel to a MMORPG that 
lingered in the long fantasy shadow of EverQuest, 

AC 2 had a disad-

■ Earth & Beyond 
■ Freedom Force 

vantage from the 
start. "If we didn't 
play the first one, 
why should we 
care about the 

second?" "Isn't it just more fantasy hack-and­
slash?" Yet, from our fi rst glimpse of its cutting-edge 
visuals, we knew AC 2would offer something special. 

That "something special" tu rn ed out to be the 
phenomenal ease-of-entry with which you can begin 
your adventures, a much-needed feature that has 
eluded much of its online competition. (Though we 
also appreciated that same aspect about AC 2's chief 
rival for this award, Earth & Beyond.) The game is 
deceptively deep - seemingly simple when accept-

■ Don't let the looks of the original Asheron's Call 
scare you away from the sequel - it's a beauty! 

ing linear dungeon-based story quests, but garnished 
with a ri ch crafting and economic system that ca n 
captivate fo r days (months, years, ad infinitum). 

And, of course, don't forget those pretty pic­
tures. If you 've avoided the massively multi player 
craze because you're a graphics whore, Asheron's 
Cal/ 2's one to check out. - Chuck Osborn 

2002 BEST EHPAns1on PACK 

IHI 

(TIE) THE GHOST RECOn RDD-ons: 
DESERT SIEGE Et ISLRnD THUnDER 
■ DEVELOPER RED STORM ■ PUBLISHER UBI SOFT 

SPEAKING OF GAMES OF THE YEAR, our Game of 
the Yea r 2001 kee ps getting better and better. In 
2002, Ghost Recon expanded with two fa ntastic 
add-ons. The first, Desert Siege, brought the small­
unit tactica l shooter to the featureless steppes of 
Ethiopia. Then Island Thunder followed the Ghosts 

Power 

through an alto­
gether different 
ca mp aign in 
the rain-swept 
jungles of Cuba, 
culminating in 

a deadly street fi ght in urban Havana. 
In fact, Island Thunder offered what were eas­

ily the two best multiplayer co-op miss ions of the 
year. The villa raid - where you hit the beach, 
se ize a luxury villa, and then defend it against an 
Alamo-style assault of enemy troops - is splendid 
fun. Also in the "Defend " mode, the pol ling center 
mission leaves you r hea rt in your throat as you 
(and a trusty buddy - in my case, Billy "Crea my 
Smooth " Harms) guard opposite doorways against 
waves of armed thugs determined to crush the 
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■ Your Cuban enemies may be irregulars, but 
they're well-armed, experienced jungle fighters. 

hopes of Cuban democ ra cy. The resu lting street 
fig ht is vintage Ghost handiwork. 

I'm dying to see Ghost Recon 2. If th,e old 
engine ca n be used to produ ce such cons istently 
great new material , it's mind-bog gling to imagine 
what Red Storm will be able to muste r with all -new 
musc le. In the meantim e, these two add-ons are 
sti ll getting workouts on our PCs. - Dan Morris 

menr1ons 

THE ELDER SCROLLS Ill: 
fflORROWlnD 

BETHESDA'S RETURN to the Elder Scrolls is 
highly deserving of special recognition. This 
vast RPG opened up a wonderfully freeform and 
fantastic-looking world, and backed it up with a 
mod plug-in format that we hope will become a 
model for fan-supported development The 
world looks phenomenal, and you can always 
find something to do and somewhere to go. 
Packed with sharp, pithy storywriting and back­
ground material, plus a slew of great ideas right 
from the get-go (such as your naming your in­
game avatar and picking your race via a clever 
Q&A sequence), Morrowind highlights some of 
the smart open-ended game design we expect 
to see more of in the future. 

no one LIVES FOREVER 2 
TO THIS DAY, ARTIACIAL intelligence is a 
hit-and-miss affair in PC games. But NOLF 2's 
system of purpose for each NPC - friend or foe 
- genuinely convinces you that they have their 
own lives. The subtle blend of scripted dialogue 
with object-activated interactions allows what 
seem like very simple Al characters to take on 
real individual personas. And when you use 
their supposed intelligence against them -
mugging a curious guard, for example - its 
effect on gameplay is all the sweeter. Also 
supremely deserving of recognition is Monolith's 
decision to include five maps dedicated to 
cooperative play, each one a blast to undertake 
with a buddy. Their inclusion was a welcome 
nod to what we expect to be an expanding 
feature of first-person action gaming. 
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BESTVflWE 

RRIERICR'S 
RRfflY 
■ DEVELOPER U.S. ARMY GAME PROJECT 
■ PUBLISHER U.S. ARMY 

AS A RW BWfflllY EMAILS to u11 pointed 
out in exaggerated datall, the U.S. Army's 
first game developed tor the American pub­
lic's consumption isn't totalfyfree. If you're 
a tax payer, you've help_ed fund it. With an 
estimated budget of $1 mUlien split among a 
population of 288iWti!!", your share was 
about 2.4 cents. Get over it. 

So what does 2'.4 cants get you these 
days? A11 engaging Unreal engine-:powered 

THE OTHER nominees 
■ Jeopardy 2003 
■ Shadow Force 
■ Freedom Force 

iactical 
first• 
perstin 
shooter 
that has 
become 
the new 

model for nialism In mlllfaty-themecf games, 
arid a welcome model in its cost to 
consumers. Voll start out as a raw recruit 
learning the basic training of remedial wer­
fare: how to fire end aim authentic weapons, 
maneuver through obstacle courses, commu­
nicate as a team, and even parachute from a 
plane and survive intact (That last one was 
my undoing on mora than one occasionJ 
Successfully completing each task earns you 
the gongs necessary to move up the ladder. 

Of course, the U.S. Army isn't providing 
this online multiplayer a,cperience to you out 
of the goodness of its collective cimouflage­
green heart. The game ls intended as a 
recruitment tool, end as yet, we have no idea 
if ifll be effective. -But one thing's for sure: Not 
since bearded old Uncle Sam commanded •1 
wept you1• have American youth been so 
inspired to action by out-and•out propaganda. 
And all for lnearty) free. - Chuck Osborn 

2002 BEST SPORTS GAfflE 

TIGER WOODS 
PGA TOUR 2003 
■ DEVELOPER EA SPORTS ■ PUBLISHER EA SPORTS 

NO SURPRISE, BIG SURPRISE. 
No surprise: EA Sports wins a sports-game 

award. Big, big surprise: it's for its golf franchise! 
Tiger Woods 2003 outdrives Microsoft's Links 

2003this year, in no small part because of the great 
leap forward for EA's franchise - which has tradi ­

tionally lagged 

THE OTHER nominees 
■ Links 2003 
■ Virtua Tennis 
■ Freedom Force 

behind Links. 
This year's 

edition, however, 
shows off an 
overhaul on the 
scale of the 

Marshall Plan. The full-3D environments are sprawl­
ing and lusciously rendered, with magnificent tex­
ture work. The mouse-swing offers an incredible 
spectrum of finesse techniques - the chipping, in 
particular, is almost unbelievably lifelike in its 
simulation of the " light touch." 

To be fair, Links 2003 is a terrific game, and a golf 
fan wi ll be well-served by either one of them. For me, 
though, the career progression and TV-style presen-

■ A nervous twitch on the putting green can cost 
you shots - just like in real golf! 

tation of Tiger put it ahead. The 3D camera, the first­
rate commentary, and the sheer "We're in a PGA 
event! " delight of multiplay make Tiger my choice. 

In a year in which most PC sports franchises 
(including EA's) continued to slide backward in terms 
of quality and innovation, th is one soared to an 
impressive new height. Bravo! - Dan Morris 

2002 BEST ADVEnTURE GAfflE 

SYDERIA 
■ DEVELOPER MICROIDS ■ PUBLISHER DREAMCATCHER 

THOUGH IT'S REPORTEDLY BEEN "DYING" since 
the late '90s, the adventure genre has continued to 
hang in there, most notably through the efforts of 
European developers. Unfortunately, the Myst-ifica­
tion of pure adventure gaming has resulted in an 
unbalanced emphasis on ambient intrigue at the 
expense of good old-fashioned storytelling - the 
bread and butter of classics from the likes of Sierra, 

■ Prisoner of War 
■ Freedom Force 

Lu casArts, and 
Info com. 

That's why 
Syberia, from 
French-Canadian 
developer 

Microids, is our hands-down pick for the Best 
Adventure Game of 2002. Sure, it raised the bar for 
graphics excellence in the genre - witness the 
opening funeral procession or the elaborate mam­
moth-themed university settings, for example - but 
it was Syberia's epic story that stirred my soul. 

Let's be honest, folks: the reason this genre has 
taken a financial dip in the U.S. is because, without 
a proper context, old-school object-gathering mixed 
with obscure puzzle-solving has become a bore. Our 
fleeting attention spans, courtesy of the hectic pace 

■ Adventure gamers get few decent offerings each 
year, and should snap up Syberia post-haste. 

of the Internet Age, can' t deal with a plodding plot­
line. Action games get away with it because there's, 
well, action. But unless an adventure has a great 
story, you might as well be picking up the devel­
oper's laundry. 

As Kate Walker, not only are you searching for 
the missing heir to an automaton factory in France, 
but you' re also embarking on a feminist journey of 
se lf-discovery. Speaking as a guy, that's one adven­
ture I won 't have in real life. - Chuck Osborn 
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EA T9PLAY 
HARD TO SURVI 

" .. . vibrant graphics ... quick action ... 
An interesting alternative to more 
traditional real-time strategy games" 

-Gamespot 
"An impressive game" 

-PC Zone 

Experience The Gladiators 
for yourself at 

Release 
March 2003 

http: //the g I ad i at ors. a r x e Itri be.com 
arxel 
tribe 
'f-t't-f 

me, 
Lg.I!] 
ROM 

The Gladiators© 2002 Eugen SystemsfThe ArJtel Guild. 
All rights reserved. 

, ' 111 •' 1! 

W
a Visit www.esrb.org or 
~I'" call 1-800-771-3772 

for Rating Information. 



THE mnTH AnnuAl PCGAfflER AWARDS 

THE BEST 
GfllDIRG IDOIDEATS OF 2012 
Being all you can be in a daring 
nighttime parachute assault in 
America's Army. 

Getting laid in Neverwinter 
Nights (and being so, ahem, 
enthusiastic that your courtesan 
passes out from exhaustion!). 

Lightsaber-battling side-by-side 
with Luke Skywalker in Jedi 
Knight II (shown above). 

Experiencing the swirling chaos 
of the Normandy invasion in 
Medal of Honor: Allied Assault 

The tornado sequence in No 
One Lives Forever 2. 

Sending bad guys flying sky­
high with Alchemiss' Aloft spell 
in Freedom Force. 

Paratrooping down into enemy 
territory from a B-1 7 wing, 
alongside a dozen other Allied 
soldiers, in Battlefield 1942. 

Running for minutes through a 
seemingly abandoned tunnel in 
Grand Theft Auto Ill, only to 
stumble upon some bums huddled 
around a fire - and realizing 
how detailed this world really is. 

Decapitating sniveling goblins 
with a single sword swipe in 
Arx Fata/is. 

THE ■URSI 
GfllDIRG IDOIDERTS Of 

Slogging through Jedi Knight /l's 
first few missions - lots of puz­
zles, no Force powers, no fun . 

Watching Aliens spawn out of 
nowhere, get trapped on objects, 
and prove utterly unscary in 
Aliens vs. Predator 2: Primal 
Hunt's outdoor Marine levels. 

The ho-hum hijinks on Circe's 
Island in Age of Mythology. 

Having a bloodtest tell you your 
teammate was human in The 
Thing, only to see him transform 
into a monster seconds later. 

Getting the Bond theme blared 
at you for flipping an innocu­
ous, ordinary-looking switch 
in 007: Nightfire .. . and not get­
ting it during the game's (few) 
cool parts. 

Beating Britney's Dance Beat in 
two hours, while everybody in 
the office pointed and laughed. 

- Norman Chan, PC Gamer 
intern extraordinaire 

Not hearing a peep out of the 
development teams responsible 
for Half-Life 2, Team Fortress 2, 
and Duke Nukem Forever. 
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The shocking evilization of 
Arthas in Warcraft Ill. 

Assassinating "Chunky" Lee 
Chong in Grand Theft Auto Ill ... 
by whatever means you choose. 

Taking a walk on the wild side 
through the seamy red-light 
district of Neocron. 

Being caught in an abrupt sand­
storm in Morrowind. 

Slipping on our own banana in 
No One Lives Forever 2 while run­
ning away from Indian pollcemen. 

Being shocked at the realization 
that our Uzi was shooting 
chunks off an enemy's skull in 
Soldier of Fortune II. 

Dominating in a round of 
Battlefield 1942's Wake Island 
map, with an end score of over 
150 points. 

Seeing the opening text to Half­
Life mod Heart of Evil extolling 
that it's "the only Half-Life mod 
to be officially endorsed by 
Satan 's c**k. " (And it didn't 
read "cook. ") 

Quitters! Any time during an 
online head-to-head duel when 
an opponent quit rather than 
lose a game. (It happened to 
Rob in Magic Online and FIFA 
2003, and he wins rarely enough 
to need those victories!) 

Not getting laid in Neverwinter 
Nights. Joe spent months trying 
unsuccessfully to get some action. 
Guess those girls have taste. 

Having to buy copies of Hero X, 
Legion, War Commander, and 
more when their publishers didn't 
send us copies of this junk. 









www.unrealtournament2003.com 

THE YEAR'S MOST ACCLAIMED SHOOTER. 

11 
••• beyond anything you've seen before ... it's the new face of futuristic combat" 

-PC Gamer 

"This is unquestionably the most graphically stunning shooter to date:· 
-GameSpy 

"Unreal Tournament 2003 raises the bar for first-person PC action games:· 
- Philadelphia Inquirer 

"Everyone's favorite shooter just got better" 
- FHM 

" ... UT2003 looks effin' amazing." 
-PC Gamer IGN.COM;~ EDITORS' CHOICE 

AWARD ... 
BEST GRAPHICS, TECHNICAL 

... , . 
Blood and Gore 

•violence 

0 I 6 I T R L 

~ 
: X TR E II l 

Unreal ® Tournament 2003 Cl 2003 Epic Games, 
Inc. Raleigh, N.C. U.S.A. Unreal and the Unreal logo 
are registered trademarks of Epic Games, Inc. ALL 
RIGHTS RESERVED. All other trademarks and 
trade names are the property of their respecth,'8 
owners. Unreal Tournament 2003 was created by 
Digital Extremes. Manufactured and marketed by 
lnfogrames, 1nc., New York, New York, a subsidiary 
of lnfogrames Entertainment, SA, under license 
from Epic Games, Inc. 



>» BY SCOTT HUMPHRIES «< 

~ The weekend's over. You're back in your cubicle (or your classroom) attending to the mind-numbing business of drudgery/"learning"/manning the 

NORAD missile-tracking system that occupies your waking hours. ~ The accountant denies your request for a GeForce4 1i 4600, the IT guy deletes all the 

PC games from the network, and your boss thinks a LAN party should take place in the kitchen, with enough cake and ice cream for the whole office. 

Where are you going to go to burn your dose of the Mondays?! ~ Go online! Look in the right places, and you 'll find tons of fun and fast Internet games 

that anyone with a reliable connection and a halfway decent PC can play. No money? No hardware? No problem! These games require minimal down­

load time and little or no hard-drive space, and you can close 'em with a mouse-cl ick. They're quick, low-maintenance, and best of all - they're FREE! 

http://www.pcgamer.com I PC GAMER MARCH 2003 if-j 



50 FREE GAMES! 

PUZZLERS 

1 DIAMOND MINE 
Part Bust-A-Move, part Tetris. 
Click on jewels to swap them 

and create rows of like colors. One 
of the most popular and addictive 
puzzle games on the net. 
»> www.popcap.com 

2 BLIX 
When you need a pick-me­
up and don't feel like walking 

to the Mr. Coffee, groove to this 
excellent techno-infused pong game 
by Gamelabs. 
»> www.shockwave.com 

3 ALCHEMY 
Picture a Minesweeper inter­
face where your task is to 

match symbols' shapes and colors to 
turn lead into gold. Tough but addictive. 
»> www.popcap.com 

GAMES THAT A·MAZE 

+a+ 

4 MUMMY MAZE 
Calculate your moves care­
fully to outsmart the mummy 

and escape the Pharaoh 's Tomb. 
»> www.popcap.com 

5 DANCE FLOOR 

: o~~~!:e~not a button-
mashing Dance Dance Revolution­
style game. Navigate an S-bit dancer 
around traps to clear futuristic mazes. 
>» www.coffeebreakarcade.com 

6 BUMP 
Use elbow tubes, bumpers, 
and walls to avoid traps and 

bounce Bump through the maze to 
collect coins. 
»> www.pogo.com 
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WORD TO YO 
MOTHERBOARD 

7 PSYCHOBABBLE 
It's magnetic poetry gone 
terribly awry. Compete 

against up to 11 players online to 
create the most popular phrases. 
»> www.popcap.com 

8 SCRABBLE BLITZ 
Quick four-minute bouts of 
Scrabble against online 

opponents. Guaranteed to increase 
your vocabulary - or drive you nuts. 
>» www.games.com 

9 BOOKWORM 
Feed the worm by spelling 
words in a crossword-style 

board, with bonuses for stringing 
together lots of letters. Don't let the 
burning tiles get to the bottom of the 
library, or "the roof, the roof, the roof 
is on fire. " 
»> www.popcap.com 

ITCHIN' FOR SOME 
3D ACTION 

IO SPACECOWBOY 
No 3D card, buckaroo? 
Race by yourself or 

against online challengers in this 
Wipeout-style futuristic shooter that 
has absolutely nothing to do with 
cowboys of any kind. 
>» www.eyeone.com 

11 ALIEN X 
Can't sneak Half-Life 
onto your office rig? 

This simple FPS should tide you over 
'til you get home. Hunt vicious aliens 
aboard a space station, using vari­
ous weapons and maximum force. 
»> www.3dgroove.com 

OLD-SCHOOL ARCADE 

12 RAMPAGE 
You remember: Wreak 
havoc on an unsuspect­

ing city as an Ape, Wolf, or Sea 
Creature. The first of the monster­
combat sims is still considered the 
best. Go to www.midway.com for 
web versions of this and other clas­
sics like Defender, Joust, Spy 
Hunter, and Tapper. 

13 PAC•MAN 
The original king of 
arcade gaming is still a 

blast to play after all these years. Pass 
the slow hours with a web version at 
www.neave.com, where you'll also 
find Space Invaders and Tetris. 

14 A.I. PENGO 
Control an ice cube­
kicking penguin through 

36 levels in this throwback to the 
classic ·sos coin-op. 
»> www.dtek.chalmers.se/-d3rebas/ 
creative/martinsoft/aipengo/index.html 

GOING BACK TO THE 
BOARD GAMES 

15 COSMIC 
ENCOUNTER 
ONLINE 

Before Magic: The Gathering there 
was Cosmic Encounter - the clas­
sic game that "breaks its own rules." 
In beta now, it could be online by the 
time you read this. Head over to 
www.cosmicencounter.com to get 
your free two-week trial member­
ship, and let the joy begin. 

16 BATTLESHIP: 
GENERAL QUARTERS 
An online version of the 

classic Battleship. Take on computer 
opponents at http://home.iae.nl/ 
users/franklin/. 

17 MONOPOLY 
Got hours of downtime? 
Join the other freeload­

ers on www.games.com to play this 
Java-based Monopoly game and 
other board-game favorites. 

ADVENTURE REDUX 

18 MERLIN'S QUEST 
A point-and-click 
adventure game with 

action/puzzle elements. Save 
Camelot from Arthur's evil half­
brother, Mordred. 
» > www.shockwave.com 

19 GRAAL 
A huge Java adventure 
game with an overhead 

view similar to The Legend of Zelda. 
Head here to play the free version 
online: www.cyberjoueur.com/ 
English/graal/graal.html 

20 LENNY 
LOOSEJOCKS 
There are currently 

three graphic adventures featuring 
this Aussie cartoon character on 
www.ezone.com. A throwback to 
the old LucasArts and Sierra graphic 
adventures of the ·sos and '90s, 
Lenny should keep you busy long 
enough to warrant some overtime. 

SICK & TWISTED 

21 5 FINGER FILLET 
As the name suggests, 
this one's bloodier 

than an office envelope opener 
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mishap. Try to hit the gaps between 
your fingers with a knife. (Warning: 
Not for wussies!) Hey, at least 
you've got two hands ... 
>» www.gamespyarcade.com/ 
software/webgames/sicktwisted/ 
fivefinger/fivefinger_index.htm 

2 2 INCRIMINATI 
Hide all the shady 
stuff in your bedroom 

before your parents get home. Part 
memory game, part hide-and-seek, 
and all perverted. 
»> www.seethru.eo.uk/games/ 
incriminati/index.htm 

2 3 MICRO SCOOTER 
DEATH 
Sick of that obnoxious 

co-worker riding down the hall on 
his mini scooter? Now you can live 
out your fantasy of pummeling him 
with heavy objects, to the beat of 
an oddly addicting theme song. 
Head to www.scooterdeath.com 
and start chucking. 

CLASSIC SPORTS 

2 4 GUTTERBALL 
All the fun of bowling 
without the cheesy 

shoes and beer bellies. Customize 
your ball, then head to the lane by 
yourself or with that hot secretary 
next door. 
>>> www.shockwave.com 

2 5 CUEBALL ALLEY 
3D POOL 
Though the mouse 

movements take some getting used 
to, once you get the hang of it, this 
sim is the next best thing to having a 
snooker table in the office. 
»> www.shockwave.com 

2 6 NOTHIN' BUT 
NET 
How about a time· 

honored game of horse, with your 
choice of players and courts? 
Though technically demanding, NBN 
beats the boring click-fest of most 
basketball web games. Cruise over 
to www.3dgroove.com for this game 
and other sporting diversions. 

EXTREME SPORTS 

27 SSXSNOW· 
DREAMS 
This one does require 

some 3D hardware and a small 
download. But if you've got the 
machine, take to the slopes and 
enjoy what console gamers have 
been raving about in this fine snow· 
boarding web game. 
» > www.pogo.com. 

2 8 SKATEPARK 
SESSION 
Don't let the name 

fool you: it's essentially Tony Hawk: 
The Web Game, with plenty of all ies 
and big air. If you can deal with the 
long load times and Walkman sig• 
nage, you'll be in for some great 
skateboarding action. 
»> www.arcadevault.com/tony_ 
hawk_skater.html 

2 9 MINI-PUTT 
Okay, so miniature 
golf isn't exactly an 

"extreme" sport, but this webgame 
- complete with pipes, hills, wind· 
mills, and other trademarks of the 
vintage rec sport - is still incredibly 
addictive. Watch the vectors and go 
for a hole-in-one. 
>» http://web.mit.edu/wnellie/ 
www/miniputt.swf 

FAST AND FURIOUS 
RACING 

30 SKYRACER: 
IMPULSE 
More of a racer than 

SpaceCowboy, Skyracer lets you 
test your mettle against realistic 
physics and rocket-fast computer­
controlled vehicles. 
»> www.3dgroove.com 

31 BURNING 
METAL 2D 
Better than its 3D 

brother, Burning Metal 2D plays in 
an overhead view like the arcade 
game Off Road. Collect power-ups to 
beat the competition. 
>>> www.eyeone.com 

32 NASCAR WEB 
RACING 
Like EA's other hefty 

webgame, SSX Snowdream, this one 
requires a small download. (A broad• 
band connection is recommended.) 
Head over to www.pogo.com if 
you've got the salt to play this stock· 
car web game. 

GAME-SHOW GAMES 

33 FAMILY FEUD 
ONLINE 
Survey says ... This is a 

great version of the famous TV show. 
Best of all, no kissing. 
>>> www.uproar.com 

34 JEOPARDY! 
Play Jeopardy! Classic 
or themed versions 

like Sports, Showbiz, and Techno-file 
in this excellent on line version of the 
popular TV quiz show. 
»> www.station.sony.com 

35 WHOWANTS 
TO BE A 
MILLIONAIRE 

Regis has left the building, but that 
doesn't mean you can't continue to 
enjoy this big-bucks trivia contest. 
Head over to www.abc.com to take 
a turn in the hot seat. 

STRATEGY/ 
ROLEPLAYING FUN 

36 LUNATIX 
Like old -school games 
Spellcasting 101 

and Eric the Unready, Lunatix is a 
point-and-cl ick comedy RPG . Fight 
fuzz bunnies and lunch ladies to 
gain experience and escape from 
the asylum. 
»> www.lunatix-online.com 

37 TERRA FIRMA 
This MUD is only fo r 
the hardcore (read 

"old") PC gamers who enjoyed play· 
ing text-based RP Gs like l ark in the 
days of yore. TF has tons of quests 



50 FREE GAMES! 

to keep you busy, and the best part is 
it looks like a word processor to your 
boss, so no panic button necessary! 
>» http://terrafirma.terra.mud.org 

38 NEOPETS 
It may not be Black & 
White, but this '"pet 

simulator" can be quite addicting. 
Feed, groom, and equip a Pokemon­
inspired creature to raise its experi­
ence and beat other pets in hair­
raising online battles. 
»> www.neopets.com 

2DACTION 
ORNOT2D? 

39 REAL SPACE 2 
It's basically Asteroids 
with a twist. Destroy 

waves of enemy starships to accom­
plish each mission-specific goal. 
»> www.arcadetown.com 

4 0 MV•O 17 METAL 
ARMOR 
Control a hopping 

robot in a side-scrolling shooter a la 
Moon Patrol. One of the many excel­
lent Flash games at www.ferryhalim. 
com/orisinal. 

DELIRIUM 41 Defend your gun turret 
against encroaching 

alien invaders in this highly freneti c 
shoot-'em-up. 
»> www.shockwave.com/sw/ 
content/delirium 

PLATFORM MADNESS 

42 BOTTOM OF 
THE SEA 
Get your underwater 
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diver to the ocean floor by control­
ling his trajectory and jump strength. 
The music, the art direction, and the 
graphics are all subtle but hypnotic. 
»> www.orisinal.ws/games/ 
sea.htm 

BDJ FU: WAX 
ATTACK (1 & 2) 43 Find missing vinyl to 

mix fat beats, increase your vibe, 
and take-out ""playa hatas" in this 
unique side-scrolling platformer with 
an attitude. 
»> www.shockwave.com 

44 VAMPIRE BOY 
Help a vertically chal­
lenged blood-sucker 

collect candy in a haunted castle -
even access hard-to-reach areas by 
turning into a bat. Click over to 
www.robotduck.com for this and 
some other unique games. 

TRULY UNIQUE 

4 5 SISSY FIGHT 

:~!~ictive turn­
based strategy hybrid. Create your 
own personalized schoolyard dawg 
in the Sims-esque character genera­
tor, then it"s out to the black top for 
some swishy trash-talking. 
»> www.sissyfight.com 

4 6 THE TRUTH IS 
UP THERE 
Use a virtual cam­

corder to zoom-in and record UFOs 
as they soar by. The longer and 
steadier your video is, the more 
money you'll get for your evidence. 
You can even see the recordings 
made by the 10 highest scorers. 
»> www.orisinal.org/games/truth.htm 

12SITES 
Go ahead, send out the memo: These are the sites that will save your 
sanity. Or is that destroy your seniority? Between all these sites, there are 
at least 100 ways to get fired. Don"t say we never did anything for you ... 

■ www.shockwave.com A huge selection of everything Shockwave. 

■ www.popcap.com The undisputed puzzle king of the internet. 

■ www.coffeebreakarcade.com The name says it all . 

■ www.eyeone.com Some original arcade action to be found here. 

■ www.3dgroove.com Grooves· 3D web games rule. Besides some of our 
Top 50, you"ll find advergames for Powerpuff Girls, Hey Arnold!, and more. 

■ www.happypuppy.com The classic site for free online games. 

■ www.pogo.com EA"s sponsored site has some great games. 

■ www.midway.com Nothin' like the classics. 

■ www.games.com Games up the wazoo. 

■ games.yahoo.com When you're bored at your job, get a Yahoo I.D., 
head into the game rooms, and play your friends who are bored at their jobs. 

■ www.ferryhalim.com/orisinal Games so simple yet brilliant. 

■ www.gamespyarcade.com Familiar to most as the home of online PC 
games, GameSpy Arcade also offers some fun, unique webgames. 

4 7 SOAP BUBBLE 
nred of co-workers 
invading your bubble? 

Now you can ta ke an active role in 
keeping it from bursting. With graph­
ics reminiscent of Out of This World, 
Soap Bubble is a treat to play. 
»> http://hem.passagen.se/ 
struma/Soapbubble.swf 

SHOOTING GALLERIES 

48 COMBAT 
INSTINCT 2 
You 've crash landed 

on a harsh alien landscape and lost 
contact with the fleet - what are 
you going to do? Grab a shotgun and 

take out some alien uglies with 
extreme prejudice, of course. 
Arguably the best shooting gallery­
style web game out there. 
»> www.arcadetown.com/combati2 

4 9 THE DOLLHOUSE 
Take out cranky, gun­
toting toys with an uzi, 

pistol or shotgun and try to make it 
to the attic for the fina l battle. 
>» www.gamespyarcade.com 

50 ~~ur game, select 
a difficu lty level, and 

then get ready for some classic 
bottle-breaking action in 30. 
»> www.3dgroove.com 

h ttp: / /vvvvvv.pcgamer.com 



811111,,1 811 ••• 







• rev1 s 
VOUR ULTIMATE 0 U l DE TO NEW GA :ME RELEASES 

~ GAMER RECOMMENDS 

Bust out your wallet, free up some time: these 
recent games are still worth checking out. 

• An artist's dapiction of zombies feeding in McDonald's' new PreyGround Amusement Center. .. That or a screenshat from Resident Evil 2. 

ZOMBIE CONSULTANT 
ADVISES MCDONALD'S 
Fast-food giant to consider taking menu in dramatic new dire~tion 

A 
story close to the hearts (and bellies) 
of PC Gamer's fast food-riddled 
editors concerns McDonald's, the 
once beloved utopia of all things 

fried and salted. Greatly saddened by the 
chain's plunge into the depths of medioc­
rity, famed zombie-food consultant E.B. 
Eattington has been hired to examine 
McDonald's' position within the market­
place and develop a strategy to reinvigo­
rate the beleaguered fast-food chain. 

"There must be a radical shift in think­
ing," reads the opening of Eattington's 
final proposal, Reaching the Zombie 
Demographic: What McDonald's Needs to 
Know. "The 'normal' human populace has 
expressed their disgust with McDonald's' 
bland offerings of tasteless, unhealthy 
meats, and they've moved on to tastier 
venues . The norms ain't coming back. 
It's time for McDonald's to embrace the 
zombie market." 

The first step in Eattington's five-part 
plan is to replace all of the chain's play­
grounds with PreyGround amusement 
centers. "It's true that some of the older 
and more frail zombies will appreciate the 

cookie-cutter nature of McDonald's' serv­
ice," the report says, "but most of the 
younger and more nubile dead will wel­
come the thrill of the hunt. That's what 
the PreyGround will offer - the opportu­
nity to safely hunt and devour Jive, 
screaming prey." 

In addition, the menu will be expanded 
to offer a wide selection of the most savory 
meats and organs, all of which will be 
served fresh off the body. One possibly 
contentious recommendation is that the 
zombies be allowed to see the meat being 
cut from live prey as a way of stimulating 
appetite and the digestive tract. 

"We're dead," Eattington explains, "so 
things move a tad slower for us. We need 
all the help we can get." 

There has so far been no response 
from McDonald's' headquarters in Oak 
Brook, Illinois. And even if the company 
ultimately decides to ignore Eattington's 
zombie-centric recommendations, he did 
offer one other bit of advice. 

"They could always concede defeat and 
turn all of their restaurants into Jack in 
the Boxes." 

HOW WE RATE GAMES: THE BREAKDOWN 

100'"-90" 89'"-80% 79%-70" 69"-60" 59'"-50" 
EDITORS' CHOICE EXCELLENT GOOD ABOVE AVERAGE MERELY OKAY 

It's not easy to ,, These are excellent These are pretty good Reasonable, above- Very ordinary games. 
get here, and 1 1 • 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 1 well worth your purchase, particular genre, though but they probably have a definitely find numerous 
with our unqualified and is likely a great it's a safe bet you can find faw significant flaws that better places to spend 
recommendation. example of its genre. better options. limit their appeal. your gaming dollar. 
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49'"-40" 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, end don't 
next category. say we didn't warn you I 
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VALUE PRICE CSBOOO ~ 
PERFORMANCE • New DDR400 Motherboard 

• 5331400MHz FSB and UDMA-133 Support 
• DDR PC3200, BX AGP and USB 2.0 Support 

New Intel Celeron Processor 
1.7 GHz 
1.8GHz 
2.0GHz 

Intel Pentium IV Processor 
1.8GHz 
2.0 GHz 
2.4GHz 

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 
1.8 GHz 
2.0 GHz 
2.4 GHz (533MHz FSB) 
2.53GHz (533MHz FSB) 
2.6 GHz (533MHz FSB) 
2.8 GHz (533MHz FSB) 
3.0 GHz (533MHz FSB) 

I 

• 256MB PC3200 (400MHz) DDR RAM 
• 40 GB UDMA-133 7200 RPM Hard Drive 
• 40X12X40 CDRW Drive 
• Black Medium Tower Case 350 Watt i 
• SIS Xabre 200 64MB DDR BX AGP •• I 
• Realtek 10/100 Ethernet NIC 
• Black KDS 1 r Monitor 
• Premium 5.1 Channel Sound 
• Altec Lansing AVS200 Stereo Speakers of 

2002 • Matching Keyboard and Mouse 
• IEEE 1394 Firewire Ports 
• Microsoft Windows XP Home Edition BEST BUDGET PC 

Intel Pentium IV Processor 
1.8GHz 
2.0GHz 

._...et l\tSI ~ Choke 
d.-N • n.rN Edlto,s' 

e=· tmrn fiJ 

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 

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) 

$ 799s2>01 
$ 819s2>02 
$ 849s2303 
$ 879s2>04 
$ 929s2>os 
$1,019moo 
$1 ,319s2307 

CS6000 ~ KP3000 t:;:) 

$ 379 S1301 
$ 389 S1302 
$ 439 S1303 

$ 459 S1304 
$ 479 S1305 
$ 499 S1306 

• New Intel i845GL DDR Motherboard 
• 400MHz FSB and UDMA-100 Support 
• DDR 2100, 4X AGP and USB 2.0 Support 
• 256MB PC2100 (266MHz) DDR RAM 
• 40 GB UDMA-100 7200 RPM Hard Drive 
•56XCD-ROM 
• Intel Extreme Graphics 
• Intel 10/100 Ethernet NIC 
• PCI 3D Wavetable Slereo Sound 
• Alias 440W 2.1 Speakers w/Subwoofer 
• Deluxe Windows 98 Keyboard & Wheeled Mouse 
• Microsoft Windows XP Home Edition +$89 

AMD Athlon XP Processor with QuantiSpeed 

Athan XP l 800+ $ 359 xM1301 

Athan XP 2000+ 

Athan XP 21 00+ 

Athan XP 2200+ 

$ 369 XM1302 

$ 379 XM1303 

$ 389 XM1304 

• AMD Athlon XP Processor 
• 200/266MHz FSB and UDMA-100 Support 
•VIA KLE133 PC-133 and 4X AGP 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/Subwooler 
• Deluxe Windows Keyboard & Wheeled Mouse 
• Microsoft Windows XP Home Edition +$89 
• Sun Micro StarOffice 
• AMD Certified Power Supply 

6S8000 ~ A PSBOOO t:j 

1

1 ,289s3301 
1,299s3302 
1,329s3303 
1,369s3304 
1,419s33os 
1,499s3306 
1,799S3307 

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

Activated Neon 350 Watt 
• ATI Radeon 9500 PRO ax AGP 128MB DOR 
• 10/100 Fast Ethernet NIC 
• SoundBlaster Audigy 2 6.1 Sound w/SB1394 Firewire port 
• Creative Labs Inspire 6.1 6600 Speakers w/Subwooler 
• Matching Keyboard and Mouse 
• Microsoft Windows XP Home Edition 

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

AMD Athlon XP Processor with QuantiSpeed 

Athan XP 1800+ 1639.00 XM23D1 
Athan XP 2000+ 649.00 XM2302 
Athan XP 2100+ 659.00 XM2303 
Athan XP 2200+ 669.00 XM2304 
Athan XP 2400+ 739.00 XM230s 
Athan XP 2600+ 769.00 XM2306 
Athan XP 2700+ 879.00 XM2307 
Athan XP 2800+ 919.00 XM230B 

64MB DDR 
• Matching Black 17' 0.27DP Monitor +$129 
• Realtek 10/100 Ethernet NIC 
• Matching Keyboard and Mouse 
• Premium 5.1 6 Channel Sound 
• Premium 5.1 Speakers w/Subwoofer 
• AMD Certified Power Supply 
• Microsoft Windows XP Home Edition 

' 

6S9000 ~ A KPBOOO t:jA 

1

1,119S4301 
1,139S4302 
1,16984303 
1,199$4304 
1,249S43os 
1,339S4306 
1,639S43o7 

• New Intel iaSOE 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 DMA 133 7200 RPM Hard Drive 
• 16X DVD-ROM 
• ATI Radeon 9000 3D DVD 128MB DDR 
• NEC AS 90 19' 0.25DP OSD Monitor 
• 10/100 Ethernet NIC AMO Athlon XP Processor with QuantiSpeed 

, Black NEC AS90 19" Monitor Athon XP 1800+ 11, 179xM3201 
• Black/Silver Case wf See Thru' Case Mod w/ Voice Athan XP 2000+ 1, 189xM3202 

Activated Neon 350 Watt Athan XP 21 00+ 1 , 199xM3203 
• SoundBlaster Aud1gy 51 Sound w/SB1394 f,rew,re port Athan XP 2200+ 1,209xM,204 
• Crealive Labs Inspire 51 5200 Speakers w/Subwoofer Athan XP 2400+ 1,269xM320s 
• Matching Keyboard and Mouse Athan XP 2600+ 1,299xM3206 
• Maosoft Windows XP Home Edition Athan XP 2700+ 1,409xM3201 

Athan XP 2800+ 1,459xM3208 

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

Activated Neon 350 Watt 
• Dolby Digltal 5.1 Channel Sound & 1394 

Fireware ports 
• Crealive Labs Inspire 5.1 5200 Speakers 

w/Subwooler 
• Black NEC AS90 19' Monitor 
• Matching Keyboard and Mouse 
• Microsoft Windows XP Home Edition 
• Sun Micro StarOffice ----------------------------------

ATLAS MICRO LOGISTIC INC. 
16720 E. Chestnut St., Unit D, Ci1y of Industry, CA 91748 • Tel : 626-336-6899 Fax: 626-336-6569 
Business Hour: Mon-Fri 8:30AM-5:30PM Pacific Time • Toll Free Technical Support: 877-336-6898 

Configure online@www.buv-atlas.com 
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Splinter Cell 
These colors don't run - they hide, sneak, eavesdrop, and then bust caps in your ass 

W
hen Franklin D. Roosevelt 
delivered his "Four Freedoms" 
speech in 1941, he gave the 
world a crystal-clear summary of 

the principles for which America would 
stand beginning with World War II - free­
dom of speech and worship, and freedom 

from want and fear. 
VITAL STATS Splinter Cell opens 
CATEGORY - .. with a shivery admoni-
ESRB RATING T tion: there is a fifth 
DEVELOPER Ul1Uoft freedom - to kill in 
PUBUSHER 11111 Soll 

REQUIRED Pll ._ 1_ RAM. 
1GB HD, 1- 30 canl 

WE RECOMMEND NZGHz. 
Z!IIMBRAM,3111830Clnl 

MAXIMUM PLAYERS I 

defense of the first four. 
It's a hard-hitting 

preamble to a hard-hit­
ting game - an adven­
ture that buzzes with 
the geopolitical charge 

and edgy grit of the Tom Clancy "universe." 
And by the time you've skulked, sniped, and 
sabotaged your way through SC, you'll feel 
like you've absorbed all the drama of one of 
Clancy's 700-page technothriller epics. 

SOLID SAM 
THE YEAR IS 2004. THE NATIONAL SECURI1Y 

Agency (NSA) is expanding its charter. The 
secretive organization, tasked with intercept-
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ing and decrypting enemy communications, 
has determined that the age of Information 
Warfare demands a new human element: no 
longer can it rely exclusively on electronic 
eavesdropping. So out of retirement comes 
Sam Fisher, a veteran of the days when espi­
onage required close contact and wetwork. 

After one of the more memorable intro­
duction sequences in recent years, you 
report to the NSA's offices for the privilege 
of running the training course. Sam may 
grumble at the inconvenience, but this inven­
tive tutorial does an excellent job of teaching 
you the game's fairly involved mechanics. 

It's not that there's anything terribly com­
plicated to do - if anything, the design's 
dependence on the Xbox controller (for which 
SC was concurrently developed) means that 
the interface is actually very simple. and 
streamlined. The challenge is in managing 
the vast menu of options available. 

And Sam is definitely thrown in at the 
deep end - a bloodless coup in the former 
Russian republic of Georgia installs tyran­
nical business mogul Kombayn Nikoladze 
as president, and he has a nefarious 
scheme in store for America. When a mas­
sive "information strike" paralyzes the 

ELECTRONIC EYES 

HE MAY NOT YET BE "more 
machine than man; but Sam 
Fisher can count on an array of 
electronic aides to extend his 
sense of sight. His trusty goggles 
provide night vision (in snazzy 
black-and-white, a step forward 
from the monochrome green) and 
thermal vision (a great tool for 
spotting enemies through walls). 
Even more advanced gear includes 
cameras that can be stuck with 
putty to high walls, providing you 
with a remote-controlled camera 
to see around far corners. 

United States, your new NSA cell is 
assigned to unravel the attack and "exer­
cise the fifth freedom" on the plotters. 

Gameplay is modeled closely on Metal 
Gear Solid, the stealth-and-fast-strike sneaker 
celebrated by PlayStation aficionados. SC adds 
a lot of details to the winning formula - a 
taut and plausible story, for one, but also a 
wealth of dazzling techno-toys, considerably 
more expansive and interactive environments, 
and, of course, incomparably better graphics. 

SPIES STICK TO SHADOWS 
THESE ENVIRONMENTS WILL MAKE YOUR EYES 

crawl out of your head, drooling their socket­
juices as they seek the glory on your monitor. 
Few games can even try to claim a greater 
level of detail and atmosphere in their levels, 
and the accomplishment is all the greater in 
SC because many of the levels are huge. 
The sheer artistic effort is humbling, and 
the technical effects (rustling curtains, shat­
tering glass, and particularly the elegant 
dynamic lighting) are cause for applause. 

But we've seen great-looking games 
before; what sets SC on a new pedestal is 
the way the environments matter. The basis 
of Sam's effectiveness is stealth: he's ill-
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equipped to prevail in a shootout with well­
armed or numerous enemies. He's like a 
painter, and his medium is darkness. 

Thus, your most important piece of 
equipment is your stealth meter, which indi­
cates your level of detectability at any time. 
If you're crouched silently in a pitch-dark 
alley, the level is flat zero and you won't be 
discovered (unless a sentry happens to 
blunder right into you, which does happen 
if you're not paying attention). You have to 
use your eyes and ears at every moment, 
making quick judgments about what's safe, 
what speed of motion is too fast, and how 
best to time a necessary exposure to light. 

http :/ /www.pc gam e r.com 

Before Jong, you're soundlessly sneak­
ing your way past every manner of threat 
- crawling over chain-link fences, climb­
ing drainpipes, rappelling down buildings, 
and generally creeping around like the 
world's most high-line cat burglar. 

Yet despite the fact that 80 percent of SC 
is just sneaking around the game's nine lev­
els, I never once got bored with what I was 
doing. Nerve-wracking decisions - can I stay 
put, or am I going to have to risk taking out 
this guard from behind? - haunt every step. 
And that's before the attack dogs show up. 

That's right - it's not all stealth. Ubi 
Soft's Montreal studio did a terrific job sprin-

kling the missions with spasms of frenetic 
action and tech-savvy stunts. The very first 
mission, for instance, demands a sweat-induc­
ing dive into a burning warehouse to get 
information from an informant trapped inside. 

Gunplay does play a part - though the 
actual amount of violence depends some­
what on your style of play. While the mis­
sions and the story unfold in a linear way, a 
few different approaches will usually steer 
you successfully to each new narrative 
node. Stealth is always the cleanest way to 
go - and even when a situation seems 
impossible to sneak through, employing 
some lateral thinking will usually produce a 
result and solve a problem without detec­
tion (or battle). 

One great example is the wide lobby 
where two well-spaced security guards 
seem to offer an impossible conundrum. My 
first instinct is always to dive in and smoke 
some fools, but doing so kept getting me 
killed here (thank goodness for PC saves). 
Imagine my surprise when I realized that I 
could grab one of the guards from a shadow, 
knock him out, and then deal with his com­
rade without having to worry about getting 
double-teamed in a gun battle. (Even more 
patient types have solved that room without 
the need to raise any pulses at all .) 

BOTTOMLESS BAG OF TRICKS 
SAM'S TECHNICAL GEAR IS ALWAYS GOOD FOR AN 

awed chuckle when it comes into play. The 
moment when you laser-mic two plotters 
from a distance, feeding their conversation 
in real time back to Washington, is a thrill. 
So are the cunning ambushes you learn to 
lay once you get hold of the non-lethal pro­
jectile known as the "sticky shocker." The 
most useful of all your gadgets is the 
fiberoptic camera, which lets you scope out 
what's behind a closed door. 

There's one major bog in this gamer's 
paradise: The going can get hard, and I 
mean hard. You'll move quickly through the 
first few levels, but the fifth stage (a break­
in at CIA Headquarters, in which you're not 
allowed to kill anyone) is a mountain of a 
mission that almost broke my will to go on. 
Even when I did succeed, the subsequent 
levels were no cakewalks. Brace yourself for 
some groaning frustration. (And that's on 
"Normal" difficulty - I double-dare you to 
play this game on "Hard.") 

But do press on. Splinter Cell will put a 
smile on any PC gamer's face. - Dan Morris 

FINAL VERDICT 
HIGHS: Ambitious and multi-faceted design; raw 
tension; rewards different approaches. 

LOWS: Stretches of flat-out demoralizing difficulty; 
annoying animation bug on stairways. 

BOTTOM LINE: A "stealth game" for everyone. 
even hyper action fans. 

~-~A~.tR er~ 
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Impossible Creatures 
Beneath the inventive unit system are the tried-and-true gears of a thoroughly entertainin~ RTS 

S 
dentists have been merrily using 
recombinant DNA technology for 
years, but unless you're in the 
"organic-only" vegetable crowd, it's 

not very exciting stuff so far. What they 
really need to look into is mixing and 
matching animals - not animal traits, mind 

VITAL STATS 
CATEGORY Real-time strategy 

ESRBRATING T 

DEVELOPER Relic btertainment 

PUBUSHER Microsoh 

REQUIRED PIii 500, 11JIMB RAM, 
950MB HD, 16MB 30 c1nl 

WE RECOMMEND P41GHL 
256MB RAM, 32MB 30 c1nl 

MAXIMUM PlAYERS 6 

you, but whole body 
parts. You know, like 
those freaky beasts in 
Greek mythology: a 
hippocampus (fish­
tailed horse), a griffin 
(part eagle, part lion), 
a manticore (part man, 
part lion with wings!) .. . 
you get the idea. 

If all this stuff 
makes perfect sense, then you've got a 
pretty good grasp on the premise of 
Impossible Creatures, a new RTS from Alex 
Garden and Relic Entertainment. Choosing 
from over 50 different animals (over 60 if 
you count the "bonus" animals), you select 
any two and then mix-and-match their body 
parts to get such bizarre sights as a polar 
bear with lobster claws, an eagle with a 
hippo's head, a rhinoceros with a cheetah's 
body - and myriad other possibilities. 

MARCH 2003 PC GAMER 

Along with the physical attributes of the 
creatures come the physiological character­
istics, blending traits like Pack Hunter (they 
do more damage in groups), Herding (better 
defensive numbers when grouped together), 
Immunity, Regeneration, and so on. 

So why all the animal jumble? Simply, to 
fight battles. As Rex Chance, 1930s-era 
adventurer, you start the game heading for 
the last known whereabouts of your long­
lost dad. He's nowhere to be found when 
you arrive, but according to his sultry 
assistant Lucy Willing, he's been working 
on a genetic technology called Sigma for 
megalomaniac industrialist Upton Julius -

a Moreau-style madman seeking to create a 
mutant army for world domination. 

Getting a grip on all the different ani­
mals and their abilities takes a while, but 
before long you'll start viewing them in 
terms of combat capabilities rather than 
their genus. Each animal belongs in one of 
three attack categories - melee, ranged, 
and artillery - and the combos you design 
require varying amounts of research (as 
well as resources of coal and electricity). 

The creature-design interface - the 
Combiner - is a brilliantly streamlined affair, 
allowing you to whip out new monstrosi­
ties in a matter of seconds, but the down-
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FOUR LEGS GOOD, 
TWO LEGS BAD! 
BECAUSE YOU HAVE so many animals to work 
with and can tweak each creation in several 
body areas, you can easily lose yourself in the 
Combiner, fiddling to come up with the perfect 
design - only to realize there isn't one. Besides 
defensive and offensive capabilities, you must 
also balance costs and special abilities to suit 
your foes. Here are five creature combos that 
we like to keep in mind during most missions. 

WOLOYOTE 
On some missions it's crucial that you 
immediately crank out crea-
tures. That means Level I 
Tech, and for that it's hard 
to beat the Woloyote. 
It's got a good bite, nice 
speed, and high endurance, 
and it's a pack hunter. 

DRAGONOTAMUS 
Not the speediest flyer around, 
but with 35 melee da • 
age points, this beast 
embodies the slogan 
"Death from Above." 
Plus he's got immunity 
and extra defensive 
points for herding! 

CROCERFISH 
He's not that useful in later 
can exploit the Crocerfish's 
until about the ninth c 
paign mission. 
He's super-fast in 
the water, and tho 
his melee rating is o 
attack two foes at o 

His melee damage is 
pathetic, but if you 
can keep the Electri­
phant to the rear 
while the big boys fight 
up front, his incredibly 
high Lightning Attack makes him 
the perfect escort He can swim, tool 

LOBSTOCEROS 
High melee damage and health points and 
super-strong defense make him a 
great melee unit, particu-
larly if you're 
attacking 
structures -
those pincers pulverize 
metal! He can also swim and regenerate. 

http://www.pcgamer.com 

side is that you aren't allowed to save armies 
(which can be up to nine creatures) in the 
single-player game. That's too bad, because 
such a feature would let you save groups 
designed not only for specific circumstances, 
but also for each research level you reach . 

Looking past the animals, Impossible 
Creatures plays pretty much like many other 
RTS titles - any good ones, that is. The AI 
and pathfinding routines are generally quite 
acceptable - creatures with ranged attacks 
initially try to avoid melee action, for instance 
- and the waypoint system in conjunction 
with commands like Guard, Patrol, and 
Pursue gives you tight control over your units. 

Though lots of missions wind up with 
huge, sprawling battles, you can't simply 
order everyone to fire on the enemy because 
artillery projectiles do splash damage to 
both friendly and enemy animals. Victory 
tastes sweet, particularly in the second half 
of the campaign, but stay on your toes in the 
endgames: unless you're careful, the mission 
can end without Rex collecting new speci­
mens that he might need in later outings. 

Impossible Creatures really shines in its 
multiplayer mode. Though the enemies in the 
campaign don't always use the same tactics 

reviews 

or animal combos, you still get a notion of 
what they' ll be throwing at you - a luxury 
you won't have when squaring off against 
humans who've thought of combinations 
you probably haven't dreamed of. Besides 
standard IPX and TCP/ IP support, Relic has 
added a built-in matching service called IC 
Online (part of Microsoft's Zone.com) that 
also tracks each player's stats . 

The game's limited resources and 
rather short tech tree make it easy to 
grasp, but it still has a few tactical nuances 
that take time to discover. Thankfully, 
there's plenty of monster-mashing to enjoy 
along the way. - Stephen Poole 
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Neocron 
NEOHOOKERS 

Ladies of the night (like the 
shapely Terra Cook here) sell 
their ample wares in the 
seedier alleyways of 
Neocron. Sadly, dialogue 
threads never seem to lead 
back to your bedroom. 

The gritty massively multiplayer world of tomorrow is still under construction 

P 
laying Neocron, CDV's adult-ori­
ented massively multiplayer cyber­
punk RPG, is like visiting Disneyland 
during the off-season: crowds are 

few, there's not much pampering of cus­
tomers, and many attractions are closed or 
under renovation. 1n time, it could rise to 
become a player in the online-only games 
market, but even two months after public 

VITAL STATS 
CATEGORY Onlioo RPG 

ESRB RATING M 

DEVELOPER R11kktor.com 

PUBUSHER COY 

REQUIRED Ptl 400, 64MB RAM, 1GB 
HD, IMB 3D card, Internet connection 

WERECOMMEND Plll&DO. 
,_e RAM, 32MB 30 card, broad-
bead coaffCtion 

MAXIMUM PLAYERS 
Massively m•ltipleyer 

release, it's still mired 
in the "beta blues." 

That's frustrating, 
because I'd Like to be 
able to recommend 
Neocron wholeheart­
edly. It offers a 
completely different 
experience from any 
other MMORPG cur­
rently available: a dark, 
grungy sci-fi future 
best pitched as " Blade 

Runner kicks EverQuest in the balls." It's an 
FPS, it's an RPG, it's raunchy, it's hard-boiled; 
you can make a career out of PK'ing, or you 
can make a quiet living constructing weapons 
and "poking" (Neocron jargon for installing 
cybernetic implants in other players). 

Unfortunately, the game's not finished. 
In-game terminals say that "due to a tem­
porary database malfunction," only a few 
single-player mission types are available 
and that group missions are totally offline. 
NPC-run job centers still refer you to use 
the terminals, and Neocron's many Venture 
Warp transporter booths probably won't 
become accessible until the first expansion 
pack. Plot-oriented missions are supposed 
to start by the time you read this, but isn't 
that what the beta was for? 

The action takes place during the 28th 
century in the city of Neocron, the largest 
city of humanity's colonized foster world. 
Each citizen (humanoids only) is one of 
four character classes - Private Eye, Spy, 
GenTank, or PSI Monk - and all are 
aligned with one of 13 factions that run the 
gamut from lawful to sleazy. 

(My Private Eye, for example, is a proud 
member of the Tsunami Syndicate, the 
group that operates Neocron's gaming and 
brothel industry. It's run by high-class 
madame Veronique Duchamps, owner of 
Neocron 's premier red-Light-district strip 
joint, The Pussy Club.) 

Besides rampant crime and corruption, 
Neocron also faces a major pest problem. 
As a "runner," you' ll be asked to dive into 
the sewers to kill bats, rats, and mutants; 
deliver packages; whack rivals; recycle 
garbage into useful minerals; and perform 
similarly mundane tasks. Or you can just 
go hunting through the game's vacant 
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basements, warehouses, and outlands, or 
blast other players at a NeoFrag facility. 

As in Ultima Online, character advance­
ment is more skill- than level-based . You 'll 
gain points in the areas of Intelligence, 
Strength, Constitution, Dexterity, and PSI 
Power by performing actions related to 
each. (For instance, hacking a lock 
increases lntelligence and Dexterity.) 

The twitchy combat system lets you fight 
enemies in real time. And there's a lot to 
keep track of - rate of fire, weapon accu­
racy, even the encumbrance of your inven­
tory. The system uses some behind-the­
scenes dice-rolling, but your action skills 
play an important part in your survival. 

As flawed as the game is - including 
numerous fatal run-time errors and clip­
ping bugs - I've had a blast beta-testing, 
err, playing Neocron . The storyline is prac­
ticalJy nonexistent, yet the foreboding 
ambience sucks you in: graffiti covers filthy 

slum sections; loudspeakers sternly drone 
that cops "always have their eyes on you" 
or hawk a nearby pleasure palace; bums 
beg for change; foul-mouthed NPCs rou­
tinely smack-talk; and spontaneous fire­
fights can engulf an entire city block. 

But can I recommend you pay $9.95/ 
month to play a game that's obviously not 
finished? No, I can't. - Chuck Osborn 

FINAL VERDICT 
HIGHS: Unapologetically adult tone; balances 
action and roleplaying; sci-Ii cyberpunk ambience. 
LOWS: Many bugs; a paper-thin story; non-working 
elements (two months after release). 
BOTTOM LINE: A potentially brilliant MMORPG 
that shouldn't be beta-tested by paying subscribers. 

~-~~~~R 60% 
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Street Legal 
Out of the box, it's a mess. Patched, it's a very cool racer. On your marks ... 

C 
ombining a Midtown Madness- style 
urban driving environment with a 
car-customization component of 
Motor City Online proportions, 

Activision's Street Legal has all the makings 
of a first-rate arcade racer. Alas, the "mak­
ings" are all they are - by the time the game 

VITAL STATS 
CATEGORY lllciog 

ESRB RATING E 

DEVILOPIR IIVI-

PUBUSHUI Acttrilioa Y•ln 

REQUIRED PIii liOII, 121MB RAM. 
1&MB3D conl 

WE RECOMMEND P41GHz. 
2!i&MB RAM. 14MB 311 conl. 
~riogwllnl 

MAXIMUM Pl.AYERS 1 

sputters across the fin­
ish line, you'll wonder 
where so much poten­
tial ran off to so quickly. 

Those expecting a 
digital Fast and the 
Furious will be sorely 
disappointed: this dish 
was dumped on the 
market in a thoroughly 
underdone state. How 
incomplete is it? Well, 

at press time, three sizable patches (totaling 
well over 100MB) have already been 
released, and at this rate the damned fJXes 
will soon outsize the game itself! 

Although Quick Race and muJtiplayer 
options are conspicuous by their absence, 
SL does deliver a surprisingly deep Career 
mode. Here, you purchase a modestly pow­
ered starter vehicle and then take to the 
game's traffic- and pedestrian-choked streets 
to challenge other "Club Members" for pres­
tige and money in solo, point-to-point races. 
You can then use these earnings to upgrade 
to another of the 16 fictional cars, or to repair 
the inevitable breakages and wear-and-tear. 

So far, so good. Problem is, SL's graphics 
engine is by far the buggiest and most 
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poorly optimized that I've seen in years, 
with enough frame-rate bottlenecks, clip­
ping, draw-through, and CD-access pauses 
to leave you gasping in your chair. Factor in 
some counterintuitive mouse routines (criti­
cal for garage navigation), insipid AI, 
numerous crash-to-desktop bugs, and the 
crappiest controller support I've ever wit­
nessed - the game rejected all five of my 
joysticks - and you wind up with one of the 
sloppiest excuses for a PC driving title ever. 

If you have the patience (and the band­
width) to download and install all of the 
available patches, then you can probably 
bump that 42% score up by as much as 20% 
to 30%. Out of the box, however, Street Legal 

- Andy Mahood 
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Fighter Ace 3.5 
A massively multiplayer World War II aerial combat sim for the rest of us 

T 
he online skies are beginning to get 
crowded. Fresh on the heels of iEN's 
newly refurbished WarBirds ill, 
Jaleco has just rolled Fighter Ace 3.5 

out of the hangar - and if you've been 
holding out for a seat sale, this upgraded 
multiplayer service may be just the ticket. 

Once the darling of the "relaxed real-
ism" flight-sim crowd when it flourished as 
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action alternative to 
the ultra-realistic and 
punishingly difficult 
WarBirds and Aces 
High experiences. 
Jaleco Entertainment 
(nee VR-1) split from 
Microsoft in early 2002 

to set up its own game servers, and even 
without the Zone's built-in customer base 
to prop it up, the subscription-based 
service continued to hold its own against 
the other World War II- themed MMOG 
~ties. The latest 3.5 upgrade is so massive, 
however - the download tops out at over 
350MB - that Jaleco was compelled to 
release a standalone CD version to entice 
new subscribers and ease the burden on its 
dial-up customers. 
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As with the recent WarBirds retail 
release, there isn't much depth to the 
game's offline component. Eleven interac­
tive training missions and five practice 
missions will get you up to speed on the 
various aircraft controls, but the real test 
doesn't come until you face off with real 
flesh-and-blood human opponents onJine. 

With a subscription fee of only 
$9.95/month - affordably less than 
WarBirds m 's $24.95/month and Aces 
High's $14.95/month rates - FA 3.5 is a 
bargain among onJine sims. Better yet, 
your modest $20 outlay also buys you a 
gratis three-month subscription, which 
should make the stingiest of Internet fly­
boys sit up and take notice. 

You get tons of features, too. FA 3.5 
includes 96 flyable aircraft, ranging from 

If you're expecting an easy time 
in the "arcade" arenas, think 

again. The skill level of Fighter 
Ace regulars is pretty high. 

nimble Spitfire and Mustang fighters up to 
multi-station bombers and heavy trans­
ports. You can adjust the individual flight 
models from arcade-simple to fully realistic, 
and the varied arena options include turn­
and-burn dogfights and complex, resource­
based territorial-conquest scenarios. 

Although multi-station bomber slots can't 
be shared with other players, you can still 
execute bombing raids and paratrooper 
drops with allied pilots, and ultimately 
"trigger" armored AI ground offensives that 
require a coordinated air-to-ground response. 

Factor in the richest graphics currently 
offered in any online aerial combat sim -
the breaking surf at Pearl Harbor must be 
seen to be believed - and it's not uncom­
mon to see upward of 500 players on the 
servers with you at any given time. 

This number can be both a blessing and 
a curse, however, because while crowded 
skies certainly add to the overall gaming 
experience, serious lag and warping issues 
can result when some of the more popular 
arenas get too full . Thankfully, alternative 
arenas are available, and just as much action 
can be found in the arcade and intermediate 
sections as there is in the full-realism areas. 

If the steep monthly price tag and even 
steeper learning curve of services like Aces 
High and WarBirds III have kept you and 
your joystick at home, it's time to get out of 
the house. Fighter Ace 3.5 has something to 
offer for anyone with a working trigger fin­
ger, a penchant for aerial destruction, and 
$10/month to spare. - Andy Mahood 
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Hegemonia 
You get brains and beauty in this real-time approach to epic space conquest 

T 
hough it sounds like a nasty med­
ical condition, Hegemonia is actu­
ally an enjoyable interstellar romp, 
wrapping rich resource manage­

ment and hypersonic combat around a 
gourmet 3D engine. 

It's empire-building in the tradition of 
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Master of Orion, 
though probably only 
half as complex. 
Hegemonia even 
solves certain prob­
lems with traditional 
turn-based space 
games by throwing 
scale out the window 
(Earth is roughly a 10-
second jaunt from 

Mars) and dishing up wild, gratifying 
slug-a-thons to keep the pace fresh . 

You spend most of the game research­
ing technologies to improve your military 
vessels and planetary assets to conquer 
new systems, accessed through worm­
holes. You gather resources from aster­
oids, or through barter with merchant 
vessels. Upgrades include proton cannons 
and quantum missiles for your ships, 
or cultural doctrines that impact your 
planetary production. 

Combat is completely dictated by tac­
tics, technology level, and unit selection. 
Build limits prevent either side from cre­
ating massive armadas, so you can forget 
about slinging armfuls of ships at ene­
mies; the better tactician will prevail -
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especially those who wisely marshal their 
experienced veteran units . 

The interface cleverly melds 2D and 3D 
views. The 2D mode is a convenient level 
playing field for deploying and managing 
units, while 3D mode is mostly for enjoy­
ing the fireworks . Transitioning between 
views occurs in real time, and you can zip 
around the full 360 degrees using the 
right mouse button in either view. 

As good as it is, Hegemonia has a 
few distracting flaws. First, some of the 
story-based missions suffer from "What 
the hell do I do now?" syndrome. Scripted 
assignment points are often unclear, 
and leave you with more questions than 
you had before they popped in. You're 
told to "build military base type A" or 
"destroy pirate faction X" without being 
shown how or where - leaving you 
scouring the manual and the map for 
clues . Also, certain missions seem to 
flat-out break, refusing to present you 
with a promised enemy base or squadron 
and forcing you to replay the scenario to 
get past the hiccup. 

On the whole, though, Hegemonia is a 
smart, fun game, and a great example of 
how to take turn-based depth and spruce it 
up with a real-time interface and wickedly 
good graphics. - Matthew Peckham 



reviews 

The Gladiators 
Do good, fresh RYS games still exist? Apparently so! 

I 
o you remember when real-time 
strategy games were fresh? When 
you could bathe in their goodness 
without feeling like you were 

paying rote homage to an overcooked 
franchise? Well, crack a brew for the 
cause, because Arxel Tribe's The 
Gladiators trades in bumpkin-building for 
fast-paced and hilarious arena combat. 

VITAL STATS 
The story is delib­

erately kooky. In the 
late Seventies, ex­
Marine Greg Callahan 
is yanked out of 
prison to play rocket 
monkey for govern­
ment investigations 
into black holes. After 
being quickly shot 
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down the throat of 
one, Callahan pops out on the wrong side 
of the universe, smack dab in the middle 
of a galactic fight to crown a new 
emperor. Emperor of what? You're already 
asking too many questions. Just worry 
about the task at hand: beating the snot 
out of hordes of roaring aliens . 

You do so by managing grunts with 
different specialties, from small arms and 
incendiary weapons to ground- and air­
based vehicles. Your tactical options are 
limited to setting formations, moving, and 
attacking. But this turns out to be a fine 
system, since each board is an obstacle­
choked gauntlet propelling you forward at 
breakneck speeds, all of which makes 
heavy thinking a no-no. 

That's not to say you don't have deep 
tactical decisions to make. Height and 
terrain have never been more critical, or 
integrated so seamlessly into the func­
tions you perform as strategic com­
mander. Hiding in bushes or tall grass 
allows you to ambush or evade enemy 
units. Staffing watchtowers or ridge walls 
with missile weapons helps you withstand 
an offensive assault. 

Each arena pits you against another 
enemy gladiator and his forces. The early 
matches run quickly (maybe 30 minutes to 
complete), while the later missions are 
much longer and broken into a series of 
offensive and defensive mini-games 
requiring you to either hold or take terrain 
from your opponent. 

Along the way, you acquire special 
abilities and spend accumulated power­
ups to build replacement units on the fly. 
The matches culminate in bone-crunching 
blast-a-thons with the head honchos, who 
are exceptionally difficult to defeat. Little 
extras like the dynamic cheering (or boo­
ing) crowd, the real-time score-tallying, 

MARCH 2003 PC GAMER 

and the appropriately annoying emcee add 
volumes to the zany atmosphere. 

Tactics and use of terrain take prece­
dence over unit diversity and brute force. 
Forget tank rushing : That won't work here, 
no matter how large your assault groups . 
The enemy AI is sharp - it'll bypass closer 
units in favor of tackling forces on more 
favorable terrain, and will even perform 
flanking moves when it's on the offensive. 

It all looks splendid, from the rippling 
reflective water to the steamy jungle 
maps, and the audio effects are big and 
meaty. (The developers were careful to 
include a range of detail settings, but 
you'll need a beast of a rig to see the 
game in all its glory.) 

Nitpickers will note the short cam­
paigns. Fortunately, four multiplayer 
modes offer life after solo-play, and 
include deathmatch and capture the flag . 
Still, the voice-acting is sometimes just 

plain bad (as opposed to hammy), and the 
AI has an annoying tendency to abandon 
fortified structures to attack enemy units. 

Otherwise, The Gladiators is an emi­
nently chewable bit of bubble-gum enter­
tainment. RTS developers have been clinging 
timidly to formula for years, but this 
entry breaks the mold enough to warrant 
special commendation. - Matthew Peckham 

http://www.pcgamer.com 



Armored Task Force 
The perfect balance between serious military sim and playable wargame 

I 
twas an interesting thing to learn and 
play Armored Task Force with war 
clouds hanging over the Persian Gulf. 
This in-depth simulation of modern 

combined-arms warfare was designed 
and overseen by Army officer Capt. 
Patrick Proctor, and it closely simulates 
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the real-time experi­
ence of a battalion 
commander in mecha­
nized combat. Its 
down-to-the-vehicle 
scope encompasses 
the full spectrum of 
maneuver warfare in 
the early part of the 
21st century. 

The simulation is 
complex, to be sure, but it's far from a 
hexes-and-X's boardgame. Individual 
units and vehicles fight it out on a real­
time clock. Yol,l can pause to issue detailed 
orders, but the realistic pace and scale 
provide ample time for you to issue full 
orders without feeling any more rushed 
than a real commander does. 

Built on the fine foundation of 
ProSIM's earlier Brigade Combat Team 
line, this package features four-scenario 
campaigns in three theaters: Iraq, 
Germany, and the National Training 
Center in the California desert. All are 
built from genuine topographical maps of 
the areas. A pair of training scenarios 
intended to teach the basics of offense 
and defense round out the package. 
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You can play (at the simplest level) as 
the overall battalion commander, allowing 
the game's powerful AI routines to fight 
all the tactical battles as their training 
dictates . But as you learn the mechanics, 
you can select lower and lower echelons 
to command as well, right down to single 
tanks and infantry squads. 

You get to engage in a wealth of oper­
ations: breach obstacles; fortify defensive 
positions against enemy assault; call in 
airpower; scatter artillery-delivered mine­
fields; even participate in the nerve­
wracking political exercise known as 
"coalition warfare. " 

After just a few scenarios, I was learn­
ing fast from my mistakes. Before too long, 
I was crafting victories using the game's 
harsh lessons about reconnaissance intel­
ligence and the need for pre-sighted 
artillery zones. (Special props are due to 
the absorbing, highly educational manual 
- almost a portable military education.) 

This game isn't for everyone, and more 
than one of my co-workers could be heard 
scoffing as he passed my computer because, 
let's face it: a wargame is a wargame. But 
Armored Task Force is as accessible and 
deep as a serious military simulation can 
get. If you want to taste command in mod­
ern war, this is your game. - Dan Morris 
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The Sims Online 
Is this really the way to bring The Sims' 8 million-plus game buyers online? 

M 
assively multiplayer online 
games were really starting to 
grab attention right around the 
time The Sims first appeared. 

Popular as the game was (and is), if one 
game was meant for online application, 
The Sims had to be it, right? 
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features, and it's not 
any prettier than the original. In fact, most 
of the art, animations, and objects are 
taken directly from The Sims. 

That said, Th e Sims Online is still 
going to be as addictive as "EverCrack" 
for hundred~ of players, thanks to its 
inherent social aspects. Chief among 
these is the fact that there's really not 
much sophisticated stuff to do - in fact, 
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there's much less to do than in the stand­
alone game and its add-ons. 

It takes an age to build up your Sim's 
skills, and then only via static exercises 
such as reading books and playing chess. 
Most of the game involves staring at your 
Sim for long periods of time. Therefore, to 
keep it interesting, most folks chat. And, 
depending on where you're at, you can find 
some lively conversations - and build 
some real "virtual" friendships - which is 
the hook for many players. 

So at its core, The Sims Online feels like 
a glorified chat room. 

If you're the sort who enjoys the chat­
room life, you'll probably enjoy using the 
many humorous and witty emotes and 
interactions on other Sims. (Making friends 
and raising skills earns new ones, which 
keeps things fresh.) On the other hand, less 
patient (or more introverted) players will 
probably be bored beyond belief - even if 
they enjoyed The Sims. 

You start out by choosing what your 
Sim will look like, picking from one of 
dozens of faces, outfits, and skin tones. The 
level of customization is very basic, though: 
you won't find height, weight, age, custom 

tattoos, or jewelry. And you can't change 
your Sim's basic appearance once you've 
entered the game, which is a bummer. You 
can alter it with temporary changes of 
clothing, but that's it. 

Next you select a server (your "city") to 
live in, though the differences between 
them are only cosmetic. You can create a 
total of three Sims, each one on a different 
server, which becomes its permanent home 
- so if you've got friends playing, find out 
where they live before creating your Sim! 

You get 10,000 "Simoleons" with which to 
start out your new virtual life, but the money 
goes fast and is tough to replace. You can 
use it to buy a lot and start a home of your 
own, or look for a pad needing roommates. 
The latter choice is really the best way to 
go, especially if you're not going to be 
online often (read: 15 to 20 hours a week), 
as house leaders really need to be around 
as much as possible - any roommate can 
alter the design of the house while you're 
away, for instance, which should have been 
a feature the house owner could lock. 

It can take a long time to build the online 
house of your dreams, so having someone 
mess with it can be very, very frustrating. 
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In addition, the 10,000 Simoleons may seem 
fair, but it's barely enough to furnish a tiny 
apartment. So it's best to explore options 
before plunking down your cash. 

"Exploring" The Sims Online consists of 
randomly selecting another Sim's lot to 
visit; popularity ratings provide a sense of 
what's hot and what's not. In these houses 
you'll find skill and job objects that your 
Sim can "use" alone or with others -
some, such as pizza-making machines, 
require several Sims to work together. The 
more Sims use an object, the faster its 
related skill will rise - or the more money 
your Sim will earn. Question, though: why 
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. not have Sims collaborate on something 
"real" for cash rewards, such as a commu­
nity newspaper? 

Your Sim has the familiar needs that 
you must keep "greened up," such as 
hunger, hygiene, fun, and sleep. Thankfully, 
micro-managing needs isn't nearly as vital 
as it was in the offline game. In general, 
these needs all decrease much more slowly 
than in The Sims, so ideally you'd expect 
more time for socializing with other players. 

Unfortunately, the game's economic sys­
tem is so under-developed and basic that youll 
usually find most Sims frantically reading 
books, playing chess, and making potions 

to raise their skills and earn cash. The job 
objects are incredibly repetitive, almost to 
the point of being absurd, but they' re the 
only way to build up your Sim's finances. 

As a result, while most homes have dif­
ferent names and decor, they have incredibly 
similar functions. Most of the popular pads 
at press time were those that offered "all 
things to all Sims," meaning they had every­
thing a Sim could want to keep its needs 
met, skills progressing, and cash rolling in. 

Maxis has promised that bigger and 
better options are coming, particularly in 
regard to the economy, but as the game 
stands at launch, it feels woefully incom­
plete on many levels. 

For instance, even the social aspects of 
the game aren't fully fleshed out. The emotes 
and Sim interactions are great, but the chat 
functions are far too basic. There's no option 
to store common sayings for reuse with a 
key press, for instance. And there should 
be symbols to tell other Sims when you're 
away from the keyboard - which many 
Sims are when they're building up skills. 
(And let me just say again: this process is 
way too dull. It can take six to eight hours 
to max out just one of your skills. Imagine 
sitting at your PC watching your Sim read 
a book for that amount of time! Maxis 
should have at least set up the game so that 
chatting during this time raised your 
social-need levels.) And the chat window 
lets you keep track of only a very brief por­
tion of a given conversation - you can't 
scroll backward for an item you missed. 

Also, while your Sim can propose to 
another Sim, marriages aren't official, and 
they bring no benefit to your Sim like they do 
offline. It would've been cool to see marriages 
offer financial and social benefits, and then 
need to be officially dissolved if they went sour . 

Finally, each city consists solely of Sim 
residences - there are no dedicated shop­
ping/recreation/dining/theater districts, or 
even neighborhoods (though those are 
coming, apparently). Maxis provides the 
technology and online real estate, but it's 
up to you to do the rest. Unfortunately, "the 
rest" includes finding ways to make an 
essentially motionless game interesting. 

After the free 30-day subscription period 
runs out, we'll see how many Sims fans are 
willing to part with $10/month for what's 
available out of the box. In its current form, 
The Sims Online may be chock full of poten­
tial, but it's woefully limited. - Steve Klett 
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Search & Rescue 4: Coastal 
Heroes/Vietnam Med Evac 
A pair of chopper sims that let you save lives rather than take them 

H 
elicopter simulations are few and 
far between these days, but thanks 
to Danish developer InterActive 
Vision, PC chopper-heads have two 

new chapters in the Jong-running Search & 
Rescue series. Search 

VITAL STATS & Rescue 4: Coastal 
Heroes is a direct 
sequel to last year's 
S&R 3 Coast Guard 
sirn, while Vietnam Med 
Evac places you in 
command of a venera­
ble Bell UH-1 "Huey" 
helicopter as it executes 
wartime rescue mis-
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sions in the jungles of 
'Nam. True, you don't get to blow anything 
up with Hellfire missiles here, but the warm 
and fuzzy feeling that you get deep down 
inside after you've saved your first dozen 
or so lives should more than compensate. 

SEARCH & RESCUE 4: 
COASTAL HEROES 
Coastal Heroes showcases three of the U.S. 
Coast Guard's workhorse helicopters - the 
BK-117 C-1, HH-65A Dolphin, and Sikorsky 
SH-3 Sea King - operating out of 10 varied 
scenery locations. As with its predecessor, 
Heroes pitches you a whopping 100 pre­
scripted missions, which can be played out 
independently or as part of a massive linear 
campaign. Along the way you're asked to 
deploy a variety of life-saving equipment 
and perso_nnel - including hoists, litters, 
slings, and rescue divers - as you respond 
to myriad emergencies and distress calls. 

The flight dynamics on each of the chop­
pers are quite convincing (as long as the 
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realistic flight model is selected), and a deft 
touch is definitely required on the cyclic and 
collective controls to keep your whirlybird 
airborne. Advanced helicopter ·physics like 
asymmetric lift and retreating blade stall 
may daunt unwary pilots, while the sim's 
underlying mission goals - which often 
involve lengthy hovering maneuvers in high 
winds and inclement weather - will test 
your stick and rudder skills even further. 

Some stilted character animations and 
less-than-cutting-edge 3D terrain are defi­
nite shortcomings, but you'll find more 

than enough rotary-wing 
flying challenges in S&R 3 
to secure it a lengthy 
hitch on your hard drive. 

VIETNAM MED EVAC 
A Coastal Heroes carbon 
copy in many respects -
particularly in its control 
scheme, gameplay struc­
ture, and graphics engine 
- Vietnam Med Evac 
transplants the Search & 
Rescue premise from the 
U.S. mainland to the war­
torn hillsides of Vietnam. 
The twist here is that 
while the recovery of 

wounded or stranded soldiers with your 
chopper's rescue gear remains your primary 
goal, you're often compelled to do so while 
under hostile fire. For this reason your UH-1 
Huey also has a 7 .62mm machine gun 
(which can be either AI- or player-controlled) 
mounted by the rear cabin door for dealing 
with any "hot" LZs that you might encounter. 

Don't expect any Comanche 4-quality 
battle scenes: the aforementioned medium­
poly graphics and marionette-like character 
animations ultimately compromise any real 
suspension of disbelief (though they earned 
the game a Teen rating). Still, VME's solid 
simulation of real-world helicopter dynamics 
and its full-to-overflowing set of scripted 
rescue missions make its gameplay every bit 
as deep as that of S&R 4. - Andy Mahood 

http:/ /www.pcgamer.com 
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Militarism 
CATEGORY Real-limo strategy ESRB M DEVELOPER Summi1Soft PIIBUSNER SummilSoft REQUIRED PII 300, 64MB RAM, 170MB RAM WE RECOMMEND PIii 500, 128MB RAM, 30 card MAX. PLAYERS 8 

T he year's barely started, but we've 
already got a strong contender for Worst 
Game of 2003. Militarism is easily one 

of the weakest RTS games I've ever played. 
Several flaws keep this far-future fiasco 

from achieving even mediocrity. The first is a 
total lack of strategic elements. Leading troops 
into battle has never been more monotonous: 
all of my confrontations devolved into click-

fests wherein sheer numbers dictated the 
victor. Different unit types serve only to add 
variety to the visuals, because new units 
don 't add unique abilities to your force. 

A bland single-player mode doesn't help, 
either. As one of two forces - humans or 
the alien Malkari - you trudge through an 
uninspiring campaign full of cliched rescue 
and assault missions. The two sides have 

independent advancement 
tracks and building styles, 
each reflecting stereotypi­
cal human and alien char­
acteristics, but it's nothing 
we haven't seen since at 
least as far back as 
StarCraft. A tutorial is 
badly needed and not 
provided, so you have to 
figure out the technical 
aspects by yourself. 

Militarism supplies 
several dozen maps to 
use in multiplayer skir­
mishes against other 
players or the computer, 
but I doubt you'll even 

last that far. The game is pretty ugly-look­
ing to boot - stuck at an unacceptable 
maximum resolution of 800x600, which 
doesn't accommodate the 3D engine at all. 

With all of Militarism's problems, you'd 
think there'd be some redeeming value 
lurking about, but no such luck. Steer clear 
of this stinker. - Norman Chan 
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Snowboard Park Tycoon 
CATEGORY Arcada ESRB E DEVELOPER Cat Daddy Games PUBUSHER Activision Value REQUIRED PU 266, 32MB RAM, 400MB HO WE RECOMMEND Pill 450, 64MB RAM, 600MB HD MAXIMUM PLAYERS 1 

H ello, Reader Tycoon. Thanks for 
perusing this Review Tycoon. I hope 
it helps you decide whether or not to 

purchase Snowboard Park Tycoon Tycoon. 
If you haven't noticed, I've adopted the 
logic of Activision Tycoon, since I'm a 
Reviews-Writing Tycoon. Stick the Tycoon 
word on the end, and count the flood of 
incoming cash (Tycoon). 

The weird thing is, this game has 
absolutely nothing to do with being a 

r 

Zapper 

tycoon. It's a marginally competent snow­
boarding game that also lets you build your 
own course. That's it - no economic (dare 
we say, tycoon) model, no option to build a 
park or attract paying customers, no man­
agement of anything whatsoever, short of 
controlling a snowboarder as he throws 
himself down a mountain slope. 

Nevertheless, Snowboard Park Tycoon 
isn't a complete no-hoper. The career 
mode is actually pretty challenging, as 

you try to unlock new 
mountains to hurl your­
self down. Some of the 
tasks include pegging 
other boarders with 
snowballs, straight-up 
racing, a photo contest, 
and my personal favorite, 
the Broken Bone 
Challenge, wherein you 
must break all 206 of 
your bones within 90 
seconds. You'd think that 
with such shoddy con­
trols you'd have no prob­
lem accomplishing this 
feat, but it's a lot harder 
than it seems! 

For a budget title, this game isn't terri­
ble - it's just very average. Pulling off 
anything more than simple tricks is 
incredibly hard; the graphics serve their 
superficial purpose and then stop impress­
ing; and the course-creation tools are too 
clunky to make you commit to building 
slopes. Oh, and the tycoon factor is pure 
misnomer - all marketing hype and no 
game substance. - Bert Salkmoor 

CATEGORY Arcade ESRB E DEVELOPER Blitz Games PUBLISHER lnfogrames REQUIRED PIii 450, 64MB RAM, 415MB HD WE RECOMMEND PIii 600, 128MB RAM, gamepad MAXIMUM PLAYERS 1 

F rom the makers of Frogger 2: 
Swampy's Revenge comes Cricketer! 
Okay, it's really called Zapper, but the 

insect reference would be more fitting 
considering how similar this game is to its 
amphibious predecessor. 

You play as the eponymous cricket, off 
on a quest to save your little bro Zipper, 
who's been abducted by Maggie the 
malevolent magpie. (No, really.) As you 
search for Zipper, you'll also need to find 
and destroy the six eggs that Maggie has 
left within each of the 20 or so game levels. 

While the mechanics of the gameplay are 
similar to those of the Frogger/Frogger 2 
PC titles, the game does manage to feel like 
more than just a cashing-in on past successes. 
New powers include using your antennae 
to find the nearest egg on the level, which 
eliminates a lot of frustration when there's 
just one egg left. You can also zap objects (to 
uncover hidden power-ups) and creatures 
(killing some and only stunning others). 

Using the familiar top-down perspec­
tive, the colorful graphics are simple and 
clear. Zapper's levels are fairly linear, with 
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an array of leaping-on-logs puzzles and 
avoiding-the-pattern-running-snail scenar­
ios. Much of the challenge is in dealing 
with the way Zapper moves: you need to 
plan your path ahead of time to compen­
sate for the "one square at a time" control 
scheme. Twenty lives (and the convenient 
ability to continue even when you lose 
them all) means you'll have no problem 
completing the game, though. 

Arcade fans may get a kick out of 
Zapper's nostalgic stylings, and it's cer-

tainJy a harmless puzzle diversion for kids. 
It's also priced right at $19.99 (unlike the 
console versions, which cost twice that 
much), and will keep tykes entertained for a 
few days. Its simple and forgiving dynamic, 
short span, and quirky characters hit its 
intended "family fun" mark. - Bert Salkmoor 

http://www.pcgamer.com 
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Dark A e of Camelot: The lnconnu are 
Albion's new 
inhabitants, and 
they make very 
good (and scary­
looking) necro­
mancers. They 
also craft giant 
back-scratchers. Shrou ed Isles 

An already excellent online RPG gets an all-new goodness infusion 

F 
rom a positive out-of-the-box release, 
Dark Age of Camelot has progressed 
a long way in just over a year, facing 
down the ever-present MMORPG 

bugbears of class balance and item balance. 

VITAL STATS 
That's not to mention 
the added problem of 
realm envy in a game 
that pits three warring 
kingdoms of players 
against each other. 
("Our frontier zones 
suck, you get more 
classes than us, your 
helmet graphics look 
so much better, it's not 
fair, I quiliitt!") Despite 

CATEGORY OoliH RPG 

ESRB RATING T 

OEVEUIPEII Myllli< Eldertal-11 

PUBUSHER Myllllc E1119rtal-ot 

REQUIRED D..tAgoolc-lot. 
Pin 1.lGIWAlllloo JIP, Z!llll811AM. 
3ZM83Dconl.-•oo­

WEREC0MMIEM) P4ZGHz. 
512IIBIIAM,6411113Dconl,-

MAXIMUM PLAYERS 
-ly11olllp1a,.. 

1111=1 

all this madness, Dark 
Age of Camelot has cultivated a strong sub­
scriber base, with an expanding number of 
servers offering slightly diverse experiences. 

And with the Shrouded Isles expansion, 
developer Mythic is further bolstering its 
position. Three new continents have been 
added - one for each realm - replete with 
new towns, monsters, loot, quests, and 
intrigue. You also get three seriously high­
level dungeons on each isle for those maxed­
out players wishing to find something to do 
outside of amassing realm points. 

A pair of classes has also been added to 
each realm, along with a new race (for a 
total of six new classes and three races), 
giving experienced players fresh game 
mechanics to try out. 

And these classes are genuinely inter­
esting to play. How does a necromancer 
class grab you? This spellcaster is novel in 
that he turns into an ethereal shade when 
his undead pet is summoned, meaning he 
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can't be harmed at all (as long as his pet 
doesn't die). 

Then there's the bonedancer, who 
summons multiple pet minions that can be 
fighters or casters; he's essentially his own 
D.l.Y. party. Or perhaps you prefer fighter 
types, such as the reaver and his lifetap 
spells, area-of-effect shouts, and the ability 
to specialize in flexible weapons so you can 
bypass your enemy's armor. A great deal of 
thought and a fair splash of innovation 
have gone into these additions. 

DAOC's graphics have also been spruced 
up with an improved 
engine. The environments 
are much more detailed, 
with more realistic brush 
cover and superb new 
water and reflection 
effects. Some of the new 
monsters are intricately 
detailed as well. As an 
added bonus, the frame 
rate is noticeably 
smoother in action-packed 
situations than it was in 
the original release. 

Minor tweaks have 
been made to the interface 
- you can now have 10 
spells or abilities hotkeyed 

instead of eight - and some relaxing ambi­
ent music has been bolted on to the sound 
side. It's also worth mentioning that the 
new lands offer plenty of enjoyable quests, 
with the customarily intriguing plots and 
entertaining scripted events that have come 
to characterize Camelot's online worlds . 

There's a good wedge of new content 
and some polished visuals in the Shrouded 
Isles package, but what's missing is any 
sort of improvement to the game's Realm­
vs. -Realm premise. That's the weak side of 
this expansion: it concentrates entirely on 
the PvE (Player-vs.-Enemy) game, which is 
somewhat disappointing given that the 
realm rivalries are the game's biggest sell­
ing point. But you' ll certainly get your $30 
worth from Shrouded Isles. - Darren Allan 

http: / /www.pcgame r.com 
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Anarchy Online: The Notum Wars 
CATEGORY Online RPG ESRB T DEVELOPER Funcom PUBUSHER Funcom REQUIRED PII 300, 128MB RAM, 3D card, Internet connection WE RECOMMEND PIii 450, 256MB RAM MAX. PLAYERS Massively multi player 

"booster pack" - sort of 
a mini-expansion that, 
with an M.S .R.P. of$19.95, 
has a slightly lower price 
than a full add-on. 

Debuff land-stealing snakes with a Guardian Conductor of Corruption. 

In addition to the full 
game client, Notum Wars 
introduces you to the 
wonders of Notum min­
ing, which is really just 
an excuse to give high­
level Omni-Tek and Rebel 
clan members a pretext 
to attack one another and 
vie for land rights. Notum 
ore is, needless to say, the 
most valuable substance 
on the planet of Rubi-Ka, 

C asual players of Anarchy Online 
should think of Notum Wars as 
Anarchy Online Gold, a re-release of 

the first game with some added content 
intended primarily for hardcore clanners . 
This is not, regrettably, the game's post­
poned first expansion pack, Shadow/ands, 
and it shouldn't be confused for one. 

As Funcom terms it, Notum Wars is a 

and is a vital ingredient in the world's 
economy. He who controls the Notum, con­
trols the universe ... or something. 

New to this booster pack are "Tower" 
shops where you can purchase land-control 
towers, buffing service towers, turrets, and 
other defenses designed to keep competing 
clans out of your territory. Once it has con­
trol of a plot of land, a clan will gain both 

personal and organizational enhancements 
in addition to monetary gain. Attacking 
rivals may result in land acquisition, but it'll 
open up your bases to attack as well. 

The add-on's benefits for non-clanners 
are pretty minimal. Solo AO players can 
purchase stationary personal service 
towers that attack and buff for outdoor 
hunting, but the gizmos will mostly benefit 
character classes that don't have pets. 
A new line of vehicles and pre-recorded 
voice-emotes round out the package, but if 
you're waiting for new classes, weapons, or 
graphical upgrades, keep waiting. 

Two groups of players should consider 
buying Notum Wars: High-level diehard clan 
members, and those who have never played 
Anarchy Online before but would like to try 
it. As a "booster pack," it offers limited value, 
but if you don't have the pipe to download 
AO's 660MB client for free, the combined 
package is a deal. - Chuck Osborn 
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Calling all Explorers; piracy, plunder and treasure on the high seas - released March 2003 

Quotes from German Pn!ss: 
A game to wily g<t hookod on. With less tnde 
than in Patrician II plus a lot of adV!ntum it 
cfflllinly leads to l1llJCh mott fun. 
PC-Action 07/1002 Rtview Scort: 89" 

With !'on RoyaJt AIWOfl ona again was ab~ 
to bring games to market that C3JI imprtu 
both young and old alike. 
GBASE.ch 06/1002 11.r,~w Score: 89" 

The whole package of sound/graphics, 
atmo1phert, motivation and slOfytflling is 
Wllt1dfflul. 
Spieleflutde 0711002 ~v~ Scor,: 91% 

For all games pla)ffl AIWOfl has mated a 
rtalnwlfrpiece. 
Gamigo.de 06/1002 Rtview Scort: 90% 

Port Royale is the ultimate 
strategy game - with Pirates!! 
♦ Gold, Pirates and historic naval warfare. 

♦ Full tutorial included to launch you onto the high seas 

♦ Provides endless hours (easily 250 plus) of gameplay 

♦ Tracling sim set in the Caribbean in the 16th century 

♦ Full 3D graphics engine 

♦ Website updates to download from launch 

♦ Historically accurate and realistic in-game graphics 

♦ Designed by gamers for those who love in-depth and complex RTS adventures 

Set sail on a Caribbean adventure with pirates, soo battles, expeditions, voyages, missions and 

buried treasure! Port Royal, is an unscripted, comp/etdy dynamic, open ended world, set in a red 
historic location, with some o/ tf,e best 3D graphics o/ any game in tl,;s genre. 







SimCity 4 
Now you've got no one but yourself to blame for everything that's wrong with your city 

T 
he city of Little Hope, my most in­
depth SimCity 4 creation, provides a 
microcosmic model of all that is 
inherently futile in the human concli­

tion. Traffic gums up along potholed, under­
funded roadways; crime rots a tract when 
ne'er-do-wells sense gaps in police cover­
age; entire neighborhoods are abandoned to 
fester while city planners shovel investment 

VITAL STATS 
money toward uptown 
yuppies and their 
upwardly mobile tastes. CATEGORY Slmulatioo 

ESRB RATING E 

DEVELOPER Mula 

PIIBUSHER EA Gomes 

REQUIRED PIii 500, 128MB RAM, 
1GB HD, 16MB 30 cord 

WE RECOMMEND Plll 16Hz. 
256MB RAM, 32MB 30 cord 

MAXIMUM PLAYERS 1 

Any Maxis game is 
a race against entropy. 
The SimCity series has 
always provided a 
delightful "ant farm" 
perspective on the tra­
vails of urban congre-
gation, and like real 

cities, the in-game simulations tend toward 
disasters, large and small, sown by the 
player's inability to manage the inevitable 
burdens of his own ambition. It's Will 
Wright's black joke at the expense of 
organized humanity. 

IIEJ 

The series reached a new apex in 1999 
with SimCity 3000, which boasted sharp 
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artwork and tons of city-builcling tools. 
Sim City 4 adds an all-new level of spectacu­
lar art, functional features, and (most use­
fully) a new and super-accessible interface 
and graphical-data overlays. 

But just as SimCity 4 offers all the glees 
of the earlier version, it also continues in 
the nasty traclition of SimCity 3000's graph­
ical slowdowns - past a certain point of 
urban development (and processor muscle), 
the game speed can bog down significantly. 

The first thing you'll notice about SimCity 4 
is the sheer visual tastiness. However nice 
you remember SimCity 3000 looking, do not 

try to go back and compare it to the new 
game. (Billy clid; he wept and cried out, "My 
eyes!") The new graphics are more detailed 
than any Sim title could previously have 
aspired to be. The intricacy of each structure, 
block, and neighborhood creates a mosaic­
like quality that you can stare at for hours. 

Every detail and animation is precise and 
precious. I enjoy just letting my eyes rove 
over the car lots with their individual auto­
mobiles, the schoolhouse with kids filing in 
and out, the friendly-looking porches of the 
high-income residential houses. (Equally 
well-rendered, if less inviting, is the clilapi-

EVE OF DESTRUCTION 

WOE TO THEE, o Little Hope! 
When you 've decided your Sims 
have broken a few too many of the 
Ten Commandments, or if you're 
just bored one evening, Maxis has 
thoughtfully included a menu of 
apocalyptic amusements for you to 
spring on your hapless citizens. 

The standard fires are back, 
applied over houses with a very 
grisly "fire paintbrush," not to 
mention lightning strikes, tornados, 
and earthquakes. 

And when you're ready for a 
truly mind-bending catastrophe, 
call in the horrific Attack By a Ten­
Story Robot. This guy looks like the 
Iron Giant from that animated 
movie, and he's pissed about 
something - you ain't seen nuttin' 
'til you've watched this mecha­
nized monstrosity fling discs from 
his torso and lay waste to every 
structure in his path. 

http:/ /\lVvvvv.pcgamer.com 



dated squalor of unemployed houses and the 
boarded windows of depressed factories.) 

A large slate of utilities makes it easy for 
the Mayor to manage all this commotion. 
As with earlier editions, you build up your 
city by spending money from the mayoral 
war chest, hopefully refilling it with the 
expanding tax base. You zone new areas, 
selecting them for residential, industrial, or 
commercial development. Then you glue 
your newly developed zones together with 
roads, utility connections, and (preferably)" 
the essentials of local government - like a 
fire department and a police presence. 

These, of course, are only the tip of the 
usual Maxis iceberg. As your new burg 
slowly gets to its feet, you' ll be building 
every manner of structure in your quest for 
big-dollar high-income residents, dense 
commercial zones, and prestigious showcase 
buildings that mark a big-league city. You' ll 
also start grappling with the myriad prob­
lems that plague urban planning - from the 
major (fire hazards and water supply) to the 
mundane (making sure every new house has 
a proper driveway connection to a street). 

EA's hope is to sell quadrillions of units 
of this game to the fabled mass market of 
casual gamers, which of course leads any 
designer to the ever-present problem of 
walking John Q. Citizen through the 
mechanics of deceptively complex gameplay. 

To this end, a very cool slate of advisors 
keeps you abreast of major areas of concern 
- with animated faces and colored back­
grounds that increase in severity as that 
advisor's particular worries grow worse 
and worse. (Their advice is actually almost 
identical to the suggestions you got in 
SimCity 3000, but the at-a-glance recogni­
tion system makes it abundantly clear when 
they've got a beef with your management.) 

Hanging over all of your deliberations is 
the economic burden of balancing tax rates 
and municipal expenditures with fluctuating 
revenues. It can become quite tough, and in 
a game with no difficulty settings, it'll take a 
lot of practice, so expect your first few cities 
to be dismal failures. Often, your smartest 
gameplan is the oldest SimCity gambit in the 
book - finagle a tiny profit margin and just 
sit back (make a drink, go to sleep) and let 
the game run, building you a fatter war 
chest without you having to do much of 
anything. It's a sometimes-necessary tactic 
that can lead to lengthy ho-hum stretches. 

A feature more cool in principle than in 
practice is the ability to run multiple cities 
on a single geographical super-region -
ideally, the cities have interlinking 
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economies and will shift both people and 
goods. In practice, it's,almost impossible to 
conceive of anyone investing the time and 
attention it would take to "seriously" man­
age more than one city - my only use for 
this feature was to set up a shantytown with 
super-high tax rates, so as to supply Little 
Hope with fresh higher-income immigrants. 

Building and managing cities would be 
endless fun - if it weren't for the aggravating 
slowdowns. I played the game on a P4 with 
a GeForce III card - maybe not the fastest 
machine on Earth, but a pretty decent rig by 
anyone's standards, even the mainstream 
audience Maxis is targeting_. I experienced 
significant slowdowns as my city expanded, 
and not even that deep into a game - I mean 
as soon as things got rolling. Scroll speeds 
chugged to a crawl, particularly when I 
wanted to get down to street-level to exam­
ine an individual Sim's concerns . (Another 
major eyebrow-raiser: at launch, the game 
was rejecting ATI's RADEON 9700 PRO 3D 
cards; the readme file said the problem was 
due to "hardware limitations.") 

Much has been made of the ability to 
import four characters from your copy of The 
Sims and set them off on new lives in your 

reviews 

new SimCity, but as cool as it is to hover over 
a resident and examine the details of her life, 
do not be expecting a game with anywhere 
near the immediate accessibility of Th e Sims. 

Nevertheless, it's impossible not to rec­
ommend Sim City 4 - it's an attractive, 
absorbing exercise, and truly a sim that 
anyone can easily grasp. Everything you've 
ever loved about the series has been given 
a gorgeous new visual treatment. If you've 
got the patience to handle the tough diffi­
culty, it'll be a fun game. J ust be sure your 
"mass-market family" has a tricked-out rig 
in the den, or you may come to tears while 
waiting to scroll around. - Dan Morris 

PC GAMER MARCH 2003 



TBE ULTIMATE MONTHLY GUIDE TO GAMING GEAR 

11a1 MARCH 200 3 PC GAMER 

hstriDity 
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.) 

I •Mid1Mli't1M-.;,;:@i;;fl,11
~ 

CASE 

■ MID-RANGE SYSTEM ROUGHLY S1,250 
CASE 

300-watt ATX form factor $50 300-watt ATX form factor $50 

PROCESSOR PROCESSOR 
AMD Duron 1.3GHz $37 AM D Athlon XP 2000+ $73 
MOTHERBOARD MOTHERBOARD 
Asus A7V-133 $73 Asus A7V333 (Award 1007) $100 
MEMORY MEMORY 
256MB PC-133 SDRAM $20 512MB PC-2700 DDR SDRAM $105 
CD-ROMLDVD-ROM DRIVE CD-ROM/DVD-ROM DRIVE 
Pioneer 16x DVD-ADM $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 live I Audig~ MP3+ $85 
MODEM MODEM 
v.92 Hardware Modem $15 v.92 Hardware Modem $15 
MONITOR MONITOR 
17-inch Oetiguest 071 $130 19-inch NEC FE991SB-BK $292 
VIDEO CARD VIDEO CARD 
GeForce4 MX 440 64MB DDR $50 GeForce4 n 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 
USBMOUSE USBMOUSE 
Logitech or Microsoft $39 Logitech or Microsoft $39 

TOTAL $711 TOTAL $1 .195 

■ DREAM SYSTEM ROUGHLY S3,DDD AND ABOVE 

CASE MODEM 
400-watt ATX form factor $100 v.92 Hardware Modem $15 

PROCESSOR MONITOR 
Intel P4 3.06GHz $660 22-inch Viewsonic P220f $647 
MOTHERBOARD VIDEO CARD 
Intel D850EMV2L $140 ALL-IN-WONDER RADEON 9700 PRO $387 
MEMORY JOYSTICK 
Twin sticks of 256MB PC-1066 RDRAM $184 Thrustmaster HOTAS Cougar $269 
CD-ROMl DVD-ROM DRIVE GAMEPAD 
Pioneer 16x DVD-ROM $60 

Logitech Wing Man 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 $300 USBMOUSE 

SOUND CARD lntelliMouse Exelorer 3.0 $50 

Creative Labs SB live I Audigy 2 Platinum $160 TOTAL $3,542 





I 

hardsturr TBE ULTIMATE MONTHLY GUIDE TO GAMING GEAR 

■ OCSYSTEM, WWW.OCSYSTEM.COM, 1-877-785-3285 ■ PRICE $3,206 (INCLUDES 5.1 SPEAKERS) 

1
J::~:J Mighty Warlock 

OCSVSTEM "MOSTLY" LAYS THE SMACK DOWN ON THE COMPETITION 

B efore I came to PC Gamer, and money was 
really tight, I was all about squeezing every 
last drop of performance out of my rig . The 

·Iast system I overclocked was an old Celeron 
300A. You could take that thing and bump it all 
the way from 300MHz up to 450MHz, and it still 
ran damn-near stable in most every situation -
the operative words here being "damn-nea r" and 
"most." But when cost is a concern, sometimes 
you're willing to live with words like that. 

iii=I 

OCSystem builds professional-qua lity, over­
clocked computers that run even better than my 
old Celeron. But if the Mighty Warlock I was 
sent for review is any indication, "damn-near" 
and "most" are still the only way I can describe 
their stability. 

This extremely 
well -equipped machine 
is nearly $1,000 less expensive than the 3GHz 
Alienware we reviewed back in our January 2003 
issue (not including any price drops Alienware 
has likely made since our review). The Warlock's 
P4 2.6GHz CPU has been overclocked all the way 
up to 3.2GHz, and its RADEON 9700 PRO has been 
bumped from 3251620MHz (core and memory, 
respectively) to 4051688MHz. The net result is 
that this computer beats even the most powerful 
Alienware - a comparably equipped 3GHz system 
- in each and every benchmark test we could 
think to throw at it (aside from Jedi Knight II for 
some reason). But that's not the whole story. 
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The Alienware is stable. The Mighty Warlock's 
stability is largely dependent on which apps you 
use and how long the machine has been on. I got 
all the way through my benchmark tests without a 
lockup, but I did notice some image distortion in 
3DMark2001 SE and JK II - a result of OCSystem 
cloc king up the RADEON's core so high. I clocked 
it down to 360MHz temporarily, using the share­
ware version of PowerStrip (www.entechtaiwan. 
com/ps.htm), and the glitches vanished . 

After I was done testing, I left the computer 
running and went on with my day. Two hours 
later, I came back to install some new games, 
and during a reboot (I hadn't installed anything 
yet) the screen corrupted horribly during post. 

ASCII characters popped up all over the 
screen, so I shut the system down. I 
let the Warlock sit for a minute, and 
then powered it back on. It booted 
normally. On a whim, I ran 
3DMark2001 SE again, and this time 
the PC hard- locked in the middle. 

I then ran a few supplemental 
tests on the machine in the hopes 
that I could learn the full extent of 
the problem. First I did a memory 
test, which checks the stability of a 
system's RAM. It passed. Then I 
loaded up the latest version of 
Folding@home (http://folding.stan­
ford.edu), a massively parallel com­
putational program that helps scien­
tists lea rn more about the behavior 
of proteins. Boring, yes, but a great 
way to test CPU stabi lity. The 
Warlock locked up within an hour. 

The good news is that I didn't 
experience any lockups while play­
ing games. In addition to the titles I 
use for benchmarking, I tried at least 
a half-dozen others, including 
Serious Sam: Second Encounter and 
Earth 2150. Could I have played these 
games all day and night without a 

crash? I'm not so sure, but they did 
okay for a couple of hours. The fact 

remains, the CPU in this system is "mostly" stable 
at 3.2GHz, but not entirely, and the RADEON's core 
is "damn-near" reliable at 405MHz, but not quite. 

Are you willing to live with words like that? 
Here are two things to consider: 

1 This system is more stable than a home-built 
machine overclocked by the typical end-user, 

The Warlock ships with top-of-the-line fans and 
heatsinks, and the wizards at OCSystem have even 
reprogrammed the RADEON's BIOS themselves. 
Clearly, these guys know what they're doing. 

2 Overclocking an Intel CPU and a RADEON 
card voids their respective warranties. On the 

SYSTEM SPECS 
OS Windows XP 
PROCESSOR P4 2.6GHz overclocked to 3.2GHz 
MOTHERBOARD Abit ITT Max2 Ver2 
MEMORY 512MB PC-3500 DDR433 
RAM SLOTS 3 12 free) 
PCI 512 free) 
VIDEO RADEON 9700 PRO 
HARD DRIVE Western Digital 120GB 

with 8MB cache 
FIREWIRE Yes 13 in~uts) 
use 2.0 Yes 18 in~uts) 
AUDIO Sound Blaster Aud igy 2 Platinum 
CD-RW 52x24x52x 
DVD-ROM Pioneer 16x slot drive 
NETWORK CARD Yes- 10/100 
MOUSE/KEYBOARD Logitech Cordless El ite Duo 
5.25-INCH BAYS 311 free) 
3.5-INCH BAYS 614 free) 

RECOVERY CD Yes 

WARRANTY 1-year, parts and labor 

BENCHMARKS 

3D Marks 17,881 
3DMARKZOO'I SE' Game 4: 

Nature 128 fps 

QUAKE HI' 
1280 X 1024 174 fps I 
1600x 1200 121 fps 

UNREAL 1024 X 768 235 fps, 82 fps 

TOURNAMENT 1280 X 1024 195 fps, 82 fps 
2003• 1600 X 1200 134 fps, 79 fps 

I JEDI KNIGHT 11• ] 1024 x 768 I 116 fps I I DUNGEON SIEGE° ] 1024 x 768 I 95 fps I 
*Tests run at 1024x768 in true color with all settings maxed. 
n ests run in true color with all settings maxed and 4x AA. 
tTests run at 1024x768 in true color (flyby followed by botmatch). 
+Tests run in true color with all settings maxed. 

other hand, OCSystem guarantees its overclocked 
systems for one full year, and pays for parts and 
labor during that time. 

Given these factors, I feel comfortable rec­
ommending the Mighty Warlock to any fan of 
overclocking, who under normal circumstances 
would be tinkering and voiding warranties left and 
right with his own home-built system. As for the 
rest of you, bite only if you're willing to place 
stability a close third behind ,cost and performance. 
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- Free Norton AntiVirus 2003 CD on rocessor + 
I 

AMO Athlon XP Processor 2200+ $ 1499 
- Free 1-Yeor 2 4n i•Care .. thlon 

Deluxe Technica l Support + On-Site Service AMO Alhlon XP Processor 2600+ $ 1559 PROCl1550 _, 

AMO Alhlon XP Processor 2700+ $ 1679 

$ 1 5 2 9 I AMO Alh lon XP Processor 2800+ $ 1759 
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■ COMPANY MAUI, WWW.CYMOUSE.COM, 714-968-7096 ■ PRICE $99 (DIRECT) 

11?[' MID 1 i11ENTRYI Cymouse 
I I DREAMl IN THE FUTURE, YOU WILL WEAR YOUR MOUSE ON YOUR HEAD 

It's the year 2749, and martial law has been 
declared in New San 
Francisco. The use of mice, 

joysticks, and gamepads is 
now a crime punishable by 
the forced consumption 
of Clamato, a noxious 
mix of tomato and 
clam juice. Under 
a strict new law 
set in motion by 
our Supreme 
Ruler, Darth 
Lieberman, only 
the Cymouse is 
sanctioned for use as 
a PC controller, and then 
only in titles that feature fuzzy 
wuzzy (sic) wittle (sic) animals and 
childwen (sic) pwaying (sic) under 
a smiwing (sic) sun. 

Fellow gamers, look at this 
product. You don't need me to tell 
you to avoid it like a tall glass of 
clam juice. It's not a good gaming periph-

eral. In fact, calling it a gaming peripheral is 
something of a misnomer: the 

Cymouse was originally designed 
to help disabled peciple use the 

PC. Maui's high-end ver­
sion of the hardware, 

the aptly named 
Miracle Mouse, is 
probably very 
good at what it 

does, but its little 
brother sucks at 

controlling games. 
Basically, the 

Cymouse is a mouse you 
wear on your head. In the­
ory and in practice, it's silly. 

Let's say you're playing Quake 
Ill and you want to turn left around 
a corner. Okay, push the up arrow 
on your keyboard to move forward, 
then turn your head to the left and 
you'll go that way in the game. Of 
course, you'll no longer be looking 
directly at the screen. You don't 

■ COMPANY CYBER ACOUSTICS, WWW.CYBERACOUSTICS.COM, 360-883-0333 ■ PRICE $49 (M.S.R.P. ) 

CA-3550 

have to turn your head so far that your eyes actu­
ally leave the monitor, but you have to move it 
enough to be distracting. Worse still, as soon as 
you face forward again, your in-game character 
will turn back around to 12 o'clock, as there's no 
way (that I found) to disengage the Cymouse, so 
that "center" can be reset to be whichever way 
you're currently facing in the game. You can use 
your existing mouse to right yourself, but even 
after a lot of practice, doing so never became 
intuitive, nor could I get my kill ratio up to anything 
approaching what it is with a standard mouse. 

Like a joystick or gamepad, the Cymouse can 
be programmed to do more than spin you around 
in 30 games: You can set your head turns to 
switch weapons, or queue up units in a real-time 
strategy game, for example. Even so, I found the 
device to be an uncomfortable contraption that 
made controlling my favorite games more difficult 
than need be - even the fuzzy wuzzy ones. 

IH ENTRY I 
I MID I 
I DREAM! PROOF THAT INEXPENSIVE SPEAKERS DON'T ALWAYS SOUND CHEAP 

We're not all rich. In fact, some of us can't 
even afford to bathe ourselves on a daily 
basis because the cost of water is too 

high. What's that, you say? Water should be free 
in my apartment? Oh my, I'm not sure Niagara 
Falls could wash off all of the accumulated filth 
between my toes. I wish I'd heard th is news 
sooner. Well, at least I'll have some money to 
spare on an inexpensive set of PC speakers! 

If you're in the same filthy boat as me, $50 is 
about all you're willing to spend on speakers. The 
good news is that there's a surprisingly wide 
selection of them in this price range. None of 
them sound amazing in a $200 kind of way, but 
some, like Logitech's Z-340, sound quite good for 
the money, and even have a headphone jack ­
useful if you're one of the three considerate late­
night gamers in the world. 

Cyber Acoustics' new CA-3550 2.1 speakers 
fall a little short of the high-water mark set by 
Logitech in this category for a couple of reasons, 
least of all their sound. Indeed, sonically, the 
3550s aren't too shabby. The satellites sound a lit­
tle thin and trebly, which is to be expected, but 
the subwoofer, with its own discreet volume knob 
on the back, produces plenty ofthump at typical 
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listening levels. My only real 
complaint here is that subwoofer 
placement is a little more of an 
issue with this system than with 
others I've tested. 

Why? Well , it's nearly impos­
sible for the human ear to detect 
which direction low frequency 
bass is coming from, which is 
why with a traditional 2.1, 4.1, or 
5.1 system, you can place the 
subwoofer anywhere in your room. 
The same pretty much holds true 
with the CA-3550, except that 
because the sub is also throwing 
out some mid-range to help make 
up for its small satellites, you can 
hear (more than you can with 
most subs) which side of your 
head the woofer is on. 

It gets a little worse, too. This set includes no 
headphone jack, and it comes with pre-wired 
satellites with only a foot and a half of cord length 
between them, meaning that these speakers 
won't sit next to a large monitor very well, or on 
an odd-shaped desk. 

Despite their duller 
points, the 3550s aren"t 
too shabby for $50, but they 

aren't good enough that I can recommend 
them over Logitech's Z-340; 
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Make great money in one of the fastest-growing industries! 

Be a PC Repair Technician 
YES! Please send me FREE information on the program I have chosen below! No obligation. 

Please check 
only one of 
the following: 

D 27 PC Repair Program Career Diploma Programs 
0 54 AutoCAD'" (includes A+' Certification Test Prep. material) 

D 44 A+s Certification Test Preparation 
(material Q!lJy) Certificate Program 

0 04 Auto Repair Technician 
D 390 Bookkeeping 
0 85 Drafting 

Other Computer Programs 
0 105 Computer Graphic Artist 
0 53 Desktop Publishing & Design 

Computer Programming 
0 82 Java'" 
0 01 Programming in BASIC 
0 37 Visual Basic'" 
0 36 Visual C++'" 

THOIVISON 

EDUCATION DIRECT 

Dept. PP7S33S 
925 Oak Street 

Scranton, PA 18515-0700 

Associate in Specialized 
Business Degree Programs 
0 61 Accounting 
0 60 Business Management 

Associate in Specialized 
Technology Degree Programs 
0 65 Electrical Engineering 
0 62 Mechanical Engineering 

0 06 Electrician 
0 79 Electronics Technician 
0 07 High School 
0 15 Home Inspector 
0 08 Paralegal 
0 58 Private Investigator 
0 70 Small Business Management 
0 387 Telecommunications Technician 
0 87 TV NCR Repair 
0 88 Veterinary Assistant 

Name _________________ ,Age __ _ 

Street Apt. # _ _ _ 

City/ State Zip ____ _ 

Phone ( 
E-mail _____________________ _ 



PC Problems? No Problem. 
There's nothing worse than paying someone 

to do a job you could have done yourself. Computer 
repairs can cost hundreds of dollars and leave you 
without your PC for days, even weeks, at a time. 
Now you can learn PC Repair at home in your spare 
time, prepare for A+® Certification, and be ready to 
handle any problems that come your way. You can 
even start a new career and make great money 
as a PC Repair technician! Over 172,000 new jobs are 
projected to open for PC Repair specialists by 2010.* 
One of these jobs can be yours .. .if you have 
the right skills. 

Get the Best Training in the Business 
Nationally accredited Education Direct, the world's 

leader in distance education for over 110 years, 
can prepare you for a profitable, successful career 
as a PC Repair technician. You study when and where 
it's convenient for you. All your learning materials, 
including the latest software, in-depth textbooks, 
and specialized equipment, are sent right to your 
door and are yours to keep and use in your new career. 
If you need help, instructors and consultants are 
only a toll-free call or an e-mail away. 

You'll learn: 
• Installing and upgrading software. 
• Managing and troubleshooting Windows®. 
• Motherboard geography. 
• Multimeter applications. 
• Upgrading system memory. 
• Removing, repairing, and replacing disk drives. 
• Advanced networking topics. 
• Virus troubleshooting. 
• And much more. 

Call or send for FREE information 
on how to solve your own PC problems, 

and even start a new career! 

For Fastest Service, Call Toll Free: 

1-800-572-1607 ext.1520 
Call anytime, 24hours a day, 7 days a week. 

Or visit www.EduDirect-usa.com 
Online enter ID# PP7S33S 

• Growth figures represent a 
ten-year period ending 2010. 
Source: National Industry­
Occupalion Employment 
Matrix, a publication of the 
U.S. Bureau of Labor Statistics. 

Accredited Member 
of the Distance 
Education and 
Training Council 

Advance Your Career with 
A+11 Certification! Education Direct Has 
the Test Preparation Materials YOU Need! 
A+• Certification is fast becoming the standard 
by which PC Repair Technicians are measured. 
In fact, many computer manufacturers and servicing 
companies won't hire you without it! Education Direct 
provides a valuable A+• Certification Test Preparation Kit 
along with our complete PC Repair Program, as well as 
making it available as a separate program. We want to 
make sure you get the credentia ls that will get you the job! 

If card is missing, mail coupon to: 

A+• Certification Program is 
an industry-wide, vendor­
neutral program developed 
and sponsored by The 
Computing Technology 
Industry Association". 
The Computing Technology 
Industry Association and A+ 
are registered trademarks. 
All rights reserved. 

r-----------------------------, 
THOMSON • EDUCATION DIRECT 

Dept. PP7S33S 
925 Oak Street 
Scranton, PA 18515-0700 

YES! Please send me FREE information on the PC Repair Program! 
I understand I am under no obligation. 

Please check one of the following: 

D 27 PC Repair 
(includes A+® Certification Test Prep. material) 

D 44 A+® Certification Test Preparation 
(material only) Certificate Program 

Name ______________ ~Age ____ _ 

Street ______________ Apt.# ____ _ 

City/State ______________ Zip ____ _ 

Phone ( 

E-mail ____________________ _ 

L _____________________________ J 
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bsq&a 
THEVEDE SHOWS OFF HIS TECH EXPERTISE WHILE ANSWERING YOUR MOST PRESSING QUESTIONS 

) 

Q I recently bought a GeForce4 MX440 
card with 64MB. It came with a heatsink 

instead of a fan/heatsink combo. The guy at 
the store told me that the MX chip doesn't 
generate all that much heat, but I'm getting 
pretty much the same frame-rates as I did 
with my old GeForce256 (which had a fan). 
How much of a speed increase should I 
expect to see if I buy my own fan/heatsink 
combo and install it on my new card? 

-Evan 

A. Not much. Not unless you plan to over­
clock your card a bit, which I wouldn 't 

recommend. Better cooling doesn't, in and of 
itself, equal better performance - better-per­
forming ch ips simply tend to require better 
cool ing, which is why higher-end GeForce4 
cards have it. If your MX440 seems to be per­
forming no better than your GeForce256, it may 
be time for a CPU upgrade, as you should be 
seeing improved frame-rates. 

•0nmy,.... 
peeplewho 
look like 
ThttVedeare 
fon:edto 
shave their 
butls and walk 
backward.• 

Q Every time you review a new computer, 
you lament the fact that so many of them 

are nearly identical, inside and out. A VW and 
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an Audi are basically the 
same thing, too, but at 
least they've each got 
unique exteriors. Why 
don't system builders 
design their own cases? 

- Milligan Nash 

A. That's a good 
question. Probably 

cost. Thankfully, that 
hasn't stopped 
Alienware . They've just 
designed a new custom 
case for their PCs (see 
photo, below left) that's 
sure to turn heads. We haven't had a chance 
to play with one up-close yet, but they cer­
ta inly look awesome! 

Q I'm interested in buying a game con­
troller for my PC. I mostly play first-per­

son shooters, and I'm tired of screwing with 
my keyboard. I would like your opinion on 

which game controller (i.e., joystick) would 
be the best. Price is not a concern; 
response and user-friendly controls are 
my top priorities. I never play flight-simu­
lation games or strategy games. I have 
done some limited research over the 
Internet and cannot determine which 
controller is best for my application. 

-Jack 

A. Wait, am I reading your letter cor­
rectly? You've been using nothing 

but your keyboard to play f irst-person 
shooters? My god, man! You must be 
new to PC gaming . You don't want a joy­
stick - no gamepad or gizmo wi ll do. 
For first-person shooters, you want a 
good mouse, my friend! It'll take a while 
to get used to, but f irst-person shooters 

are made to be played with your key­
board and mouse working in concert. 

Use your keyboard to move back and 
forth, left and right, and your mouse to 
control pitch and yaw. Give it a try. No 
other controller on the planet w ill afford 
you the same level of control. 

ft I'm currently looking into water­
:<lllllf cooling my PC. Would you suggest 
buying a water-cooled case or installing 

a kit myself? 
- Mike Sanders 

A. You 're a brave man, Mike. Water run­
ning through plastic tubes inside of an 

electronic component? Personally, I'll pass on 

that and stick with air­
cooled solutions. Sill , 
nothing beats liquid 
when you get the itch to 
overclock. My vote is a 
water-cooled case like 
the Vapochill 
Professional Edition 
(www.vapochi/1.com). 
shown left, or an 
enclosed do-it-yourself 

' system like the 
TherMagic cooling sys­
tem ( www.thermagic. 
com), which comes 
complete ly assembled 

and is easy to install. Both solutions should 
work well , and they minimize the chance of 
user error by nature of being closed systems. 

Q I've got an older NVIDIA GeForce2 card 
that I don't believe supports dual moni­

tors. I've done some research and picked up a 
GeForce4 TI 4600 card that talks about dual­
display capabilities. A couple of questions: Is 
dual-display, multi-display, multi-monitors, 
and two monitors all the same thing? Also, 
how do I hook up two monitors to this new 
card? It has one VGA out, one SNideo out, and 
one DVI out. I'm a bit confused, as most of the 
higher-end cards I've seen have only one 
VGA-out jack. I perform high-end Photoshop 
duties in addition to playing games, and I'm 
interested in the multiple monitors mostly for 
the former - but I still want great graphics 
for my gameplay. 

- Jeffrey Rolinc 

A. Yes, all those terms mean the same 
thing, and yes, you can connect and run 

two monitors at the same time via your new 
GeForce4 card by connecting one display to 
your VGA out and the other to your DVI out. If 
you don't have a digital flat-panel display to 
connect to your DVI out, and your card didn't 
come with an analog converter that allows 
you to run a standard CRT from your digital out, 
you should be able to find an analog converter 
for around $10 at your local computer 
store. Ask for a DVl-to-VGA 
adapter. From there, follow your 
card 's instructions on getting 
both monitors up and running 
(it involves one or two changes 
to your Display Properties). 
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C -recording software, 
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MMORPGSNFM 
Wherein our columnist determines that this massively multiplayer online RPG is Still Not For Me 

R egular readers of this column 
should already be well aware of 
my bias against what are 

arguably the most popular games in the 
genre today, MMORPGs. I've been trying 
them out since Ultimci Online debuted, 
and none has yet brought me back for 
more - though I continue to revisit stand­
alone classics such as Baldur's Gate II. 

Lately I've been throwing myself into 
MMORPGs with abandon, still thinking 
there's something I must really be 
missing out on. Earth & Beyond and the 
Shadowbane beta have both seen consid­
erable playtime during the last few 
months. When Asheron's Call 2 made its 
way to my desk, I dove into it headfirst. 

And after 30-plus hours running 
around in the game doing such 
enthralling things as killing insects and 
rats (okay, "Ratmen" in this case), occa­
sionally with others in my party, my opin­
ion of the genre remains unchanged. 

AC 2 takes steps to alleviate some of 
the terribly boring and monotonous 
aspects of previous efforts - you don't 
need to run back to town to sell your 
loot, or find your corpse to get back loot, 
for instance - yet adds enough new 
ones, mostly through errors of omission, 
that the gains are negated. 

Initially, I was blown over by the envi­
ronment graphics - the fields of tall 

grass, lush foliage, flowers and forests, 
incredible sunrises and sunsets, and bril­
liant water effects. I thought AC 2 might 
be the MMORPG to draw me in. The 
ambient sounds are equally fantastic, 
from the pounding of the surf to the 
chirping of birds. And the character and 
monster models are wonderfully detailed. 

But the-technical splendor soon faded 
as I traipsed from empty town to empty 
town, finding them devoid even of NPCs, 
Now, I realize the gameworld represents 
a fresh start to be built on, but the whole 
vibe Jacked luster out of the box. Again, I 
know the game's higher-level areas offer 
some more interesting stuff, but why 
must the path to those events be so 
tedious? Find keys, craft items, stand 
around and chat and play music with 
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other players - that's roughly what the 
game boils down to. 

And, though I like and appreciate the 
crafting element (it adds a dynamic aspect 
to the game as you see how players 
experiment with it and what the higher­
level "recipes" produce), it's not well-bal­
anced. Initially easy, if a bit repetitive, the 
system bogs down when you need some 
pretty rare stuff to progress. You can 
acquire this stuff only through endless 
questing - or by paying another player 
through the nose. The game should have a 
normal marketplace setting in which play­
ers who aren't interested in (or don't have 
the patience for) crafting can purchase 
items/ingredients/weapons. But it doesn't. 

Since monster loot is the only real 
way to accumulate wealth and ingredi­
ents for crafting, you're forced to be a 
fighter. Where are the more cerebral 
options for the pacifists among us that 
want to just be, say, a baker? 

I also found the monster-respawning 
system particularly lame: kill a monster 
and hang around for a few minutes and 
he'll reappear in front of you, which you 
can repeat ad nauseum. Also, monsters 
pon't drop "logical" loot - a pet peeve of 
mine. A wasp may drop coins or a shield, 
for instance, instead of something that 
makes sense, like a healing salve. What's 
a wasp doing with money, anyway? 

In the end, AC 2 is certainly not a bad 
game; it's just pretty unremarkable. It's 
built on solid code, and it'll be particu­
larly good for newbies who want to whet 
their swords in a friendly environment . 
(I found the player community to be 
extremely helpful and responsive.) It's 
just not for me in its present state . 

For now, AC 2 and MMORPGs in 
general remain SNFM (Still Not For Me) . 
Back to Neverwinter Nights I go. Happily. 

- altematelives@pcgamer.com 

http :/ /vvvvvv.pcgamer.com 
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The 2nd Annual Kill-ees 
Chuck unveils his yearly load of non-awards for non-events 

L ast year, I hon­
ored industry 
players who 

made the gaming world 
an infinitely better place 
for what they didn't do in 
2001 - by not releasing a 
Temptation Island game, 
for example. Needless to 
say, fans (my mom) and 

my editor demanded a 
fo llow-up. [I did? - Ed.] 

The 2002 Kill-ees 
aren't such a Hallmark 
moment. Some non­
happenings were (gasp!) 
actually bad. So, with a 
melancholy sigh, I humbly 
present this Very Special 
Episode of The Kill-ees. 

The Y·Oh·Why Award goes 
to the cancellation of 
The Y-Project, a futuristic 
FPS/RPG powered by the 
Unreal II engine. Despite 
signing agreements with 
publishers and garnering 
widespread coverage, 
German developer 
Westka suddenly lost 
funding and closed its 
doors this summer, mere 

months from the game's 
projected release. 

I'd seen The Y-Project 
in numerous demos, and 
always left impressed . 
Because you'd fight giant 
alien bugs alongside 
either scientists or mili­
tary personnel - each 
with their owri diverging 

agendas, weapons, and 
missions - the game 
promised tons of replaya­
bility. Now we're left to 
ask: Why couldn't it have 
been Gore? 

The Whatever Happened 
To ... ? Award goes to Valve. 
Aside from an announce­
ment about game-down­
loading app Steam at last 
year's GDC, Valve's been 
in seclusion. Last year, I 
gave them a Kill-ee for 
the same thing - resting 
on their laurels and qui­
etly making new games 
without overdosing on 
hype. A full year later, 
exactly nothing has 
changed - no TF 2 
updates and no news on 

a rumored Half-Life 2. 
The silence is deafen­
ing .. . will 2003 be differ­
ent? (Prediction: Yes ... ) 

The PC Diss Award goes to 
Blizzard for announcing 
its inaugural tactical 
action game Starcraft: 
Ghost as a console-only 

title. Now, this 
release might not 
be such a bad 
thing (as I'll get 
to in the next 
award), but one 
of the questions 
we're asked most 
often here at PCG 
is, "When is the 
next StarCraft 
coming out?" 
C'mon, Blizzard, 
will those console 
brats give you the 
love you deserve? 
Come back to 
the light ... 

The Lowest Common 
Denominator Award goes 
to this year's PS2-ing of 
game development. Games 
that could've been spec­
tacular if developed solely 
for the PC - The Thing, 
Nightfire - seem to have 
been significantly dumbed­
down for cross-platform 
release. There are excep­
tions (GTA IID, and some 
houses like ION Storm 
strive to develop for each 
platform's strength, but 
the overall trend toward 
weakest-link-in-the-chain 
design is troubling. 

Anything else that 
should've gotten an 
"award"? Share the love. 

- killingbox@pcgamer.com 
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simcolumn 

The Eastern 
Front 
Revisited 
IL-2 STURMOVIK IS WITHOUT a doubt the finest 
World War II combat flight simulator to see 
action on the PC since MicroProse's European 
Air War in 1998. Not one to rest on his laurels, 
IL-2 creator Oleg Maddox has been busily apply­
ing the finishing touches to the second chapter in 
the franchise - IL-2 Sturmovik: The Forgotten 
Battles. Originally conceived as an add-on, 
Forgotten Battles ultimately grew to such mas­
sive proportions that its future as a stand-alone 
product became as inescapable as a snowy 
Moscow winter. 

I was lucky enough to test-fly an early beta 
recently, and while it's a bit early to be picking 
"2003 Sim of the Year" candidates, I'm already 
prepared to wager that Forgotten Battles will be 
a strong contender for the honor. 

The single biggest improvement is its 
new dynamic campaign generator. The 
sim now boasts a completely 
unscripted Pilot 
Career mode 
where your indi­
vidual mission successes will directly 
affect the ebb and flow of the war. Toss in 
five new gameplay maps (including Romania 
and Finland) and a whopping 30 new flyable air­
craft, and it's easy to see how this modest little 
"add-on" wound up spilling over onto two CDs. 

Need more reasons to be excited? For all of 
its relative obscurity and emphasis on Soviet and 
Luftwaffe aircraft, Forgotten Battles carries on 
directly where its immediate predecessor left off 
by delivering the most visually stunning and 
fluid representation of aerial combat ever pack­
aged up in a PC flight simulation. Hell, I haven't 
been this excited about a new air-combat sim 
since - well, since the original IL-2 shipped 
over a year ago. 

Normally a product as significant as 
Forgotten Battles would have received the full­
blown "Scoop!" preview treatment, but the 
game's last-minute change of status from an 
add-on to a stand-alone retail release kept it off 
our radar screens until it was too late. (And the 
sim's ship date is set for early March.) Not to 
worry, though, because the Sim Column exists to 
bring everyone up to speed on stuff like this! 

Whether you 're a dedicated IL-2 aficionado 
or simply a curious simmer who's late to the 
party, take my word for it - this game is the next 
big thing that you've been waiting for. 

- simcolumn@pcgamer.com 





Ill 

R 
0 

I 

Ill 

r.1 
Ill 
0 
E-t 

◄ 
lie 

Ill 

r.1 
R 

◄ 
Ill 
0 
lie 
I:) 

II.I 
0 
II.I ... 
R 

0 ... 
1111 

◄ • r.1 
0 
Ill 

Ill 

• 0 

R 
R 

◄ 

IFUI 

An All-New Battlefield 
Modders turn their talents to our 2002 Game of the Vear 

A. s of this writing, EA Games 
doesn't yet officially support 
mod developers' efforts with 

Battlefield 1942. The publisher has yet to 
release the code, a software development 
kit, or even a map editor. But that hasn't 
stopped one mod team from producing 
an impressive alpha version of a total 
conversion - updating the battlefield to 
modern warfare in the Middle East. 

Desert Combat is the name of an 
ambitious project being assembled by a 
mod team scattered across the U.S., 
Canada, and Britain. I talked with Tim 
Brophy, one of Desert's senior coders, 
about the splendid effort already on 
display at www.desertcombat.com . 

"We're creating real-world scenarios 
from modern Middle East conflicts," says 
Brophy. '1t's set over the last decade, start­
ing with the Gulf War in 1990-1991." 

The total conversion, which is drop­
ping jaws around the 1942 community 
even in its formative development stages, 
includes modern vehicles like the M1A1 
Abrams tank, Humvee, and Russian­
made T-72; modern aircraft like the A-10 
Warthog "tank-killer"; and modern 
infantry weapons such as the SAW light 
machinegun and LAAWs. The develop­
ers create these new elements through a 
painstaking effort of trial and error. 

'There's no documentation on any of 
this. We're building concepts that [EA] 
never considered at engine stage," 
explains Brophy, referring to the heli­
copters, Humvee-launched TOW mis­
siles, and cluster bombs that his team 
has added to the game. "Unlike Half-Life 
and WorldCraft, there's not even a map 
editor .. . we're manually editing every­
thing, building our own tools." 

Play balance is as big a concern as 
new weapons and vehicles: "Iraq might 
have very little airpower, but that's offset 
by ground forces ." Before DC is released 
in final form, Brophy hopes to have added 
Israel, Syria, India, Pakistan, and even 
more nations as playable combatant sides. 

It's impressive enough when an 
amateur mod team can produce a great 
total conversion using proper editing 
tools. The fact that Brophy and crew are 
well on their way to such a success 
without any support is frankly astounding. 

- extendedplay@pcgamer.com 
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desktop general 

The A.rt orwar 
(for Paoz1.tr 
Campaigns) 
HPS SIMS' PANZER CAMPAIGNS cycle, created 
by the prolific John Tiller, has earned a reputation 
for historical accuracy and consistently terrific 
playability. Novices have no trouble figuring out 
how to play on an elementary level; grognards 
appreciate its optional complexities. 

1 recently learned that some hardcore fans of 
the series, loosely spearheaded by "Volcano Man" 
(aka Ed Williams), have created new, highly original 
"art packets" that other Panzer Campaigns fans can 
download for free. Williams specializes in depicting 
infantry and armor units; colleague Stewart 
Atkinson has a passion for artillery and leaders' 
portraits; Thomas Wulfe most enjoys rendering 
backgrounds and terrain. As you can see from the 
examples above, these gentlemen are superb 
artists. Their sizable output is truly a labor of love. 

Mind you, these alternative art mods reflect 
no disrespect for Tiller's long-time "house" artists 
Joe Amoral and Mark Adams. But Joe and Mark 
are workhorses who are spread very thin 
(my rough count credits them with doing 
al/the artwork for 14 to 15 games in the 
last year!). Of 
necessity, they 
maintain a 
"basic library" of images that can be 
plugged in from game to game, and cus­
tomized quickly. 

The "Volcano Group" has the luxury of taking 
all the time they want to polish their images. Their 
leader/soldier portraits, for example, convey a 
powerful sense of individual personalities. These 
guys do not tout their work as being superior to 
Amoral 's, just "different." 

As a longtime fan of Tiller's games, I am 
deeply impressed by the visual impact of these 
alternative images; their appropriateness; their 
depth of character and dramatic flair. Fans of the 
HPS series can decide for themselves, on a game­
by-game basis, which set of graphics they prefer. 
For full details and downloads, go to http.I/members. 
shaw.ca/gcsaunders/welcomes.html. 

And while you're there, check out the site's 
range of interesting departments (all rendered in a 
bold and zestful style - site founder Glenn Williams 
is a successful commercial artist, and it shows) . 
There are archives of documents pertaining to 
recent (and far-from-recent) HPS games and the 
history that inspired them; designers' and artists' 
notes; links to discussion themes inspired by HPS 
titles; and a number of highly interesting historical 
chat-groups, including some that were new to me. 

In sum: a first-class web site, offering some of 
the best customized artwork I've seen in the genre. 

- desktopgenera/@pcgamer. com 
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strategy SOLUTIONS • TECHNIQUES • QUICK TIPS 

Impossible Creatures 
~ With 15 multi-part missions, this game's single-player mode will keep RTS fans busy for ages. Here are a 
'7 few pointers for some of the more difficult missions. 

IFfJ 

THE WICKED SKY WITCH (M8) 
■ Get AA towers up pronto - they'll 
automatically shoot down Velonika's scouts. 
Quickly advance north-northeast with 
henchmen to seize two valuable coal piles, 
and send a few more to the east to nab 
another pile, but be ready for savage attacks 
to destroy your new structures. A good 
tactic for protecting the easterly coal base is 
to build a double bramble wall and design 
creatures with ranged or artillery fire that 
can shoot from behind it in safety. 
■ A Crocodile/ Archer Fish combo will let 
you cruise both in the river and around the 
island and attack structures from safety. 
They' re especially useful in the river to the 
north when you attack Humphrey because 
they can bombard poisonous Komodo/Rhino 
creatures and others charging south to your 
base. Because Humphrey's forces attack most 
frequently, you should deal with him first. 
■ Those "Rhinagons" will attack all your 
bases in multiple waves unless you wipe out 
all of Humphrey's creature chambers - a tall 
order while two other enemies survive, but 
you can handle it in three ways: air units with 
immunity (Dragonfly/Hippo, but beware of 
AA towers), ground units with immunity 
(Hippo/Hammerhead), and bombardment 
from water. Water artillery will devastate 
most of Bugsy's base and will soften up 
Velonika's outpost for the final assault. 

MARCH 2003 PC GAMER 

THE INVASION (M1O) 
■ You must wipe out the closest lab in a 
lightning attack with Level I or II units. We 
waited until Level Il and used speed 
(Cheetah/Piranha). Be sure to tag the Bull 
and pair it with the Dragonfly (immunity) to 
face the charging Komodo combos. Destroy 
the lab in the valley with artillery from the 
cliffs (either Giraffe/Archer Fish or 
Chimp/Giraffes), followed immediately by 
ground attacks through the valley, but be 
aware that you'll probably have to try this 
several times before you succeed. 
■ Now build storehouses and creature 
chambers at all coal piles from your Lab to 
the east end of the valley. Create a few select 
Level V units - ranged, melee (with immu­
nity), and a powerful air unit to swoop on 

Eleph-Ants as they stampede through the 
valley in waves - and maximize their abili­
ties with the genetic amplifier. Move fast to 
eliminate the other two labs, then form 
chokepoints to ambush animals from the fac­
tory. The endgame will probably be decided 
by resources: win it with the gyrocopter to 
reach the coal on the plateau. A very large 
Lobster-based combo is best for the final 
assault because of its barrier-destroy power. 

SOWN SEEDS (M15) 
■ The key to victory is expanding in the 
right places - and at the right time. Pause 
the game, queue five henchmen for coal 
mining, position Rex and the two Killillas just 
to the northwest of the Lab, and send all 
other units (henchmen, too) on a dash to the 
northeast plateau. Destroy the buildings 
there and build a storehouse and creature 
chamber; protect it from air and ground 
attacks with soundbeam and AA towers and 
from naval artillery with ChimpElephants. 
Expand your main base, too. 
■ Produce lower level 0-Jm units only when 
absolutely necessary - you are outnumbered 
and must ensure each creature takes down 
two enemies with him. At Level V, produce 
powerful ranged and melee units (with 
amphibious skills so the melee units can tan­
gle with the Hippopotterfish when it retreats 
into the canal). Now you should grab the clos­
est coal pile to the west while sending naval 
artillery counterclockwise to destroy enemy 
storehouses in the northeast corner, followed 
by henchmen to exploit the coal found there. 
Back near Julius' base, battle westward up the 
hill to find another big coal deposit, easily 
protected because it can be approached only 
via a narrow path. (Can you say "kill zone"?) 
■ The choice of heavy units is yours; we used 
the Elepheel (lightning), Elephagon (Komodo 
with tusks - poison plus goring!), and a 
Rhino Lobster for smashing buildings. PCG 
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CHEATER'S 

Dragon's Lair 3D 
Stuck on the road to Daphne? Use these tips to 
beat two of the game's hardest scenarios. 

The Flame Path: In the Castle Sewers, after pro­
ceeding down a hallway originally blocked by 
brown barrels, you'll come to the Fire Arrows room, 
where you'll find a 3-by-4 square grid (shown 
above) surrounded by pipes that shoot fireballs 
when pressure is applied to the stone tiles. As 
you enter the room, flames move across the sur­
face of the tiles, indicating the safe path across. 

If you need to see the flames again, step on 
the hexagonal square on the floor to the right of 

the entrance. When you're 
ready, hold down the run 
button and start jumping 
across the tiles in order. 
The pipes still shoot fire­
balls, but you stay ahead of 
the flames if you follow the 
tiles in the right sequence. 

The Robot Knight: You've 
just entered the room 
with the Robot Knight 
(who you may remember 
from the Dragon's Lair 
coin-op). How do you 
beat him? First, carefully 
observe the waves ema­
nating from his sword to 
figure out which checker­
board tiles have been 

electrified. Now carefully jump from one safe 
patch of floor to the next until you reach the 
Robot Knight, and attack him with your sword. 
Reverse your path to attack the Knight when he 
teleports to the other side of the checkerboard. 
It takes three hits to bring down the Robot Knight, 
and the power of the electrical field increases 
each time you hit him. Fortunately, the pattern of 
non-electrified tiles doesn't change. 

SimCity 4 
During gameplay, press Ctrl + X to bring up the 
chat window. Now type one of the following 
codes and hit Enter:. 

■ fightthepower Removes power requirement 
from all buildings 
■ howdrylam Removes water requirement 
from all buildings 
■ zoneria Toggle Zones 
■ tastyzots Toggle Zots 
■ Dolly llama Enables llama-head advisors 
(shown below) 

The Gladiators 
During gameplay, type any of the following cheats: 

■ VasyMusclor Selected units get godlike power 
■ JeSuislaMort Enemy ignores selected units 
■ OnEstPoto Selected units become your friends 
■ BruleEnEnfer Summons one "!lammer" unit 
■ QuoiDeNeufDoc Heals selected unit(s) 
■ CoteDeMailles ChainMail +2 
■ BoumBoum Gives your main gladiator a 
super-attack (ii la the lightning-bolt power-up) 
■ Guyleclair Activates turbo mode 
■ Pleinlesfouilles Adds 500 joker points 

·I,. 
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Wl.ry do so many students choose ACCIS for their degree? 

flEHIBILITY 
• Study at your own pace 

• No classes to attend 

• Affordable for everyone 

American College 
of Computer 

& Information Sciences 

ACCREDITED MEMBER 
DETC 

Content may be 
suitable for persons 
ages 3 and older. 

Content may be 
suitable for persons 
ages 6 and older. 

Content may be. 
suitable for persons 
ages 13 and older. 

Content may be 
suitable for persons 
ages 17 and older. 

Content suitable 
only for adults. 

Product is awaiting 
final rating. 

CONTENT OESCRIPTORS 
(found on the back of the game box): 

The content descriptors tell you whether the game 
includes elements such as: 

Mild language 
Strong language 
Mild animated violence 
Mild realistic violence 
Comic mischief 
Animated violence 
Realistic violence 
Animated blood and gore 
Realistic blood and gore 
Animated blood 

ENTERTAINMENT 
SOFTWARE 

RATING BOARD 
1.500.171.(SRB <IWWl"$rb.org 

Realistic blood 
Suggestive themes 
Mature sexual themes 
Strong sexual content 
Use of tobacco or alcohol 
Use of drugs 
Gaming 
Edutainment 
informational content 
Some assistance may 
be needed 
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The Worst Came 
of the Year Awards 
Some games are so gut-wrenchingly abominable that they never win 
awards or get a chance to be re-released in a commemorative "Shiny 
Metal Edition." That's not fair. For dreadfulness above and beyond 
the call of doody, PC Gamer proudly recognizes the worst of 2002. 

WORST ACTING IN A GAME 
(TIE) Jlli AND FAUST IN JAZZ AND FAUST 
For reciting each and every line as if they were 
leaving an answering-machine message at 3 a.m. 
while stoned, this disturbing duo deserves the 
award equally. We laughed and we cried, but never 
at the appropriate moments. 

WORST EXPLOITATION OF A TRAGEDY 
F.D.N. Y. FIREAGHTER 
Sure, the game box promises that a "portion" of the 
proceeds will go to a New York Fire Safety Fund, 
but remember, zero is a portion, too. 

WORST GERMAN EXPORT 
DEMONWORLD 
Those crazy Germans sure spew forth some crap 
games, but Demonworld is shit even by their stan­
dards. Note to Germans: Americans like fun games, 
with pretty graphics and units that actually do as 
they're told. Keep your biza rre "games" to your­
selves. Thanks. 

WORST GERMAN EXPORT, PART II 
WAR COMMANDER 
Seriously now, this just isn't funny anymore. We 
gave this unplayable hyperkinetic mess of an RTS a 
15%. Reportedly, even viewing the box-cover art 
without special anti-crap eyewear can 
resu lt in permanent corneal damage. 
Isn't there, like, a giant wa ll we can 
build to keep this stuff from reach­
ing the U.S.? 

WORST USE OF l 
HOTTIE 
BRITNEY'S DANCE BEAT 
There's only one - okay, 
two - reasons a guy 
wants Britney Spears to 
dance fast, and they have 
nothing to do with her 
athletic ability. Luckily, 
our dirty primal urges have 
now been replaced by a 
queasy gagging reflex. 

WORST USE OF DINOSAURS 
CARNIVORES: CITYSCAPE 
We love di nos, so it pains us to see them show up 
in fou lness like Cityscape. When people see a dino 
on the box, they expect a certain amount of quality, 
not some lameass hunting game. For shame. 

WORST CASE OF GAMING MALPRACTICE 
911 PARAMEDIC 
Um, sorry ... moving icons and viewing FMV of 
patients laying motionless on the ground is not fun. 
Especially when the victims are all people with the 
apparent ability to sleep with their eyes open. This 
game's treatment should've been assisted suicide. 

WORST RE-CREATION OF CLASSIC 
MOYIE MOMENTS 
DIE HIRD: NAKATOMI PLAZA 
Having anonymous voiceover artists repeat lines 
emoted by Bruce Willis and Alan Rickman in the 
movie was a truly horrendous idea. It's like watch­

ing your kid's first-grade class production of 
Glengarry Glen Ross. Aghh! 

WORST ATTEMPT TO RIP 
OFF THE X·MEN 
HEROX 
"Roger, doesn't little Johnny like 
those X-People? Let's get him this 
Hero X. I'm sure it won't suck if 

Stan Lee had something to do 
with it." Kids, don't let this happen 
to you. Educate your parents on 

the dangers of shameful budget 
games before it's too late. 

Back in our July 1998 issue, PC Gamer thrust the Tom Clancy game 
brand into the spotlight as we unveiled the original Rainbow Six. 
Next month we tell you how far the genre has progressed with the 
world's first review of Rainbow Six 3. PLUS: A preview bonanza as 
we catch the fastballs from four baseball games heading to the PC, 
along with exclusive info on Deus Ex 2 and Thief Ill. Don't miss it. 
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So some Jackal was walking down the street one day, flipping lip 
to anyone who passed by him. "You're a stupid SI@*&, and your 
@1$% stinks!" That kind of thing. Well, little did the Jackal know 
that a new hero was stalking the streets, and he was in search 
of some ass to kick, preferably jackal ass. Anyway, this new hero 
takes one look at the Jackal and decides that it's go-time - time 
to kick ass, break limbs, and otherwise get it done. So he drops 
down and faces the Jackal head-on. The Jackal, who"s seen all 
of this before, backhands the hero, knocks him to the ground, 
and then goes about dry-humping the hero in front of the entire 
city. Humiliated, the hero crawls away, tears of pain dribbling 
down his face. So what's the moral of the story? If you see a 
Jackal coming, clear a path, or you, too. could get dry-humped. 
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