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' Generals call them "the first ones in 
and the last ones out. " They' re the 
elite special forces of Tom Clancy's 
Ghost Recon , and they don't take dead 
weight like you along for the ride . 
Unless, of course, you think you' re 
ready for the most realistic tactical 
FPS on the planet. 

• Spearhead harrowing missions in the 
volatile Eastern European Theater. 
• Suit up with the weapons of 
tomorrow like the jaw-dropping OICW. 
• Command squads with precision and 
power using a GPS, night-vision, 
battlefield computers, and modular 
body armor. 
• Stay frosty as the world explodes 
around you and mission goals change 
on the fly. 
• customize your squad into 
specialized experts in snipercraft, 
demolitions and stealth. 
• All designed to real Army specs in 
collaboration with ex-Special Forces 
troops. 

If this sounds too intense, we 
understand . But if you think you ' re 
ready, grab a weapon and fall in . 





re•con (n): the sole unit an infantry battalion 
relies on for intelligence operations. Arguably 
the most specialized and highly trained troop 
formation of any regiment. 

If you meet them in combat ... 
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Gamers, rejoice! What cool stuff would enhance your life? From some 
of the best games of the year to the finest peripherals, and gadgets 
that are just plain cool, there's something in this collection for 

everyone. So whether you're looking for a gift for that special 
gamer in your life or if you're just plum out of ideas for your own 

holiday wish list, surreptitiously leave this story open at the 
page of your choice, and give your gift-giver a helping hint. 
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The makers of Command & Conquer set out to 
create the ultimate massively multiplayer game in 
space. You can't miss this in-depth look at what 
they've got planned. 

Check out how Gearbox will turn the most popu
lar Half-Life multiplayer mod on the Internet into 
a thrilling single-player experience. 

18 Dlville Dlvbdty 
Here's a compelling roleplaying experience 
coming from German publisher CDV. It's similar 
to Diablo, with a mass of good ideas brimming 
under the surface. 

24 Bands-GD 
This month, we get our grubby hands on the Harry 
Potter game, Global Operations, and the sequel to 
Serious Sam. Find out how they stand up. 

http://www.pcgamer.com 
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STRATEGY 

123 RealWar 
America needs you to kick some terrorist ass. 

Don't th ink you're ready? You will be with our 
ultimate Real War guide. Make us proud. 

DEPARTMENTS 

6 Letters 
This month, readers sound off on our Operation 
Flashpoint review, give Coconut Monkey some 
much-needed fan mail, and share thoughts on 

Pool of Radiance and Return to Castle Wolfenstein. 

28 Eyewitness 
Hey you! Want to make your own Quake Ill maps 
and mods? Read our story on a new program 

called gmax that lets you do just that. Also, we 
take a look into the world of professional gaming 
and reveal Activision's upcoming lineup of 
Dreamcast ports for the PC. 

112 Eztended Play 
What's better: a starship or a Star Destroyer? 
Decide for yourself with the Star Trek vs. Star 
Wars mod for Star Trek: Armada. 

114 Tbe B'tJJlug Doz 
Chuck investigates rumors of a first-person 
shooter that doesn't require a computer or elec
tronic device of any kind. Huh? 

116 Alternate Lives 
Rob tinkers with the Morrowind editor and creates 
a terrifying Dungeon o' Damnation. 

118 Tbe Desktop General 
Trotter's in love with a bunch of games from 
Canada. Find out what they are and why. 

120 SlmOolamn. 
As fallout against the flight-sim genre continues, 

Mahood takes to the stand in its defense. 

128 Backspace 
Everything you should know about the first-person 
shooter that brings Nazi-killing to a new level. 
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Stand and Deliver, 
WE WANT TO HEAR FROM YOU! Write to us at PC Gamer 
Letters, Imagine Media, 150 North Hill Drive, Brisbane, CA 94005, 
or email us at letters@pcgamer.com. 

We must agree, SOF2 looks 
pretty damn promising. Keep 
the winners coming, Raven! 

SOLDIER OF FORTUNE 2: 
BLOODY IS AS BLOODY DOES 
I recently bought Soldier of Fortune: Platinum 
Edition, and I think that it's one helluva sweet 
game. I noticed that it comes with a little preview 
film for SOF2: Double Helix. I don't know if you 
guys have seen the video yet, but that was the 
coolest 60 seconds of my life! Holy cow, the graph
ics look gorgeous! When is this game coming out? 

- Ryan Davidson 

Games' ship dates are always subject to change, 
but Activision tells us Soldier of Fortune 2 will be 
released "after the holidays" - which likely 
means sometime in February 2002. 

EAT LEAD, FRITZ! 
I've been a subscriber since you put demos on 
floppy disks. Lately, I've been reading up on 
Return to Castle Wolfenstein, and while I'm not 
here to tell you guys how to do your jobs, I think 
denying RTCW a score of 100% would be a trav
esty! It's the sequel to one of the most important 
games of all time, and should be given the high
est score possible. 

- Sean "lnsaniac" Brogan 

Wow! Talk about a fan! The id and Gray Matter 
guys should call you up and have you do PR for 
them! Unfortunately, no matter what, we've got to 
review the game based on its own merits - not 
its heritage. The good news is that we've played 
our fair share of Wolf already, and it's looking to 

NM HOLIDAY 2001 PC GAMER I 

be one heck of a good time - even if it doesn 't 
ultimately get the highest ... score ... ever. Look for 
our review soon in PC Gamer. 

OPERATION LOW SCORE 
I just read your review of Operation Flashpoint 
and was shocked by your score of 70%. I've 
been playing the game for about a week, and 
though I can only play for a few hours a 
night (I'm married), I've found it to be highly 
immersive and refreshing. The expansive ter
ra in you must cover while playing is amazing, 
and the interaction with computer teammates 
and enemy Al is superb. When I consider how 
easy some games are these days, the fact 
that Flashpoint is so cha llenging is a pleas
ant change from the norm. As a fond 
reader of your magazine, I have to tell you, 
this game should have gotten at least an 
80%, if not higher. 

PCG Associate Editor Li C. Kuo, who wrote 
the review, responds: Yes, Operation 
Flashpoint is a very immersive game, 
and it is innovative. But its flaws are 
significant enough to keep it from being 
"excellent. " Take a look at the rating-system 
box on our reviews intro page. 80% is an 
excellent game that is among the best in its 
genre, while 70% is a good game that has flaws. 
Op Flash falls into this latter category I still play it 
at home and enjoy it a great deal, but having only 

http :/ /www.pcga m e r.com 
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one save-point is just unforgivable. Factor in the 
clunky interface, iffy controls, and inconsistent Al 
(I've walked right up to soldiers and had them 
stare right at me with no reaction), and the game 
falls shy of the "excellent" mark. 

PEEVED AT SPEED 
Why did EA have to go and further ruin the Need 
for Speed series with Motor City/ 

Now, don't get me wrong: I've played the beta 
and it's fun (unlike Porsche Unleashed). But why 
does the game have to be entirelyonline? It irks 
me that I'm going to have to shell out $40 for the 
game and then an extra $10 every month just to 
play it. Maybe I'm just cheap. 

- Jeff Olson 

Are you mad? Porsche Unleashed was BRILLIANT! 
As for your other statement, $10 a month to play a 
driving game - even a really, really great one -
seems a bit much, but then again, racing fans are 
a crazy bunch! We 're all very interested to see 
how Motor City does given its long development 
cycle, and how much it ultimately costs. 

POOL OF (BUGGY, SLIGHTLY 
LACKLUSTER) RADIANCE 
I just bought Pool of Radiance: Ruins of Myth 

Drannor, and the game is so bug-ridden it isn't 
even funny. I tried to uninstall it after 

realizing that it stank, and it wrecked 
my install of Windows! Yes, I couldn't 

get back into Windows after unin
stalling it - I had to reinstall 

Win 98 again from DDS. How 

Poofs monsters aren't 
half as scary as its 
bugs-yeesh! 

PC GAMER 

do games like this make it to store shelves in the 
first place? People complain about World War II 
Online, but Pao/takes things to a whole new level. 
Someone over at Ubi Soft or Stormfront Studios 
deserves an ass punch. 

- Scott Fraser 

We don 't condone violence here at PC Gamer, 
Scott - least of all the dreaded "ass punch. " 
Still, with all the email we 've received about 
these bugs, and since the game has supposedly 
been all but finished since May 2001, it's hard to 
know how the ball got dropped so hard. Read our 
review on page 92 to learn about our own experi
ences with the game. 

ONE GAME TO LAST A LIFETIME 
Hola, PCG peeps! In your November 2001 issue 
you asked us " little people" what game we would 
want with us if we were stranded on a desert 
island. Here are my thoughts: 

If I could have only one game to play, it would 
have to be the final release of Gravy Trader. I 
would then build a giant coconut sculpture of 
Coconut Monkey and pay homage to it every 
day. If, however, Gravy Trader had not seen the 
light of day by the time of my unfortunate entrap
ment, I would wish for my trusty copy of Deus Ex 
and all its development tools, and would pay 
homage every day to a giant coconut sculpture 
of Warren Spector. 

- Max "Astral" Rubenacker 

True. True. 

What game would I want with me if I was trapped 
on a desert island? That's easy! Assuming I could 
connect to the Internet, I'd choose Worms 
Armageddon. I never get tired of playing it by 
myself, and, of course, it's always a blast to play 
with others. Hey, that sort of reminds me of ... oh, 
never mind. 

- Luc Gagnon 

Hey, you weren 't trying ta make a reference 
ta .. . ah, never mind. 

SUMMONING SALES FIGURES 
A friend and I recently got into an argument about 
Summoner. He claims that the game completely 
flopped on both the PlayStation 2 and the PC. From 
what I've heard, though, it sold just fine . Can you 
guys clear up this question for us? 

- Gary 

Sure thing, Gary. According ta research firm NPD 
lnte/ect, the PC version of Summone·r said roughly 
29,500 copies in the six months fallowing its 
March 2001 release, while the PS2 version said 
around 134,000 copies in the 11 months fallowing 
its October 2000 release. Those are pretty poor 
sales numbers far each system, so it seems your 
friend's right here. Though the game was a goad 
play (we gave the PC edition an 81 %), it didn't nab 
gamers' interest, unfortunately. 

THE BLAME GAME 
Well, well, well. One interesting development in 
regard to the recent terrorist attacks is that the 
media's talking heads aren't blaming computer 
games. How 'bout them apples? 

- Lewis 

It's a nice change of pace, isn 't it? A few crass 
reporters have mentioned MS Flight Simulator, but 
that nonsense talk seems ta have came and gone 
rather quickly. That said, make sure you play as 
much Quake as possible so that you'll know haw 
ta fire a racket launcher should you end up being 
drafted. Oh wait, that's right: games like Quake are 
controlled with a keyboard and mouse and couldn't 
possibly teach you ta fire a real gun. Forget it. 

A TIMELY QUESTION 
Hey, what holidays do the PC Gamer guys and gals 
celebrate this time of year? 

-Joe Momma 

Magazine lead times being what they are, we usu
ally celebrate Halloween right about now. Came 
the real holiday season, the PCG crew is an eclec
tic bunch: we celebrate everything from tribal 
sacrifice ta Christmas and Chanukah. 

BCG: BETTY CROCKER GAMER 
Can you people give me a good recipe for 
holiday cookies? 

-Jason Hitch 

Sure, but keep in mind that we're gamers first, 
cooks second. 

Mix one egg, two 
pounds of flour, one cup 
of orange juice, three 

sticks of butter, one pound 
of sugar, two tablespoons of green food color
ing, and four large tomatoes in a large cookie 
jar. Let the mixture sit on the counter until it 
hardens into a thick sludge, and then enjoy it 
with a bit of whipped cream and eggnog! 

http://vvvvvv.pcgamer.com 









IN A NUTSHELL 

B rett Sperry asks serious questions, 
with a serious purpose, about the 
vagaries of game design. "How do 

we make it balanced, fun , and with conti
nuity?" he ponders. "How do we shift the 
emphasis away from conflict and combat?" 
These questions barely scratch the surface 
of building a massively multi player game, 
but they're among hundreds already 
addressed throughout Earth and Beyond's 
five years of development time. 

The setting for this unique enterprise is 
the vastness of space, the future, the home 
to three distinct factions. Senior Game 
Designer Janus Anderson explained the 
makeup of the three races: the Progen are 
genetic manipulators and warriors who fly 
slow, powerful ships; the Terran are capi
talistic tradesmen whose ships sport large 
cargo bays and meaty missile racks; and 
the Jenquai's beat is technology, but with 
fragile ships that rely on cloaking, scan
ners, and even psionics. While each race 

lends itself to one of the three classes -
warrior, tradesman, explorer - it's possi
ble to start a Terran (tradesman) as an 
explorer (usualJy a Jenquai). The races will 
be able to adventure together, and a col
lection of their particular skills will be vital 
to achieving certain objectives. 

In the game, the discovery of star gates 
has allowed space exploration to flourish . 
These gates have always been around, but 
only in recent history have they been visible. 
So who built them? Where are they? When 
did this happen? What was their plan? 
These questions form the core backstory 
to E&B's ongoing theme, and are the canvas 
on which the three factions wilJ paint their 
story of trade, exploration, and combat. 

At the heart of Westwood's design is the 
desire to achieve the holy grail for develop
ers of persistent-state-world games: a 
compelling blend of easy accessibility for 
the newbie with tremendous depth and 
opportunity for the hardcore. Starting 

~e 
Flyin,1rfr0111 o location to 

anot · · heading to 
space gates. Along the way 

you may meet pirates, 
inanimate objects such • 

asteroids, or organic enemies 
111ch a space wona. 

with the character-creation process, the 
three factions and three class types mean 
just nine character combos. A simple menu 
of sizes, hair styles, colors, and equipment 
lets you customize your avatar quite 
specifically, or those wanting to dive right 
in can simply choose a random option. 

The start of the game, which I got to 
play, has a voiceover tutorial that blends 

major sci-fi persistent-world game, 
and it's C0111iD1 from a design pow
erhouu that's already invnted five 
years of thought and development 
in implamentiag smart ideas. 

lmprBlsiYa. Though W811Wood'1 
older claaic franchises (tan• of 

Lore, Legend of Kyrandial have dis
appeared, the Command & Conquer 
series ii a strong • ever. 
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light-hearted banter and important in-game 
fact to show you around the interface. Your 
in-game HUD uses a series of icons to let 
you access maps, inventory, and weapons 
in a very manageable format. It also 
includes critical information such as your 
power level. Progressing down the tech 
tree, high-end items will drain more power, 
and so energy conservation becomes a crit
ical strategic resource: should you blast an 
enemy with everything you've got in one 
shot, thereby draining your power, or pace 
your attack and ensure a getaway option? 

Right now the control is slightly clunky 
in combat because your eye is pulled to a 
small reticule over your selected weapon 
slot in the interface bar, and away from the 
main action screen. But E&B has just gone 
into beta testing with 500 players trying 
out the current functionality, so hopefully 
this point will be addressed. Combat itself 
is as you'd imagine: it's somewhat turn
based, with skill levels, weapon type, and 
armor selections all going into the number 
cruncher to decide hits, misses, 
and the resulting spectacular 
explosions. By carefully balanc
ing weapon ranges and the 
option of temporarily closing 
space gates, Westwood hopes to 
prevent grief tactics such as 
flooding certain areas with bud
dies and surrounding enemies 
using all the 3D space available. 

To make space an interesting 
place to adventure, the backdrops 
mix dazzling nebulas, beautifully 
textured space stations, and 
detailed planets. You can orbit 
these worlds, view buildings on 
the surface, and enter floating 
stations for new supplies or mis
sions. The artists have brought 
whatever real-life facts they can 
into the E&B world, modeling 
certain areas based on NASA 
documents. "[Jupiter's moon] Io 
looks like Io," notes Director of 
Product Development Eric Wang. 

You could use the Menace skill to 
frighten off opponents, but if you're 
damaged, you might want to flee the 
fight instead. 

http://vvvvvv.pcga mer.com 

Docking at space stations and then visit
ing stores, bars, and a handful of other 
locations is streamlined through a simple 
menu. Once at a station, you can converse 
with NPCs, buy and sell equipment, mend 
or upgrade your ship, or just hang with the 
homies. Whatever your mission, it's all 
recorded in a log that details what you need 
to do, and where. With the ability to break 
down some items into their component 
parts, traders get to learn what it takes to 
make the more powerful ship upgrades, 
creating a dynamic economy that's driven 
by players' ability to crank out cool gear. 

Whatever you decide to do, Sperry 
hopes that grouping with others will be a 
key element. "You can play to the end of a 
career solo," says Sperry, "but we hope 
you don't." Some installations, planets, or 
other features of space will be invisible to 
certain races due to technology limita
tions, so these groups will need to team 
with someone who can see the location 
before you can share the information. 

Of course, death .plays a part, too. 
While the E&B team is still debating the 
penalty of in-game death - possibly not 
even experience loss - they want to 
ensure that it's not a big deal. Should your 
ship be pounded to the point of being 
"derelict," it'll be considered worthless by 
attacking foes, and thus left alone. At this 
point, rather than start a salvage opera
tion, you'll have to recover - either 
through your own repair kit, or by paying 
another player to bail you out of your jam. 

Westwood is certainly in a position to 
learn from the mistakes of others, and EA, 
as the publishing parent, should be able to 
build the technical infrastructure neces
sary to support the flood of players. 
Newbies should be encouraged by the lim
ited starting options and other efforts 
made to attract them, while £&B's com
plex, deep missions and rich story should 
offer the hardcore sci-fi crowd the persist
ent-world game they've been waiting for. 

- Rob Smith 

PC GAMER HOLIDAY 2001 



Counter-Strike: Condition Zero 
IN A NUTSHELL Now you can play Counter-Strike even if you don't have any friends. 

T he amateur mod-turned-phenom
enon that is Counter-Strike is 
undoubtedly one of the game 

industry's biggest success stories. Some 
50,000 people are playing this 
downloadable addition to Half
Life at any given time, and its 
success has generated pro
fessional jobs for many 
members of the design 
team. The only thing 
hindering Counter-Strike's 
further success is its 
requirement to be played 
online or over a LAN. 

Well, that's about to 
change. Gearbox has 
been handed the contin
uing development of 
Condition Zero, an 
enhanced, standalone, 
single-player version of 
the squad-based shooter. With Zero, 
you'll not only be able to take CS off-line, 
you' ll also be treated to a satchel full of 
new features and weapons. Randy 
Pitchford, president of Gearbox and the 
game's lead designer, says, "Condition Zero 
is an opportunity to deliver a new type of 

single-player game that appeals to fans of 
on- and off-line action games." It'll also 
offer visual upgrades via higher-resolution 

textures and more complex charac
ter models, Pitchford tells us. 

These improvements should 
help give extra life to Zero's five 
episodes, each consisting of four 
or five missions with a number of 
varied objectives. Some of the 
missions are indoors, such as one 
operation set inside a military 
bunker in the desert, similar to the 
facility in the movie Three Kings. 
Other missions take place entirely 
outdoors, as in the one where 
you're dropped on the walkways of 
a canal city similar to Venice. Further 

locations include jungles, arctic bases, and 
two urban areas based on American cities. 

Within those missions are three scenar
ios, each with multiple objectives. One of 
the new game modes involves getting your 
team to a specific area in a map to accom
plish a set objective. For example, in one 
mission, a team must make it to a com
puter room to download some files and 
then make it out to the extraction point. It's 
like a mix between the "diffusion" and 

"escape" modes in CS. Zero will ship with 
at least one additional new gameplay mode 
that Gearbox wants to keep secret. ln all 
modes, you'll earn more money for your 
squad depending on how well you com
plete each mission. As you earn more 
funding by beating missions, you'll unlock 
more missions to play. 

One of the staples of Counter-Strike is 
buying new weapons and supplies. In Zero, 
you'll have access to tweaked versions of 
classic CS weapons, plus plenty of new 
hardware. The list includes LAW Rockets, 
an Israeli assault rifle called the Gali!, the 
FAMAS assault rifle, Molotov cocktails, 
gas grenades, the M-60 E3, machetes, a 
ballistic shield that you can use in conjunc
tion with a pistol (see image, above left), 
and a few surprise mystery weapons. 

Another feature new to Zero is 
Training. Since the game is squad-based, 
you' ll have a team of AI buddies on your 
side. "Training the recruits will be arbitrary 
between each mission," Pitchford explains. 
"You select the type of training, confirm 
the order, the money is spent, and the 
recruit is upgraded." Training will become 
crucial later in the game, when the effec
tiveness of your AI buddies will be para
mount. Thankfully, Pitchford assures us 
that Gearbox will make these artificial bud
dies top-notch. "In testing, we've been able 
to consistently fool experienced Counter
Strike players into thinking they' re playing 
human players rather than bots," he says. 

Dying to know more? So are we. As 
Zero nears release, we'll be sure to share 
our hands-on experience with it. 

- Li C. Kuo 

ThellOII 
populs onliM lhootlr tMII' la finlllly 
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N- you don't need bro■dbllld to 
play wlllt m■ny conid■r to be the 
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scoop! 

Divine Divinil 
FACT: The repetition of words with the same 
root is called po/yptoton. Linguistics experts 
have also identified epizeuxis (the immediate 
repetition of adjacent words - e.g., "' Oh no, 
oh no!") and the more well -known allitaration. 

IN A NUTSHELL Is it a Diab/a clone or a Ba/dur's Gate rip-off? Actually, it may be better than either. 

I' rom the department of redun
dancy department comes Divine 
Divinity, a game with a name so 

weird it could only have spawned from 
those strange people across the ocean. 
No, not Ores - Belgians. Larian Studios 
is based in Flanders, and the developer is 
busy putting the final gobs of spit and pol
ish on an ambitious new RPG . 

At first glance, the 2D sprite-based iso
metric gameplay recalls just about every 
Diab/a knock-off we've seen in the last 
few years. But looks can be deceiving. 
Divine Divinity has far more flexibility 
than most RPGs because it emphasizes 
characters over classes. The three basic 
classes - Way of the Survivor, Way of the 
Warr ior, and Way of the Wizard - are 
only basic "callings" rather than individ
ual sets of abilities. 

Divine offers 96 skills, and your charac
ter can train in all of them regardless of 
his class. So w hy have classes at all? Each 
of the three offers small benefits, including 
a unique "special move." A fighter, for 

example, can doing a spinning slash that 
will gut just about anything in arm's reach. 

The goal, then, is to let you create your 
own distinct RPG experience. If Diablo
style hack-and-slash is your bread-and
butter, then go for it. But if you prefer the 
measured pace of, say, Baldur's Gate, then 
you can play that way as well, including 
the option of pausing the game to issue 
orders. And don't worry about wearing 
out your mouse button: simply click on an 

enemy once, and you' ll attack him until he 
(or you) dies. 

Other examples of this cool flexibility 
include the ability to physically manipulate 
just about anything in the game world. In 
one instance I went into a barn full of hay 
bales and started to throw them around 
for fun. Underneath the pile was a trap 
door that led to a treasure-rich dungeon. 

This sort of connect-the-dots gameplay 
also applies to your weapons and tools . 
For example, you can collect ingredients 
to make a potion, and then splash it on 
your sword to make a poisoned blade. 
Then you can charm that blade to make a 
truly wicked weapon. The result is an 
almost unlimited number of uniquely spe
cialized weapons and items. 

Divine's basic story involves familiar 
elements such as disloyal magicians, over
thrown councils, and a magical land (in 
this case Rovellon) in mortal peril. You play 
the role of the savior in a setting brought 
to Life with some very respectable graphics. 
The animation is smooth, the level of detail 
in the art is as good as anything we've 
seen recently, and the landscape is varied 
and seamless. Divine also supports up to 
1024 x 768 resolution in 16-bit color. 

Only some of the game's 100-plus 
NPCs have spoken dialogue, but that's 
understandable considering the size of 
such an undertaking and the fact that 
Divine Divinity could occupy up to four 
CDs. Right now the game is on track to 
show up next spring. We hope Larian will 
soon start working on sequels such as 
Bloody Blood and Devilishly Diabolical. 

- Jim Preston 
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scoop! 

As some big-name games finally near release, playable late-beta builds land 
, . - - - . . . . 

to dismiss Global Operations 
as just a Counter-Strike clone, but you should 
remember that even if the game's roots are famil 
iar, Barking Dog plans on making it a bigger, bad
der, better version of the popular online mod. The 
premise is identical - you play as either a terror
ist or a counter-terrorist, each with a distinct set of 
goals. You start with limited cash and earn more 
with successive victories, using the money to 
upgrade your weapons, armor, and accessories. 

The controls and game mechanics are nearly 
identical to Counter-Strike's, with a few tweaks 
such as a useful drag-and-drop HUD. Quick, con
trolled bursts are required if you want to hit any
thing, crouching improves accuracy, and the char
acters have location-based damage, so you don't 
want to get double-tapped in the head. I did find it 
difficult to tell where my shots were going: there 

just wasn't enough user feedback in the early ver
sion I played. 

One especially impressive part of the game is 
its new approach to defusing bombs. Rather than 
just walking up to a bomb and hitting the Use key, 
you actually have to pick it up and bust out a 
defusing kit that consists of a pair of wire cutters 
and a tool to check wires for current. Each bomb 
has a red, blue, and yellow wire, and you have to 
check each wire to figure out which needs to be 
cut. But it takes time to find the current, and if 
time's running out, you just have to guess. Frankly, 
this nerve-jangling idea is brilliant, and it worked 
perfectly in the mission settings. 

Barking Dog is bang on the right track with 
Global Ops' core action game play- even if its 
rea l-world settings may jangle a few sensibilities. 

- Li C. Kuo 

Serious Sam: The Second Encounter 

►JI HOLIDAY 2001 

DEVELOPER CroTeam PUBLISHER Take-Two RELEASE DATE Holiday 2001 

JUST AS YOU'RE recovering from Serious Sam, it's The Second 
Encounter, with more of the same manic carnage. Some of the new weapons 
(chainsaw, sniper rifle) aren't exactly original, but that's Sam for you. The 
focus is on crazy fun, and the alpha build we played had plenty of that 

-Jim Preston 
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trends news behind-the-scenes reports 

EASY MOD-MAKING 
Discreet's gmax puts powerful tools for level design, modeling, 
and texturing in your hands with a free 20MB download 

0 ne of the best parts of being a PC gamer is 
enhancing your shelf-bought game exper
ience with all the free mod downloads 

available online. Here at PCG we've clocked in 
countless hours with mods such as Tactical Ops, 
Day of Defeat, Counter-Strike, Team Fortress 
Classic, and Nata 3.0 (for Rogue Spearj . User
created mods have truly enhanced gaming for all 
of us. Now, gmax promises to make mod creation 
easier than ever, and amateur mod-makers and 
experienced professionals are all talking about it. 

So what is gmax? Think of it as a chip off the 
30 Studio Max block, one of the more popular 
programs used by the pros and by madders 
across the Internet (including the Day of Defeat 
mod team). The idea behind gmax, created by 
Discreet, is to make a program that is more 
approachable than 30 Studio Max yet just as 
powerful in almost every way. With this pro
gram, you' ll be able to edit and create your own 

maps and character models, and even make 
animations. And with a special add-on pack 
ca lled Tempest (also a free download), you ' ll be 
able take all your creations and drop them 
straight into Quake Ill: Arena. 

Everyone knows that no matter how powerful 
a program is, it's worthless if you can't figure out 
how to use it. Modeling and level design aren't 
simple tasks. Jakob Jungels, the modeler for the 
Day of Defeat team, is more than familiar with the 
difficulties involved in creating new characters 
and levels for a game. "There are dozens of 
minute steps you need to make, and it's frustrat
ing when you get unexplainable errors," he says. 
"Even when you do manage to get the model in 
the game, sometimes it looks completely different 
than it did in the modeling program. Frustration is 
definitely part of the process." 

According to Discreet's Dave Campbell, any
one from the hardest of the hardcore game 

players to their little sister will be able to 
use gmax to make their own game modifi
cations. "The whole point of gmax is to 
enable people who have never made any
thing before, even children, to make things 
like 30 models for Quake Ill," he says. 
[Though those children can 't buy Quake 111, 
of course! - Ed.] Campbell isn't alone in 
his sentiments. A few developers, including 
Microids and Gas Powered Games, have 
already integrated gmax into their games. 
One of the more prominent upcoming 
games that will feature the gmax system is 
GPG's Dungeon Siege. Chris Taylor, presi
dent and founder of GPG, says: "This 
[gmax] is what people have wanted for a 
long time. No more hacking and reverse
engineering file formats: people can go 
straight to work making cool stuff without 
all the headaches and hassles." 

This easy compatibility is possible 
because every time gmax ships with a 
game, you're getting a special version of the 
software designed specifically for that 
game. As a result, anything you make will 
be instantly compatible with the game gmax 
came with. That means you won't have to 
know any coding or have to get your hands 
into any of the actual programming. Before 

gmax, if an aspiring mod maker wanted to tweak 
a weapon or character, he would have to hack 
into the game's core code and change it. Doing 
this complex process incorrectly could result in 
breaking the game itself. Even then, after figuring 
out how to make mod files in a format that's 
compatible with the game, the madder would 
have to use a 30 program such as 30 Studio Max 
or Inspire 30 to create his 30 models. And these 
programs aren't cheap. The latest version of 30 
Studio Max costs a whopping $3,495. 

But wait: isn't Dungeon Siege already sup
posed to ship with an editor called The Siege 
Editor? Yes, it is, but both programs will work hand
in-hand to give you the power of creation. Think 
of gmax as a creator for the smaller, or micro, 
elements and The Siege Editor as the creator for 
the larger, macro elements. Says Taylor: "First 
using gmax, someone might create a new weapon, 
character, tree, or whatever. Then, they can use 
The Siege Editor to put [all these elements] 
together by building a terrain, placing monsters 
on [it], plopping down the trees they made." 

http:/ /www.p cgam e r.com 



Will there be special versions of gmax for 
games already released, such as Max Payne? If 
developers like what they see, they could easily 
build a special version of gmax (using gmax dev, 
a variation of the program specifically for profes
sional developers) designed specifically to make 
mods for their game. However, there are currently 
no plans to make gmax versions for older titles. 

So is gmax really as easy to use as 
Campbell says it is? I decided to find out for 
myself. Both gmax and the Tempest add-on are 
available for a completely free download at 
www.discreet.com. After downloading the 
20MB program and the 500K Tempest add-on, I 
got to tinkering. For the record, I've never 
touched a rendering program of any sort in my 
life. I decided to try to make a simple stickman 
without working through any tutorials. After a 
little over 20 minutes, I had my stickman, sort of. 
He looks pretty bad, but it's not shabby for 

-i'i 

someone who has no idea what he's doing. 
Fortunately, you won't have to click around 
blindly like I did. Discreet has a very thorough 
gmax tutorial available for download that will 
lead you through creating 3D models, 3D levels, 
texturing, and even animating. Trust me, you' ll 
need them if you want to create anything 
worthwhile. gmax is a powerful program, and 
the number of options available in its menus is 
overwhelming if you're new to 3D rendering. 

If gmax is really as good as its creators say 
it is, you can expect many more mods popping 
up in the near future - though it's a time-inten
sive program, and few user-created options 
were available at press time. But for now, all 
we can do is wait and see how the gaming 
community responds. We'll be sure to keep you 
keyed in as gmax ta kes its first steps into put
ting powerful tools in gamers· hands. 

- LiC. Kuo 

~GAMER RECOMMENDS 

REPORT 

WHAT: LANExtreme 
WHERE: Bloomington, Illinois 
WHEN: December 7-8, 2001 

At LANExtreme, you'll be able to play 
everything from Duke Nukem 30 to 
Unreal Tournament and the original 
Team Fortress. The entry fee is $20 
and all proceeds will go to the Red 
Cross. Get more info at www.lanparty.com/lanextreme. 
Remember to send any and all LAN-party news to 
Li@pcgamer.com at least two months before the event. 

PC GAMER 



THE PATH TO BECOMING 
A PROFESSIONAL GAMER 

N ot everyone can be a pro gamer. It takes dedication and commitment. 
Gaming on the pro side of things isn't always 'fun,' and you have to 
have the skills and talent to make it." These are the words of Counter

Strike champ Jay Chern, one of the growing number of professional gamers 
in the U.S. Chern isn't a full-time gamer, but he spends a good five hours a 
day practicing. His biggest cash prize is $1 ,200 in a previous CPL tournament. 

How do you become a pro gamer? Everyone we asked had one response 
in common: you have to be really good. "Right now, the only way to truly make 
a living off of pro gaming is to be the best all the time," Chern tells us. That's 
easier said than done. Only champions win enough money to make a living. 
And to become one, you have to beat hundreds, even thousands, of gamers. 

In Korea, pro gaming is massive. This year's CPL World Championship 
Tou rnament in America should attract 2,000 gamers. The Jeju International 
Games Festival being held by Knight Bridging Korea (KBK), a company that 
organizes pro matches, has 32,000 gamers signed up to compete, and the 
event is even supported by the Ministry of Government. KBK vice president 
Seung-eok Paik tells us: "Ten pro gamers have reached a ce lebrity level of 
fame in Korea, but [our country has] more than 100 full -time professional 
gamers. A Gallop Poll held in elementary schools shows that Pro Gamer is 
one of the occupations most students want to be when they grow up." 

In Korea, pro gamers can become more famous than actors and singers. 
Champions are often asked to appear in commercials and do product endorse
ments. The country even has three cable channels devoted to games. One 
time, a televised Starcrafttournament drew an audience share of 30 percent. 
"Many parents try hard to support their children to become pro gamers," 
says Paik. "Once, a gamer's father offered us $100,000 to fix a tournament." 

Does pro g·aming change the way you look at games in general? " It's def
initely very serious," Chern says. "When you're in a gaming championship, 
this isn't just a game. It's a sport, and you're there to win." If you think you 
have what it takes, try entering a competition. Take part in everything from 
local LAN parties (find them at www.lanparty.com, or in our monthly LAN
Party report) to official CPL events. After that, it's an oh-so-simple matter of 
beating everyone you play and registering with the CPL (at www.thecpl.com). 

THE RELEASE METER 

Now that all the big holiday releases have shipped, game relaases are 
slowing down. But some gems are still coming out Thanks to Rich 

LaPorte for the list Send release-date news to /aporte@gonegold.com, 
and visit www.gonegold.com for the latest release-date information. 
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Typically referred to as "bad ass," the online gamer who 
has DSL is a belligerent yet irresistible sort. He is legendary 
for his high-speed Internet access. He is feared for his 
ability to download up to fifty times faster. He has really 
big hands. The DSL man never puts up with busy signals 
and can even use his phone while he's online. 

When you see a DSL man, kiss your girlfriend goodbye 
and kick rocks, soldier. Or else you'll have a grappling 
contest on your hands . 

But don't just take our word for it. Studies show nine out of 
ten supermodels prefer a man with DSL. Some seek out the 
speed. Others seek out the reliability. They are obsessed 
with this . In fact, when women go to the restroom together, 
they are secretly discussing DSL. 

·offer expires January 31 2002 DSL service not ava1lable ,n all areas Some restrictions apply Offer available to new Earth link DSL customers only Not redeemable in coniunct1on with any 
other offer Offer requires you to mointa1n a current DSL members~1p ot $49 95 per month for a minimum of 12 months Early termination fees apply Please coll for details '"Based on 

rofessionol 1nstallation fees for Bell South ($199 95) and SBC ($200) as of June 15, 2001. 'This offer ,s for new Eorthlink dial-up analog service only 700 free hours vol1d w ithin the first 
month ©2001 Eorthl1nk, Inc Earthl1nk and the Earthl1nk logo are trademarks of Earthl1nk, Inc All rights reserved Earthlink, Inc, 1375 Peachtree Street, level A, Atlanta, GA 30309 







RECEIVE A $ 10 EB MAIL-IN GIFT VOUCHER FREE 
when you purchase Wiz ardry 8. 

To receive your $10 EB Mail-in Gift Voucher FREE, simply fill out the following 
information and mail it to the address listed below by 12/31 /01. 

NAME _____________ _________ ____ _ _ 

ADDRESS _________________________ _ 

CITY _______________ STATE ZIP 

PHONE 

EMAIL 
MAit THIS CO'v\PLETED FORM, THE ORIGINAl ELECTRONICS SOUTIOUE RECEIPT, Pl.US THE ORIGINAl PROOF Of PURC~ FROV. THE BOX TO 
EB REBATI CENTER, HUGHES AIRPORT CENTIR, 770 PILOT ROAD, sum F, LAS VEGAS, NV, 89119. All lf'JCOW\ETE FORMS ARE DISCARDED 
NO DEAlERS P1.,EASE lWJT ONE VOUCHER PER ProDUCT AND HOUSEHOlO NOT TO BE Cetv\BINED 'NITH Af-N OTHER OFFER GIFT VOUCHERS ARE 
G000 TOWARDS FUTURE PURCHASES. NO CASH Will BE ISSUED. ElECTIDNK:S BOUTlOUE IS NOT RESf'ONSIBlE FOR LOST OR STOl.EN MAil AND/OR 
GIFT \ICIUCH:RS. Pl.EASE f,,JJQ\/1/ .4-6 WEEKS FOR OELMRY 

C❖Jil I j1~r;,~l •J1lil ,1,11; i,',[•Jij I;! :r,11;;. 

Call for a store near you 

1-800-800-5166 
Shop by phone 

1 ·800-800-0032 l 
Newest & Hottest Games! 
Large Selection 

-•--•--·-- Knowledgeable Sales Associates 
-- Hassle Free Return Polley 

boui1que· PC/Video Game Trade-In Program 

- _,,,,,_ --- Pre-purchase/Reserve List Program 



FLIGHT SIMULATOR 2002 
PROFESSIONAL EDITION 

WINDOWS CO ROM 
MICROSOFT 
#207240-3 

FLIGHT SIMULATOR 2002 
WINDOWS CD ROM 

MICROSOFT 
#207238-7 

ASHERON'S CALL: 
DARK MAJESTY 
WINDOWS CD ROM 

MICROSOFT 
#210096-4 



~GAMER PLAYLIST 

It's been awhile since we've received this many incredibly anticipated 
games in one month. Ghost Recon, Empire Earth, Galactic Battlegrounds, 
Aliens vs. Predator 2. C&C: Yuri's Revenge - now that's a list to make any 

gamer giddy with glee. Most of these games came in too late for all of us to 
give them a try, but you can bet the next month will be full of frantic gaming. 

ROB > > > I've gone back to the original Baldur's Gate -
a great game playable on my laptop. Of course, shooting 
Nazis in multiplayer Woffnever gets old, and I'm still 
searching for a repeat championship win in the never
ending pursuit of Championship Manager greatness. And 
I'm also enjoying working through Red Faction. 

For all the talk of "tactical. squad-based 
combat," I've always loved shooters where you get in, 
blow stuff up, and get out So I'm loving Red Faction. Wading 
through legions of Ultor's finest, dropping the boomsmack 
wherever necessary - now this is the way to play. And 
the rail driver - one of the coolest weapons ever. Yes. 

DAN > > > Ghost Recon. Buy Ghost Recon. After you have 
bought Ghost Rscon, install and play Ghost Rscon. Enjoy 
Ghost Recon. Its goodness has taken over my PC. {Though I 
must say, my Baseball Mogul 2002 Giants are finally get
ting it done - NL champs 2009! It took seven long years, 
but my boys are finally for real.) 

Coming off a jaunt to the Disneyland Resort, I 
imagine that the office is one big flume ride. Rob's an 
audio-animatronic puppet demanding copy at every turn. 
"Deadline! Deadline!" he bellows. TheVede points and 
laughs. Too bad there's no big drop at the end. But now I'm 
prepared to review Disney's Ultimate Ride. 

U > > > Ghost Rscon. That's what it's all about. I haven't 
been able to gat it out of my mind. I'm thinking about 
squad-based tactics in my sleep. I see enemy snipers out 
of the comers of my eyes everywhere I look. My trigger 
finger twitches. Also, I've been wiping out hordes of zom
bies at 45wpm in The Typing of the Dead. 

JIM > » This month I've finished playing Red Faction 
(very cool), Zax the Alien Hunter(simple and fun), and best 
of all, Ghost Recon (awesome). I even found Grim Fandango 
online for $9, so I picked that up to check out the brilliance 
I missed the first time. And don't tell Rob, but I've been 

JOE > > > NHL 2002 is better than last year's - don't listen 
to what Jim •My Blues are better than your Rangers• Preston 
had to say in his review. Email your Al settings to joe@ 
pcgamer.com and I'll give prizes to the settings that create 
the most realistic gameplay. And check out http://nhldepot 
nhlgaming.netfor some cool downloads and add-ons. 

Return to Castle Wolfenstein ... mmmmmmm, 
must ... kill ... enemy! Damn, I'm really getting into the FPS 
action. Okay, get ready, I'm about to let you guys peek into 
my geeky world: I wear an army helmet whenever I play 
FPSs. It helps, I swear! Diab/a II: LOO, Sheep, and Black & 
White have also received some of my attention lately. 

GREG > > > I'm all about Ghost Recon. I haven't had time to 
get beyond the first mission yet, but holy jeebus, I'm having 
fun! I just about jumped out of my chair when a bird chirped 
while I was bringing a sniper through a sleepy grove of 
trees. Too cool! Also, I've been spending way too much time 
with Dart Age of Camelot- I'm almost level 7! Woo-hoof 
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Activision's value line brings quality Sega games to the PC 

S 
hovelware. You all know what that means: cheap, second-rate 
games that are sold for anywhere between $15 and $25. They clus
ter around bargain bins like a 

fungus. So admittedly, our initial ~ 
reaction to Activision Value's 
announcement of a new batch of 
upcoming budget games was less 
than ecstatic. 

But while sifting through the list 
of horrors of hunting games and 
other drivel, we came across some
thing that caught our eye. Crazy 
Tax,? That's not the same Crazy Taxi 
from the Dreamcast, is it? It's not 
the spectacular driving game that 
puts you behind the wheel of a cab racing to take customers to their 
destinations through a living, breathing city, is it? Yes, it is. Excellent. 

And it doesn't end there. Other Sega games that will be part of 
Activision Value's new lineup include Marine Fishing, a surprisingly 
addictive fishing game; Sports Jam, a collection of sports games such 
as basketball, baseball, and bowling; and a real -time strategy game 
called 100 Swords. Now these are the kind of budget titles we like to 
see. These Sega games are being ported to the PC by their original 
development teams at Sega and should be available early next year. 
Keep those Dreamcast ports com ing, boys! 

Dear Santa, 

Thi• year, pl•••• make 
sure that all the games 
I'm dying to play are 
relea•ed in time for 
Chri•tma•. 

And make sure they work 
right out of the box. I 
don't want to have to 
wait for any patch•• to 
be released. 

by Scott Kurtz 

REAP PVP PAII.Y OtJl.ltJE@ WWW.PVPOtJl.ltJE.COM 
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Sleek, sophisticated, 

and fully loaded. 

Introducing Star Wars ® Starfighter™ for PC. 
There's nothing standard about this flight action 
experience. Supercharged performance. Stunning 
graphics. Massive galactic battles. Three flight-ready 
crafts. With totally immersive depth of play that 
thrusts you into the cockpit. And the only one 
left with no options-will be the Trade Federation. 

Get your flight plan at swstarfighter.lucasarts.com 

Official Star Wars Web Site www.starwars.com 

• :::::a::::11' .." 

-( VIOLENCE 

-•: 





' 1 B-PAGE SPECIAL SEl:TIDN 

GIFT GUIDE 
YOU WANT COOL STUFF, and we want to help you out. So we've scoured the 

planet to put together this year's ultimate buyer's guide for gamers. Not just PC 

games - though we've included plenty - but everything and anything that a tech

savvy guy or gal could possibly want. From MP3 players to board games to DVDs, 

consider us your one-stop shopping express. Just check the items you like and slip 

the list to someone who loves you (and is very, very wealthy). 

I PC GAMER I HOLIDAY 2001 ►kl 



ENTIRE MUSIC COLLECTION in 14 ounces? Sweet! We featured Creative's first 
OMAD Jukebox MP3 player in last year's holiday gift guide and loved it so much 
at nearly half the PC Gamer staff ran out to buy one. Now Creative has more 
an tripled the original's 6GB of music storage space to a whopping 20GB, while 
eping the product the same convenient size. 20GB of hard-drive space means 

new Jukebox can store over three times as many MP3s, WMAs, or WAVs as 
original Jukebox. (That's over 333 hours of CD-quality music, or 8,500 hours of 
ech, to you and me.) Want more? The PlayDock PD200 ($229.99) speaker system 

om Cambridge SoundWorks can turn your Jukebox into an easy-to-carry boombox. 
Or, if you 're worried about getting it wet, the NOMAD Jukebox AquaPac ($39.99) will 
keep it clean and dry at the beach or around the pool. (www.nomadworld.com; $399.99) 

HERE'S YOUR CHANCE to lure the board gamer 
in your life to the dark side of PC first-person 

shooters. Eviscerating friends and enemies 
is only a dice-roll away in this card-based 

arena-battle board game from Steve 
Jackson Games. Billed as a "first

person shooter without the computer," 
Frag isn't your usual namby-pamby 

D&D fantasy lovefest. It comes with 
a rulebook, a gameboard, three 

decks of cards, and 
game pieces. No elves, 
no fairies - just plenty 

of killing, and cards. 

ARl:ANUM 

(www.sjgames.com/ 
frag; $34.95) 

IT'S TOLKIEN-MEETS-CYBERPUNK in this 
incredibly deep RPG from developer Troika 
Studios. Lead a party of adventurers through 
a gigantic gameworld filled with high fantasy 
and gritty technology. If you love the 
BioWare/Black Isle style of roleplaying and 
adventure, you'll definitely get all the fun you 
can handle from Arcanum. (http://sierrastudios. 
com/games/arcanum/; $49.95) 

M2 Dllil~A---~ 
MUSIi: MIXER 

I 

BECOME A FLY TECH-SAVVY DJ and turn 
your PC into a personal mixing studio. 
Create a 16-track mix in rea l time using 
beats, vocals, and effects out of the 30 
songs and many sounds included with the 
DM2, or use your own to create a person
alized remix. Or just freak out your cat. 
(www.mixman.com; $119.95) 

APE! BACK-UPS~~ 
l:S 5DDVA 

PICTURE IT - you've invested an hour 
reaching the next game level, and 
suddenly, a blackout erases your 
progress forever. (If you live 
in California, you probably 
already know what that's 
like.) No time to save your 
game, no time to shut down, 
major distress. The CS 500VA 
supplies up to 22 minutes of 
power to take care of busi-
ness before nature takes 
care of it for you. (www. 
apcc.com; $129.99) 

IUI HOLIDAY 2001 PC GAMER I 
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S T. R. LEE ERMEY 
Al:TIDN FlliURE 
HOLY %$#&*@!!! The R. Lee Ermey 
"Motivational Figure" is the greatest god
damn action figure of all time, and you 
pukes had better not forget it! (Ermey's the 
guy who played Gunnery Sgt. Hartman in 
the movie Full Metal Jacket, numbnuts.) 
He's intricately detailed, and barks out 
eight A-rated sayings that'll motivate you to 
finally do something with your worthless, 
pathetic life. (www.rleeermey.com; $40) 

http://www.pcgamer.com 

GlfT GUIDE 

IT'S A COMMON PROBLEM: you 've played Ghost Recan for so long that you don't 
have enough energy to get up off your sorry butt and walk over to the TV to turn on 
The Simpsans. No problem - the Aver TV external TV tuner lets you watch TV or video 
right on your PC monitor. It incorporates 3D Stereo Surround Sound and Picture-in-Picture 
technology (so you can watch Roswell and Smallville at the same time), and you can even 
play console games through it. (But we don't recommend that.) (www.aver.com; $159.99) 

SAIT-EK X3i& AND I.DlilT-El:H 
WINGMAN EXTREME 
DllilTAL 3iD FLlliHTSTll:K 
IF YOU 'RE A HARDCORE flight-sim nut, Saitek's X36 was made for you. 
The stick (shown at right) comes with hat switches and buttons galore, 
and the included rudder system gives you all the added control 
you could ever hope for in a precision gaming peripheral. If 
you 're just on the hunt for a "vanilla " stick suitable for 
piloting through the latest space-sim nebula, Logitech's 
Wing Man Extreme Digital is the king of the hill. 
(www.saitek.com, $79.99; www.logitech.com, $39.95) 

BLAl:K & WHITE 
TAKE CONTROL OF IMPOSSIBLE creatures in 

th is "God game" from legendary designer 
Peter Molyneux. As a deity watching over a 

primitive island, you raise a giant critter to 
behave any way you want, using the game's 

astounding Al to positively and negatively 
reinforce your pet monster. Will he be mousy 

or malevolent? It's your call. Endless fun for 
just about anyone. (www.bwgame.com; $44.99) 
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GIFT GUIDE 

IN YOUR PC, BABY! This kit from Compro 
hnology gives you a GeForce2 MX 400 card as 
II as NVIDIA's external AV box that allows you to 

atch and record TV shows just like liVo. Plus, it 
ffers fantastic DVD playback, powerful video-editing 
apabilities, and a very nice wireless remote. It's like 
n ATI All -in-Wonder card on steroids! (www.nvidia. 

com, www.comprousa.com; $199) 

MEI HOLIDAY 2 001 

WDRDS DF WARl:RAFT 
SOME OF THE MOST POPULAR game franchises have had 

their stories expanded into novellas, and they're not all ter
rible! Pool of Radiance (www.wizards.com; $6.99) and 

Baldur's Gate (www.wizards.com; $5.99) follow each 
game's story in great deta il, and even give away a few 

PC GAMER I 

clues to parts of the games you might have 
missed. The rich backstory to Starcraft 

has birthed a couple of novellas, including 
Shadow of the Xe/'naga (www.simonsays. 

com; $6.50), that are written in digestible 
chapters for the younger audience. And if 

you're interested in Warcraft lore, check out 
Lord of the Clans (www.simonsays.com; 6.99) 
for the history of Warcraft /Ifs Ore warchief, 

Thrall. Also spawning books is Sid Meier's 
Alpha Centauri, with a trilogy written by the 

game's story writer, Michael Ely. The second in 
the series, Dragon Sun (www.simonsays.com; 

$6.99), the follow-up to Centauri Dawn, is out now. 

liHDST REl:DN 
OPERATION FLASHPOINT, Rogue Spear, and 
Delta Force have nothing on this game. For 
realistic indoor or outdoor tactical action 
that's so intense you'll get shellshock, play 
Red Storm's Ghost Recon. With killer graph
ics, insane missions, authentic environmental 
sound effects, and furious multiplay, its tacti
cal warfare is second to none. A must-play. 
(www.ubisoft.com; $49.99) 

AF-TERBURNER BY 
AVERY 

SO, YOU'VE MIXED 
UP a rockin' disc 
with your new DM2 
and saved your vaca
tion pies to CD-ROM. 
Label them with the 
AfterBurner CD-labeling 
system and never lose 
track of an important disc 
ever again. Cleanly apply 
labels without wrinkles or bub-
bling. Perfect for anybody who owns a CD 
burner. (www.avery.com; $29.99) 

l!DMl£BA5E &.D,-
IF YOU'RE ANYTHING 
like our features editor, 
Chuck, you've got boxes 
upon boxes of comics 
piled up in your closet. 
Catalog your collection 
with this professional 
inventory system that 
tracks prices, condition, 
autographed copies, special editions -
you name it! Also contains an industrial
strength search feature helpful for finding 
the first appearance of Bat-Mite. 
(www.human-computing.com/ComicBase. 
html; $129 Standard, $149 Deluxe) 

SDNll!ARE PLU------. 
TDDTHBRUSH 

YOU'RE HI GH-TECH AN D PRO UD of 
it. So why are you still using that 
same old grungy, manual tooth
brush? Clean your teeth the Star 
Trek way, with an electric tooth
brush from Philips that combines 
31,000 strokes a minute with 
gentle sonic waves to help 
remove nearly twice as much 
plaque as a plain-Jane brush 
and 80 percent of coffee, tea , 
and tobacco stains. You weren't 
expecting that, were you? 
(www.sonicare.com; $119.95) 



HDLIDAY lilFT PAl:KS liALDRE 
THE HOLIDAY SEASON ALWAYS MEANS one thing around the PC Gamer offices - an 
avalanche of great games from years past repackaged and reissued with extra goodies 
and gameplay. Keep your eyes peeled for Collector's Edition Doom ($19.99), which 

includes The Ultimate Doom, Doom II, and Final Doom all in one package, and is 
Windows-compatible. Ultimate Quake ($29.99) packs the entire Quake trilogy 
into one tiny box, and Soldier of Fortune Platinum Edition ($29.99) includes 
all-new multiplayer maps, a strategy guide, and a preview of SOF2. Cate 
Archer racks up the kills in the No One Lives Forever Game of the Year 
Edition ($29.95), which includes four new multiplayer maps, a music CD, 

and a full strategy guide. Visit the massive Command & Conquer Theater of 
War, a compilation with the original C&C, Tiberian Sun, Red Alert, and Red Alert 

2 in one heavy box. Or discover the world of Norrath with the EverQuest Trilogy 
($39.99), a collection of the original game and its two expansion packs. 

If sports are your thing, then Links Championship Edition ($54.95) 
gives you Links 2001, the Links 
Expansion Pack Vol. 1, new courses, 
and a course converter. 

NIKE--PSA(PI.AY-l2D-----------, 
UP UNTIL NOW, trying to jog or exercise at the 
gym while listening to an MP3 player meant 
plenty of skips and possibly a damaged 
player. Well, this baby can handle the 
stress of all your romping and 
stomping. Designed specifically for 
the athletically (and musically) 
inclined, the psa[play 120 is 
packed with 64MB of onboard 
memory - roughly two hours of 
music. Small and light enough to 
clip onto your shorts or T-shirt 
it's only 2.7 ounces! - it'll help you 
jam through any workout. (www. 
riohome.com; $199.95) 



GIFT GUIDE 

FILLED UP BOTH your 20GB hard drives and your 6GB spare? No room to 
expand? Not so fast there, bub - with the Maxtor 3000LE ($199.95) and 

a USB port, you 'll have 40GB of 5,400rpm external hard-drive space to 
store all those MP3s and digital pictures clogging up your system. 

(Hey, we won't ask where they came from ... ) Or, if you're looking for 
something on the fast side, with even more room to play, plug the 

3000DV ($379.95, shown at right) into a 1394 data port and get a 
roomy 60GB of 7,200rpm hard-drive space! (No 1394 data port? No 

problem! The Maxtor 1394 PCI Adapter Card is only $49.95) Both units 
are whisper-quiet and pleasing to the eyes. Better still , installing a hard 

drive has never been easier. (www.maxtordirect.com) 
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...,____ HP JDRNADA 5&D SERIES 
WANT THE BEST POCKET PC for your scratch right now? Then you 

need the HP Jornada 568. It's got a lightning-fast (by Pocket PC 
standards, anyway) 206MHz 32-bit Strong ARM processor, a 

flexible, easy-to-use D-pad, 64MB RAM, a 16-bit color 
screen, an upgrade-ready CompactFlash Type I expan

sion slot, and the new Microsoft PocketPC OS 2002. 

PC GAMER I 

It's just what you need for making the seamless 
transition from the humdrum world of word
processing and email to demon-blasting in a 

game of PocketDoom. And at 6.1 ounces 
and a width of 0.68 inches, you really 

can take it with you, wherever you go. 
Comes with a built-in microphone, 

voice recorder, audio speaker, and a 
bundle of Microsoft utilities such as 

Word, Outlook, Excel, and Explorer. In short, 
it kicks boo-tay. (www.hp.com; $649) 

MAX PAYNE 
CINEMATIC IN THE EXTREME, Max Payne is 
like a John Woo movie you can play through 
yourself. With his family murdered and his 
career in tatters, DEA agent Max Payne takes 
on the New York mob - by himself. Slo-mo 
gunfights and a bitterly dark, graphic novel
style storyline make Max an innovative and 
thoroughly cool action game. (http://maxpayne. 
godgames.com; $49.99) 

SDUND BLAS1'-ER 
aUDlliY SDUND 1:A D 

FORGET ABOUT THE Sound Blaster Live! 
- Audigy is here, and it rocks! Just like 
the Live! line, Audigy comes in many differ
ent flavors: Gamer (includes full versions 
of Deus Ex GOTY Edition and 
Giants), MP3+ 
(bundled with a 
plethora of MP3 
software), and 
Platinum (includes 
tons of software as 
well as a breakout 
box with extra inputs). 
(www.soundblaster.com; 
$99 for Gamer and MP3+, 
$199 for Platinum) 

AMERll:AN Ml:liEE•s 
aLll:E FIGURES 

THE FIRST BATCH of these 
figures sold out faster than 
the proverbial March Hare. 
Now the second run is avail 
able for rabid fans of 
American McGee's 
Alice. Tweedle Dee, 
Tweedle Oum, Alice, and 
the White Rabbit are all on 
store shelves just waiting 
for the grubby, loving 
hands of gamers. (www. 
diamondcomics.com; 
$19.99- $24.99) 

http: 



DVD DELIRIUM!-~ 

STAR WARS EPISODE I: 
THE PHANTOM MENACE 
Yeah, Jar-Jar's still in it, but this two-DVD 
set is packed with a surprising number of 
extra features, including commenta ri es by 
George Lucas and crew, deleted scenes, 
interviews, and a documentary. (www. 
starwars.com; $30) 

AKIRA: THE SPECIAL EDITION 
Welcome to Neo-Tokyo. Motorcycle gangs 
ru le the streets, and the Army's struggling 
to rein in a psychic power that threatens 
the city. This landmark anime classic comes 
to DVD with new English voiceovers, 
interviews, trailers, and tons of production 
materials. (www.akira2001.com; $39.98) 

CITIZEN KANE 
Remastered, repackaged, and still remark
able, Citizen Kane has been called the 
greatest movie ever made. We won't 
argue. Includes commentaries by Roger 
Ebert and Peter Bogdanovich, plus the 
documentary The Battle Over Citizen Kane. 
(www.warnervideo.com; $29.99) 

BATMAN 
The '60s cheesefest races home - same 
Bat-time, same Bat-channel. POW! Adam 
West and Burt Ward provide commentary. 
BAM! Tour the Batmobile. WHAMMO! 
Watch the featurette and trailers. BIFFI 
Robin tells us how his tights were like a 
sausage. Eww. (www.foxhome.com; $19.98) 

THE SIMPSON$: THE 
COMPLETE FIRST SEASON 
Not their best season, but classics 
nonetheless. See Homer's first "O'oh!H and 
relive the days when Bart said "Eat my 
shorts." Has outtakes, an unseen episode, 
and commentary from Matt Groening and 
crew. (www.thesimpsonsdvd.com; $39.98) 

HEATHERS 
Mix fear, loathing, and dark satire and 
you have this tale of a high-school clique 
gone suicidal-Iv wrong. Includes audio 
commentary, a documentary, and the 
screenplay's original ending. Christian 
Slater is Jack Nicholson! (www.anchor 
bayentertainment.com; $19.98) 

THE MATRIX REVISITED 
This DVD has everything you ever wanted 
to know about the making of The Matrix 
and still more after that. Go behind the 
scenes of the special effects, and learn 
about the coming sequels and even the 
Anime Matrix project. Whoa. (www. 
warnervideo.com; $19.98) 

http:/ /www.pcgamer.com 
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liD-VIDED DVR-IIDDD DVD/Vl!R--

VIDEOPHILES SIMPLY MUST HAVE both the crystal -clear clarity of a new-fangled DVD 
player and the recording capabilities of an old-time VCR in their home-entertainment 
center. Now you can have both in one convenient unit! Play DVDs and audio CDs with 
Dolby Digital/DTS output, and use the Hi-Fi Four-Head VCR to play or record any VHS 
tape. Finally, a product that lets us watch Friends DVDs and tape the newest episode at 
the same time. Sorry, pirate wanna-bes: only non- copy-protected DVD-to-VCR taping 
allowed. Arrr! (www.sensoryscience.com; $349) 

KLIPSCH PRDMEDIA 5. SPEAKERS -------------' 
THESE 400-WATT (RMS) PC speakers offer balls-to
the-wall performance at a terrific price. Some high

end home-stereo systems we've heard don't 
sound nearly this good. Even if you own an · 

older sound card that doesn't support a cen

RED FAl:TIDN 
A FUTURISTIC BATTLE against an evil corpo
ration on Mars might sound like a tired game 

cliche (or Total Rec am, but if you haven't tried 
it, you don't know what you 're missing. Great 
level design, sweet multiplay, and the all -new 

Geo-Mod engine - which lets you blast 
through walls - help make this first-person 
shooter one of the most entertaining action 

games of the year. (www.thq .com; $39.99) 

ter-channel speaker, the 4.1 
audio quality you'll get out of 

these puppies will rock you 
like a hurricane. (That's a good 

thing, folks -we promise). 
(www.kl ipsch.com; $399) 
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------fi·AMER WEAR 
ARE YOU ON A LIMITED budget? Game-related T-shirts and caps 

are can't-miss gifts. At www.game-skins.com you'll find 
a collection of stylish T-shirts (like the one shown 

here) for the discerning gamer - everything 
from W-A-S-D keyboard logos to slogans like 

"Campers Suck" will tell the world "Hey, I'm a 
savvy gamer. Love me." (www.game-skins.com; 

$18 each) Blizzard and RPG lovers will go nuts 
over the offerings at www.blizzard.com, 

including the Diablo II: Lord of 
Destruction shirt ($14.95) and the 

Blizzard beanie ($9.95) shown 
here. FPS devotees can't resist 

the Quake Ill merchandise at 
www.activision.com ($14.99 

per item), or the old-school Doom 
and Hexen shirts at www.idsoftware.com 

($16 each). EverQuestfans will don an EQ polo shirt 
and cap (www.store.station.com; $24.99, $19.99) with pride, while the C&Cwear at 

www.westwood.com ($9.95-$29.95) will make aficionados NOD with delight [groan). 

NEED A NEW VIDEO CARD? Look no further than 
NVIDIA and VisionTek: they've joined forces to 
serve all your graphics-cards needs. If Santa has 
been extra generous and you've got the loot to 
spend, the Xtasy 6964, powered by NVIDIA's new 
GeForce3 Ti 500 chip, is top-of-the-line - it's as 
much as 15 percent faster than the original 
GeForce3! (www.visiontek.com; $349) 
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NHL 2DD2 
The greatest PC sports series of all time fields 
a fast, frenetic game for a brand-new season. 
NHL 2002features gorgeous new breakaway
cam and goalie-cam views, as well as a 
much-improved face-mapping feature that 
lets you get your own fresh-faced mug "in the 
game." Sports fans can't ask for a better 
computer game, and we can't recommend it 
enough. (www.easports.ea .com; $39.95) 

DlilTEl!H WINliMAN 
RUMBLE PAD 

DO PC GAMERS USE 
gamepads anymore? 
Sure they do! If you 
need a new one, 
there's nothin' better 
than this sweet 
eight-button con
troller. It's comfort
able to hold, fully configurable, and as its 
name implies, it rumbles like a mother in 
any game that supports force feedback. 
(www.logitech.com; $29.99 

UJIFILM FINEPIX 
IIBDD ZDDM 

DON'T PAY BIG BUCKS to develop snap
shots: join the 21st century and get your
self this stylish digital camera capable of 
generating a 4.3 million- pixel image and 
3x optical zoom. The FinePix 4800 fits 
comfortably in your hand, looks very cool 
doing so, and takes great, high-resolution 
pictures (such as the one used in this 
month's Killing Box column). It even 
records up to 80 seconds of AVI video or 
up to 30 minutes of audio. Waah, we want 
one ... (www.fujifilm.com; $499) 

http://vvvvvv.pcgamer.com 





~ Experience a massive 3D overhaul with high resolution player character 
models and completely re-textured zones, including the original world of 
Norrath and all previous expansions. 

~ See the world through a cat's-eye. Play as the new Vah Shir cat man race 
or BeastLord class. 

~ Mount up! Horses have now been tamed in the lands of Norrath . These 
noble steeds will carry you across the world at incredible speeds. 

~ The moonscape of Luclin adds over 24 new perilous zones to explore. 

www_everquest_com 
~ 

VERANT 
In te rac t Ive• 

E§( jij 
SONY ONLINE 
ENTERTAINMENT 

EvetOuest is a registered trademark and The Shadows of Luciin ls a trademark ol Sony Computer Entertalnmonl America Inc. SOE and SOE logo ere trademal'XS or Sony Oolloo Entortainmenl Inc. Verant lnte,active and Verant Interactive logo are 11ademar1<S of Verant lnteractNe, Inc. 
All other trademarks are propenles of their respective owners. 0 2001 Sony Computor Entertainment America Inc. All rights reserved. 
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Your grandmother had great stories . 

Your mom had great pictures . 

You have great video-enhanced slide 
shows with custom digital soundtracks. 

Organize, burn and share your digital music, video and pictures with SmartDisk MVP. 

SW\RTl};§.1( __ 
Simplifying The Digital Lifestyle™ 

SmartDisk Corporation 3506 Mercantile Avenue Naples, Florida 34104 941-436-2500 www.smartdisk.com 

© 2001 All Rights Reserved. SmartDisk, the SmartDisk logo and SmartDisk MVP are trademarks belonging to SmartDlsk Corporation. 



YOUR ULTIMATE 

s not easy to get 
rn near impossi-
e to get a score 
ar 11Kl%. A gam 

omes with our 
ommendation, 
lute must-buy. 

ese are excellent games. 
nything that scores in this range 
well worth your purchase, and 
likely a great example of its 

oring range is also where we 
specialist/niche games that are 
ughs in their own way. 

79"-70" GOOD 
These are pretty good games that 
we'd recommend to fans of the 
particular genre, though it's a safe 
bet you can find better options. 

69"-60" ABOVE AVERAGE 
Reasonable, above-average games. 
They might be worth buying, but 
they probably have a few signifi
cant flaws that limit their appeal. 

59"-50" MERELY OKAY 
Very ordinary games. They're not 
completely worthless, but there 
are likely numerous better places 
to spend your gaming dollar. 

Poor quality. Only a few slightly 
redeeming features keep these 
games from falling into the abyss 
of the neKI category. 

39"--0" DON'T BOTHER 
Just terrible. And the lower you go, 
the more worthless you get. Avoid 
these titles like the plague, and 
don't say we didn't warn you! 

• rev1e s 
GU IDE TO NEW GAME RELEASES 

Pro Gamers Are Becoming Jaded 
P 

rofessional PC gaming used to be an 
innocent, delightful American pas
time. Before gamers started signing 
huge multi-year contracts and soft

drink deals, they were just happy to be 
playing for a living. 

But things have changed. Justin Wills, 
the reigning MVP of first-person shooters, 
recently signed a six-year endorsement 
dea l with Snickers worth almost $12 mil
lion. Drafted out of high school, Wills 
brought a swagger and arrogance to the 
sport, which had previously resisted the 
negative aspects of other big sports. There 
was a time w hen Wills was happy to sign 
autographs for his young fans - but now, 
he charges kids $40 for every signature. 

"Hey, man - that memorabilia gets 
sold on eBay, " says Wills. " I gotta look out 
for No. 1." 

His fans say he's not paid to be Mr. 
Congeniality, but it's still a bit of a shame 
that PC gaming has gone the way of the 
other major sports. In a new era of big
money gamers playing for the paycheck, 
it's hard not to look back at sepia-toned 
memor ies of fanboys w ho played for the 
love of it, an d who were amazed they had 
any fans at all. 

As for Wills, he is unapologetic about 
his press coverage. "People think it's easy 
being me," he says, "but this isn't a dream 
life. There's constant pressure: the 

DON'T MISS ... 

It's been a very long wait for the legions of fans 
devoted to Sid Meier's classic Civilization series. 
Once again, it's up to you to build a civilization to 
stand the test of time. With new diplomacy rules 
and greatly enhanced global trade, this third 
game in the series is a tremendous arrival. 

Justin Wills, the jaded 
champ of PC gaming. 

groupies, the contracts, the constant travel 
around the world to play computer games. 
I mean, it gets to you after a while. " [Note 
of disclosure: We paid Mr. Wills $500 for 
his time to do this interview, and he retains 
all rights to his likeness, shown here. It 
may not be reprinted in any other medium 
w ithout h is prior approval, and is available 
for $1,000 per use.] 

Here's hoping for a return to a more 
innocent time for PC gaming. Otherwise, 
our sport's "arrival in the big time" may 
mean the worse for the hobby we love. 

Just when you thought you were safe from Yuri 
and his diabolical mind-control schemes, the 
villain of the Red Alert series has reappeared 
with an all-new, all-evil plot. Featuring tons of 
new units and clever new mind-control tactics, 
this huge add-on earns very high marks. 

ESRB RATINGS In each issue, we'll be supplying the ESRB rating of each of the games we review on the 
Category line in the "Useful Info" box. The Entertainment Software Rating Board (ESRB) is an industry association 
that provides parents with useful guides to the maturity level of the games available on store shelves. A rating 
of "E" (for "Everyone") indicates that a game is suitable for all ages. A game rated "T" (for Teen) may contain some 
objectionable material, and you should examine the box for specific content guidelines before purchasing it. An 
"M" rating (for "Mature") indicates that a game is not suitable for minors. "RP" indicates "Rating Pending." 
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Ghost Recon 
I don't know but I've been told, Ghost Recon's worth its weight in gold. Sound off. One, two ... 

L 
isten up, you miserable sacks of puke! 
I'm here to give you my expert evalua
tion of Red Storm's new realistic 
action game Tom Clancy's Ghost 

Recon. But before we get started, let's 
make sure we get one thing clear: you will 

VITAL STATS 
CATEGORY Actioo lMI 

DEIIUOPER Red Sloml 

PUBLISHER Ubi Solt 

REQUIRED Ptl 4!0. 121MB RAM. 
1GB HD. 16MB 30 c■nl 

WE REC-MEND P111750, 
-8 RAM. 32MB 30 c■nl 

MAXIMUM PLAYERS • 

respect my author
ity. I've been in the 
shit. I've cut my 
teeth in the trenches 
of Rainbow Six, 
Rogue Spear, 
Operation 
Flashpoint, and 
everything in-
between. And I wiU 

go on record right now and say that Ghost 
Recon is hands down the best tactical 
shooter this veteran gamer has seen in his 
entire ass-kicking, name-taking, tango
stalking life. Get it? 

"WE DON'T NEED SISSY RAINBOWS" 
It could be easy to dismiss Ghost Recon as 
just another Rainbow Six game. Do not 
make that mistake, maggot! This is a whole 
new battlefield. While some of the play 
mechanics and controls have carried over 
from Red Storm's previous games, every 
other aspect of Ghost Recon has been 
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Each of the specialists 
you unlock has a unique 

look, such as this 
balaclava-clad sniper. 

enhanced and better streamlined to kick 
the gameplay to unparalleled heights. 

You're now part of the United States 
military, the greatest fighting force on 
Earth. You're the tip of the spear of 
America's might; you are the best of the 
best. And the best of the best are called 
"Ghosts" - elite commandos who make no 
sound before springing their lethal trap. 

The story takes place seven years in the 
future. The Reds are at it again and are 
starting a Communist revolution in Russia. 
All hell is breaking loose and it's up to you 
and your team to fix the situation by assist
ing the embattled democratic government 
in subduing the Red insurrection in any 
way possible. Might is right. 

War isn't pretty, and you better 
make sure you have the stomach 
for it: combat in Ghost Recon is a 
bloody affair. Look at that sorry sap 
up top, who justtook a 7 .62mm 
round to the head, and the soldier 
(below} who didn't hear a grenade 
land at his feet. Stay frosty if you 
don't want to end up like him! 

"TOYS FOR BIG BOYS" 
Because you 're in the Army this time 
around, you won't have to worry about 
law-enforcement concerns like "rules of 
engagement" or "civilian hostages." The 
gear at your disposal reflects this new men
tality, putting in your hands some of the 
most powerful handheld weapons ever 
devised. M203 grenade launchers, M249 
SAW machine guns, claymore mines, and 
M136 anti-tank rockets are just some of the 
new toys available. 

One of the highlights is the OICW 
(Objective Individ ual Combat Weapon). 
This high-tech piece of death-dealing bad
ness is a marriage of a 5.56mm assault rifle 
and a 20mm semi-automatic grenade 

http://www.pcgamer.com 



launcher. Anyone facing the business end 
of an OICW knows he'll be dog food in an 
instant. Also in the mix are three different 
sniper rifles, including the Barret M82A 1 
. 50 ca liber, for when you really need to 
reach out and cap someone. (In real life, 
the M82A 1 can hit a target up to a mile 
away. Ghost Recon maps get as big as 400 
square meters.) 

All the weapons are so effective, 
they're scary. The actual rate of fire for 
each rifle and machinegun is faithful to 
the real deal, and it shows when you rip 
off 200 rounds with the SAW. I've seen 
this puppy annihilate entire platoons. The 
blooming reticule from the past Rainbow 
Six games is back, but this time it allows 

- --
Without an M136 anti-tank rocket, you won 't be 
able to do squat to enemy armor. 
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Your threat indicator 
(the circle at the bottom 

center) is crucial for 
ing and eliminating 

oldiers. Keep an 
it at all ti '\8s. is to neutralize a rebel camp in a 

dense forest and capture their 
leader. From the drop zone, what 
you do next is completely up to 
you. Here's where you fin d out if 
you can lead worth a damn. Do 
you take out the rebel encamp
ment first and then capture the 
leader hiding in the caves? Do 
you organize search-and-destroy 
teams to wipe out all resistance 
and then grab the leader? Don't 
screw up, soldier! This freedom 
sets the trend for the other lev
els. In one mission you' re tasked 
with rescuing a downed F/A-18 
pilot and his co-pilot from a 

for even more realistic targeting. Now 
you'll be able to walk your fire onto enemy 
targets, and full-auto fire won' t be a com
pletely futile action. You'll actua lly be able 
to hit targets while laying on the trigger . 
It's time to rock 'n' roll! 

"THE CALL OF DUTY" 
Before I go on, let me hear your war cry! 
That's not a war cry. Arrrghhh! Now that's 
a war cry! 

While in the service of our great coun
try, you and your six-man team will be 
asked to achieve goals that would be near
impossible for the average soldier. The 15 
missions are challenging and varied, and 
you' ll never be bored. Your first assignment 

rebel camp in the dead of night. 
The very next mission com
mands you to stop a Russkie 
armored advance through a 
mountainous pass. 

Other missions include break
ing into a POW camp to rescue 
captured comrades, sneaking 
into an enemy shipyard to blow 
up submarines, and clearing a 
mountain of all hostile elements. 
My favorite involved ambushing 
a tank column moving through a 
narrow valley. Few games have 
captured the tension and ferocity 
of war, but this mission comes 
about as close as you'll ever 
want to get. You' ll quickly find 
yourself outnumbered by at least 
four-to-one, and if you're not 
smart the enemy will out-flank 
you and cut you to ribbons. 
Ammo will run low, your squad

mates will die horrible deaths, tracers and 
machinegun fire will rake your positions, 
and that's before you encounter the tanks. 
And crying to mama won't help . A smart 
team leader will take to the high ground 
and catch the tanks in a w ithering blaze of 
crossfire, and then bring out the anti-tank 
missiles for the coup-de-grace. 

Many missions will be pitched firefights 
in which you'll have to throw every round 
of ammo and every ounce of sweat into 
tactical thinking just to make it out alive. 
Lucky for you, Red Storm had the fore
sight to include a save-game option. You 
can save and load at any time, giving you 
and your boys a distinct tactical advantage. 
Use this often, you ape! 

"ARE YOU EXPERIENCED?" 
Now listen up, soldier - this is important! 
As you progress through the campaign, 
each member of your squad who survives 
a mission will be awarded one Combat 
Point. Think of these as the equivalent of 
experience points you'd find with all the 
pixies, fairies, and fat little dwarves from 
those wussy roleplaying games. These are 
points for hard-as-nails military men . 

Each of your troops has four attributes: 
Weapon, Stealth, Endurance, and 
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Leadership. Weapon and Stealth are both 
self-explanatory. Endurance makes troops 
tougher and less likely to drop when hit, 
and also enables them to carry more gear 
without being encumbered. 

The Leadership attribute requires more 
brainpower than you can muster, but I'll 
try to explain it to you sorry sods anyway. 
For every three points in leadership that a 
soldier has, he'll boost the skills of every 
soldier in his squad by one point. For 
instance, if Pvt. Doe has six Combat Points 
in leadership, the other five soldiers in his 
six-man squad will each gain two addi
tional points to their Weapon, Stealth, and 
Endurance. However, if Pvt. Doe is killed in 
action, that boost in skills is lost. 

The introduction of these Combat 
Points gives a renewed incentive to keep 
your men alive. It also adds a strategic ele
ment, since you have to decide which sol
diers need boosts in which areas. Since the 
Combat Points are given only to surviving 
members of your team at the end of your 
mission, it's important to use these points 
wisely. Fresh recruits will fill in the gaps 
on your roster, but they' ll be green, and 
you' ll have to start building up their skills 
from scratch . 

"THE SPECIALISTS" 
Green recruits aren't the only soldiers 
added to your roster. As you accomplish 
missions and any of the optional objectives, 
highly trained specialists are assigned to 
your team. These guys are tough and come 
with plenty more Combat Points than most 
of the soldiers in your platoon . They each 
have distinct outfits and skills, and even 
unique weapons and tools . 

Alas, there are some unrealistic require
ments. Weapons such as the OICW and .50-
caliber sniper rifle are available for use only 
by certain specialists, as are certain inven
tory items such as motion sensors. That's a 
gameplay decision I don't agree with. 
You're telling me these crack troops can't 
pick up a SAW and rock 'n' roll if neces
sary? Drop and give me twenty, Red Storm! 

"I JUST LOVE IT WHEN A PLAN 
COMES TOGETHER" 
A good commander must know how to 
give orders and make sure that those are 
the right orders. Instead of planning mis
sions ahead of time as in Rainbow Six and 
Rogue Spear, you' ll be giving commands 
on the fly through a Command Map. This 
screen shows a top-down map of the 

entire situation. From here you' ll be able to 
issue waypoints to your squad and tell 
them when to shoot and where. And that's 
all you can do - nothing too complex. It's 
kept simple so even you pathetic grunts 
can figure it out. 

Your Command Map also tells you the 
status of your troops, such as their current 
orders and whether they' re alive or dead . 
Just like in Rogue Spear, if you happen to 
step into the path of an enemy round and 
eat it (it only takes one good shot to the 
head or the heart to end your miserable 
excuse for a life), you instantly take con
trol of the next guy in your squad. You can 
also take direct control of any member of 
your squad anytime at the touch of a but
ton. This option is very useful for precise 
positioning of your troops when setting 
up an a mbush. 

"KNOW YOURSELF, KNOW YOUR 
ENEMY EVEN BETTER" 
If the Command Map control seems a little 
too simple, you're an outright moron . Your 
troops know when to take cover, and can 
handle themselves just fine in a firefight. 
Try not to issue orders that'll get them 
slaughtered and they'll make you proud. 

Listen up soldier! If the rigors of combat are 
getting to you and you feel like you're near the 
breaking point, try out this easter egg for some 
comic relief. It's about as funny as a USO com
edy night. which isn't saying much, but it's bet
ter than nothing. To enter this code, bring up 
the console (the default key is the Enter button 
on the numberpad), type squirrelkite, and then 
hit the main Enter key. With this easter egg 
activated, you'll now launch squirrels from your 
grenade launcher. Also, whenever you open fire 
on a tree, dead squirrels will fell from the 
branches. It's good wholesome fun for the 
whole family. Now get back to the war, soldier! 
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Sadly, they' re not all perfect. They do 
get stuck indoors and on stairs, forcing 
you to take direct control to get them 
moving again. 

The enemy AI is just as smart, if 
not smarter. These guys are the hard
est, brightest enemies you've ever 
faced. They understand the principles 
of cover and evasion. If they're under 
fire from your team, they' ll take cover. 
If a sniper pins them down, they'll 
send units to flank you and kill your 
sniper from behind. Do not make the 
mistake of underestimating your oppo
nents, or your journey home will be in 
a pine box! 

"YOU'RE NOT ALONE" 
Ghost Recon has support for up to 36 
players in muJtiplay. The game comes 
with six muJtiplayer-only maps that are 
more fun than a night alone with your 
mother. Trust me, I know. These maps 
include a valley with a river running 
through the middle, a night map with a 
lone house on a hill, and other creative 
sneak and combat scenarios . Multiplayer 
modes include cooperative play, in which 
you and your buddies can play all the sin
gle-player missions together, and adver
sarial teamplay. 

ii:i 

Hamburger Hill mode is basically King 
of the Hill, where one team tries to hold a 
certain area for as long as possible. Search 
and Rescue mode has up to four teams 
looking for three hostages scattered across 
the map; the objective is to be the first 
team to rescue all three hostages. Ghost 
also includes the standard deathmatch and 
team-deathrnatch scenarios. One brilliant 
touch is that you can play team deathmatch 
and have each human player control an Al 
squad. All the single-player maps are avail
able for muJtiplay as well, and the six muJti
player-only maps look and play beautifully. 

Setting up a game is every bit as easy 
as it was in Rogue Spear. Few moments 
have topped going into a decimated bat
tlefield with five of your best buddies on 
your team. Actual tactics come into use, 
flanking maneuvers are paramount, and 
covering fire is a necessity. My only gripe 
is that in cooperative play, you can have 
only six men on a team. For all other 
modes, you can have up to the full 36-
player festival of destruction. 
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"KEEP YOUR EYES AND EARS 
OPEN AT ALL TIMES" 
Environmental awareness is the key to sur
viving combat: if you know where your 
enemy is, you' ll be able to kill him. Red 
Storm has really outdone itself in this 
regard with Ghost Recon. Trees and bushes 
rustle and sway in the wind, rain splatters 
off rooftops, and explosions look and 
sound as deacUy as they should. If I could, 
I' d recommend the sound-effects team at 
Red Storm for a special commendation. 
Likewise, all the units are superbly detailed, 
especially the snipers in their ghillie suits. 
Get one into a bush and the enemy will 
never know what hit them. 

The graphics are so detailed, you' ll feel 
like you' re in the middle of a war movie. 
One second you're admiring the beauty 
and serenity of a forest, and the next 

moment the sky's ablaze with explosions 
and gunfire, and you're in the midcUe of the 
biggest firefight of your life. 

"BEST OF THE BEST" 
Consider that Editors' Choice a badge of 
honor. Ghost Recon has officially become 
my favorite tactical action game of all time. 
It's easily the best-looking and best-sound
ing game ever to come from those boys in 
North Carolina. Once again, Red Storm has 
impressed me with its game design, and 
that makes me happy. So happy, in fact, 
that Red Storm can come over to my house 
and date my sister any day as far as I'm 
concerned. You, on the other hand, will be 
too busy trying to unlock all the specialists. 
But you owe it to your strategic, military
minded self to pick this one up. It's a doozy. 

- Sgt. Li C. Kuo 
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Mat Hellman's Pro BMX 
Already a pro at skateboarding? Try out the two-wheeled version of this street spectacle. 

B 
ack when I was 12 or so, 1 would 
gather up the kiddies from around the 
neighborhood and make them lay 
down on the sidewalk. Then, after set

ting up a rudimentary and rickety ramp, I'd 
get a good start on my bike and jump over 
them. Someday, someone will make a game 
that re-creates the thrill of sailing over a 

VITAL STATS 
pack of screaming 
8-year-olds as they 

cATEGORY -.,.1111e1 empty their blad-
OEVELOPER GrayMatter ders. But until that 
PUBUSNER Activision 

REOUIREO PII 2&6, &411B RAM, 
WN11 HD, IMB 30 card 

WE-DPll., 121MB 
RAM, 16MB 30 card 

MAXIMUM PLAYERS Z 

glorious day arrives, 
I' ll have to make do 
with Mat Hoffman's 
Pro BMX. 

Settling for this 
pretty entertaining 

game isn't a bad thing. Powered by a 
modified version of Neversoft's Tony 
Hawk's Pro Skater game engine, Mat 
Hoffman lets you ride as one of eight BMX 
pros across eight courses. Each course 
has specific objectives you must complete 
in the allotted time, and if you ' re success
ful, you ' ll unlock additional tracks and 
better equipment for your bike. 

i:fl 

The tracks are well-designed, and 
afford a lot of opportunities to pull off 
crazy stunts. The real meat lies in trying to 
beat a course's high score, and this is 
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where the game really shines . Catching 
huge air and pulling off a Superman One
Hander is an absolute blast, as is trying to 
la nd a flurry of stunts as time expires. (The 
Superman One-Hander is truly insane. In 
the air, you hold onto the handle with one 
hand while your body extends out away 
from the bike.) 

Other tricks include the Rocket Queen 
(which may be the only bike stunt named 
after a Guns N' Roses song) and the Bar 
Hop, a tru ly death-defying maneuver in 
which you catch air, jump up on the han
dlebar, and pose in mid-air before (hope
fully) returning to your seat. 

The bike tracks include a London 
Underground scene, a construction yard, 
and a treatment plant. The Blue Torch 

Competition is a great track - one contin
uous course with a ton of ramps. It's the 
one that feels most like a challenge race. It 
was definitely my favorite - you keep 
moving forward and have plenty of oppor
tunities for stunts. Be sure to bring along 
a gamepad for optimal control. 

Sadly, there are too many instances 
where the game's flaws reach out and 
smack you upside the head. The collision 
detection is seriously messed up, and it's 
common to get trapped in or on struc
tures. Adding to the frustration is that too 
often you'll crash when landing, even 
though you' re lined up perfectly with the 
ramp. If you' re willing to tolerate those 
quibbles and some below-average console 
graphics, Mat Hoffman is good fun. 

With a great soundtrack of under
ground ska and rock, you'll never be at a 
loss for good tunes. There's also a track 
editor so the really committed can design 
their own stunt courses, and dual-player 
LAN multiplay lets you challenge a friend 
to a high-score battle. 

Obviously, Activision 's Mat Hoffman 
invites comparison to the company's 
earlier blockbuster Tony Hawk. Does it 
measure up to the high standard of its 
forefather? Well, not entirely, but then 
again, Tony Hawk's Pro Skater 2 is one of 
the best console-to-PC ports in history. 
Nevertheless, Mat Hoffman 's Pro BMX is 
definitely a game that will satisfy fans of 
the genre Tony created. 

- William Harms 
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Sid Meier's Civilization Ill 
One of the PC's greatest franchises serves up more classic strategizing. 

W 
hen Sid Meier and his merry band 
of gaming geniuses left MicroProse 
in 1996 and formed Firax:is Games, 
any chance of a proper sequel to 

Civilization II seemed to be nothing more 
than a glorious pipe dream. After all, the 
license was caught up in a mess of lawsuits, 
and Firax:is was hard at work on Alpha 

VITAL STATS 
Centauri, a game that 
many folks thought 

CATEGORY T■rw·buN-IE) would be the closest 
DEVELOPER Rruls Gamn 

PUBLISHER lllfotrwmn 
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!l!GIIIBHO 

WE RECOMMEND PIU 600. 
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we'd ever get to a 
true extension of the 
Civilization series. 

But if there's one 
thing you can be 
sure that lawyers 
understand, it's 

greenbacks, so an agreement was cobbled 
together that would let everyone involved 
in this classic franchise make bucket loads 
of 'em. And though the wait has been 
extremely long, the end result makes it 
worthwhile: Civilization ill is a fantastic 
game that takes the core gameplay of Civ II 
and pushes it in new, exciting directions. 

The basic premise behind Civ I1I 
remains unchanged from the previous 

games - pick one of 16 civilizations and 
build from the stone age to the modern age 
without being destroyed by the other civi
lizations. Each of the civs has different 
strengths and starting advantages, which 
lets you pick one that complements your 
playing style. Your ultimate goal is one of 
five victory conditions, including Diplo
matic Victory, Space Victory, and the new 
Cultural Victory. If your goal is militaristic 
g lobal domination, for example, then play
ing as the hated Germans makes good 
sense. [Haw-haw - take that, krauts! - Ed.] 

That said, the game's received numer
ous and substantial changes (see sidebar 

for info on some of them) that directly 
impact how it's played. One of the largest 
tweaks is the introduction of a culture rat
ing determined by such factors as how 
many wonders you've built and how many 
city improvements you 've constructed . 

For example, as your cultural influence 
increases, nearby towns from a civilization 
with a weaker culture will rebel and join your 
civilization. (On the flip side, if your culture 
is weak, your cities will rebel and leave your 
empire.) The strength of your culture also 
impacts relationships with foreign leaders. 

Though culture is a cool new feature, I 
did find myself mildly annoyed with it occa-

Firaxis has added or changed 
several key gameplay elements, 
including the following : 

UNITS Each unit now has a 
health bar: the shields of Civ II are 
gone. In addition, units are now 
supported with the gold in your 
treasury, not by shields or food . 

WAR WEARINESS This new 
feature impacts representative 
governments. If you wage war 
for an extended period of time, 
your people will get ticked off 
and trash your cities. If the war 
keeps dragging on, you can fall 
into anarchy. 

TRADING Caravans are no 
longer required. All trade is han
dled automatically if you have 
roads, a harbor, or an airport. All 
trade agreements are created in 
the diplomacy screen. 

WONDERS There are now two 
types of wonders: Great and Small. 
Only one civilization can build 
Great Wonders, so if you construct 
the Great Wall first, everyone else 
is out of luck. But anyone can 
build Small Wonders, regardless 
of whether or not another civiliza
tion has already built them. 
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You'd think that my tanks would just 
roll over those Chinese horsemen. 
Sadly, that isn't the case. 

sionally, especially when occu
pying conquered enemy cities. 
Too often, especially on maps 
made up of islands, I would lose 
conquered cities - and any 
military units stationed there -
simply b ecause I had no cul
tural influence in the area. The 
result was wars that dragged 
out longer than I would've 
liked. [That's called reality, Billy. 
Look it up under the history 
chapter titled "Vietnam. " - Ed.] 

Another substantial change 
that Civ III introduces involves 
securing raw materials. 
Forever gone are the days 
when you could simply 
research "motorized trans
portation" and start pumping 
out tanks. Now, in order to 
build certain units, you'll need 
a supply of raw materials such 
as oil, rubber, or uranium. And 
since raw materials don't 
appear on the map until the 
corresponding technology is 
researched, it's possible to find yourself 
with lots of researched technologies but no 
way to build advanced units. 

This gameplay change is a touch of 
genius because it means you're forced to 
negotiate with other civilizations fo r raw 
materials that aren't readily available in 
your own backyard. International trade 
matters now. And if you anger the wrong 
civilization, they' ll try to negotiate trade 
embargoes against you and cut your sup
ply of raw materials. During a war, you 
can destroy any enemy roads or railroad 
tracks that connect a civilization to vital 
raw materials and slowly take them out by 
attrition, which adds more strategic depth 
to the conflicts. 

As for the actual gameplay, it's flat-out 
brilliant. The AI-powered civilizations do a 
great job of fending you off, especially on 
the diplomatic· front. In one instance, after 
waging war with China for several turns, I 
negotiated a peace treaty so I could rein
force my positions. When I re-declared 
war on China a short time later, I was 
shocked - and amazed, to be honest - to 
find that China had used the lull to negoti
ate mutual protection agreements with 
several other civilizations. When I re
declared war on China, the other groups 
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all declared war on me. Suddenly I was 
fighting a war against six civilizations and 
being invaded on all fronts. Needless to 
say, I didn't last too long, but I was damn 
impressed with the computer's savvy. 

Unfortunately, Civ Ill is tripped up by a 
few omissions. For one, it lacks a multi
player mode (Civ II didn't have one, but 
Alpha Centauri did). It also doesn't include 
much documentation to help you use the 
scenario editor - though this time the edi
tor includes tweakable government forms, 
something that's fun to play around with . 

My only other substantial complaint 
has to do with unit balancing - specifi
cally, swordsmen and pikemen destroying 
my tanks . Attacking tanks with swords 

didn't work for the Polish during World 
War II, and it shouldn't work here. I really 
hope this issue is addressed in a patch, 
because if I'm able to get ahead of the 
other civilizations, I want to experience 
the joy of my tanks thoroughly thrashing 
their puny pikemen. In fact, I should be 
able to hear my tank treads grinding their 
bones to dust! 

Those minor complaints aside, what 
makes Civ III such a great game is that, 
just like Civ II, it blends a simple start with 
a vast array of options and pulls them 
together into a detailed, compelling, and 
seamless gaming experience. This is one 
game that you can't afford to miss. 

- William Harms 
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The Weakest Link 
CATEGORY Trivia (E) DEVILOPER Activision PUBUSNER Activision REQUIRED P200, 32MB RAM, 130MB HD, 8MB video card WE RECOMMEND PII 266, 128MB RAM, 550MB HD MAXIMUM PLAYERS 7 

A
nne Robinson's pre-Weakest Link claim 
to fame was fronting the consumer 
advocacy TV show Watchdog in the 
UK. She pissed people off back then 

by getting in Corporate Britain's face when 
cowboy plumbers screwed grandma out of 
her life savings. So her turn as the Weakest 
Link's hard-faced, dismissive host evidently 
wasn't a stretch, and in the inevitable game 
conversion, she's firing on all those cheesy 
cylinders with voiceovers and the occasional 
video clip of lame put-downs. 

Thing is, The Weakest Link is actually a 
good quiz show in spite of its crass style. It 
has more questions than Millionaire, a 

faster pace, and an entertaining blend of 
team sentiment and selfish strategy. And 
this PC game is a great re-creation of those 
features, complete with an accurate render
ing of the set and the music. If offers an 
impressive library of 6,000 questions -
though it's obvious that the same game will 
be distributed in the U.S. and the UK, as a 
few of the questions are purely UK-focused 
("What English county is Chelmsford in?" 
... England has counties?) while others are 
U.S.-specific. This regionalism throws vir
tually unanswerable wild cards into what's 
generally a sharp, challenging collection. 

Impressively, unlike Millionaire's multi
ple-guess format, Weakest Link uses a four
answer system to each question, but gives 
you only the first letter of the answer. So 
you have a bit of a clue, but not the full 
answer. If that's still too tough, you can use 
sliders to adjust the frequency of questions 
in your weaker categories. 

Of course, there's all the spectacle of 
voting off the other six contestants, which 
can be played by AI characters of three 
smartness levels, or by other players at the 
same PC. Less welcome is the crappiness 
of awful polygonal people shaking their 
heads in despair. 

The Typing of the Dead 

Though it would have been nice to drop 
my own face into the game, the depth in 
playing championship mode with tougher 
opponents and greater prize money is pretty 
surprising. Big fans of the show will love it, 
and it's a good quiz game by any standards. 
Just lower the volume and skip past as many 
video interludes as possible, and enjoy the 
surprisingly well-balanced mental gymnastics. 

- Rob Smith 

CAftGORY Action/educational (M) DDB.OPER Saga PC PUBLISHER Empire Interactive RfllUIRED PII 233, 64MB RAM, 660MB HD, 8MB 3D card WE UCOIIMEND PIii 500, 128MB RAM MAXIMUM PLAYERS 1 

ld=i 

I 
have a tool of death and destruction on 
my desk: It's a 104-key Microsoft Natural 
keyboard with an off-white polymer 
frame and a USB connection. In the 

hands of a skilled operator such as myself, 
it can dish out 45 zombie-destroying words 
a minute. Those advocates at the NRA have 
nothing on this bad boy. 

This fine piece of precision-made fire
power is the weapon of choice for The 
Typing of the Dead, a Dreamcast port for 
the PC. The premise is simple: Type or die. 
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And if you want to learn how 
to type, you won't find an edu
cational product out there 
that's anywhere near as fun . 

Typing of the Dead is sim
ply a port of the lightgun 
arcade game House of the 
Dead 2, only the lightgun has 
been replaced by your key
board. Rather than shooting 
zombies, you type in words 
that appear on the screen. 
Each correct letter equals a hit, 
and each typo equ als a miss. 

Besides the new "control 
scheme," Typing is a carbon 
copy of the House 2 coin-op, bad voice
acting and all. You're part of a group of 
do-gooders who must fight off a zombie 
infestation in a small city. 

Sega's added in plenty of typing drills 
and extra modes, such as one where you 
fight all the bosses in the game, one after 
another. Some of the words you'll have to 
type are a bit odd: I've seen "unisex cod
piece," "brain douche," and "male corset." 

The game's genuinely fun - for the 
first 10 minutes or so, before it gets repeti
tive. Still, I'd rather play this than Mavis 
Beacon Typing any day. 

-Li C. Kuo 

http://www.pcgamer.c o m 





Vegas Fever: Winner Takes All 
CAnGORY' Gambling (E) DIVB.ONR Interactive Solutions PUBUSNIII Encore Software REOUIRID P200, 32MB RAM, 120MB HD WI UCOMMIND PH 350 MAXIMUM PIAYBIS 8 

N 
ever before has such a comprehen
sive compilation of Vegas favorites 
been available in one package. Vegas 
Fever, like Sierra's Hoyle Casino, 

bundles together a load of Vegas games -
though it lacks the casino presentation. 

It's all here, from slots to poker, black
jack to roulette, and even video keno among 
the 22 options (though many games are just 
slots variations). Even the lesser-known 
games make an appearance, so if you're a 
fan of - or have even heard of - Omaha 
or Sic Bo, you won't be disappointed. 

Unfortunately, Fever doesn't provide 
any tutorials for any of the games, so if 

you don't know how to 
play, you'll have to make 
do with simple instructions 
on an included PDF file. 

The casino is presented 
in a single rendered image, 
so all the action can be 
accessed from one place. 
No fancy Vegas theme here: 
all the rendered graphics 
are presented in a generic 
red-and-green scheme. It 
would've been nice to have 
some sounds or animations 
in the background to pro
vide a real Vegas feel. As it 
stands, it's not much differ
ent from Yahoo oniine 
games. [Yahoo games .. . shudder .. . - Ed.] 

Speaking of oniine play, Vegas Fever lets 
you challenge other players in most of the 
games, and contains a lounge area where 
you can chat and relax - skimpily clothed 
waitresses not included. Furthermore, an 
online Sports Book lets you make bets on 
real-world sports games (for fun, of course). 
You can track college and professional com
petitions, and follow up-to-date information 
about team lineups and injuries. 

Hoyle Casino 2002 

Vegas Fever ultimately doesn't offer 
much over what you can find online. And 
without tutorials, it probably won't make 
you a better gambler. At least with this 
game, the money you lose won't be real. 

- Norman Chan 

CATEGORY Gambling (El DEVB.t)PER Si1ma PUBUSH& Sierra IIEOUIRED P133, 16MB RAM, 135MB HD WI: IIICOMMIND P200 MAXIMUM PLAYDUI 1 

F 
inally, you can quell your crippling 
gambling disorder in the comfort of 
your own home. Sierra's latest version 
of Hoyle Casino attempts to deliver an 

entire "casino experience," rather than just 
the games by themselves. Short of having a 
large bouncer kick your ass out after you 
go broke, Hoyle Casino has got it all. 

PC GAMER 

As your path to riches commences, 
you're given the option of choosing your 
appearance, right down to creating your 
own custom face. Upon entering the 
casino, you get a bird's-eye view of the 
playing floor. 

With 14 different games to play, you 
have a bigger selection than many real casi

nos. From keno to horse 
racing, you have numer
ous ways to make your 
virtual bank foreclose on 
your virtual house. While 
I've never found slots 
exciting, the poker and 
blackjack leave little to be 
desired. Depending on the 
difficulty of your oppo
nents, poker can be a real 
blast to play - Hoyle is 
probably the best PC game 
for dedicated "rounders." 

At nearly every game 
table, you'll be playing 
alongside a variety of 
competitors with a dis-

tinct look, attitude, and style of playing. 
While this diversity can add an interesting 
element to gameplay, it also means you're 
forced to listen to their annoying, nonsen
sical banter every 30 seconds. Luckily, 
there's an option to turn that off. 

For novices who have absolutely no 
idea how to play some of these games, 
Hoyle Casino includes an extremely help
ful tutorial system. While you play, it can 
give you hints as to what you should do to 
maximize your winnings and minimize 
your losses. This feature is extremely 
helpfu:J, since surely only people with a 
gambling problem will know how to play 
all the games. 

While very few major changes have 
been made from last year's version, Hoyle 
Casino is still the game to buy for the com
plete casino experience. 

- Steve Drypolcher 

http://www.pcgamer.com 





Real War 
Real bad, real frustrating, and ... well, you get the picture. 

I 
'm getting tired of real-time strategy 
games stuck in the never-never land of 
mind control and ore gathering. 
Imagine my excitement, then, when I 

got my hands on Real War. Here, at last, 
was a realistic RTS where supply lines 
need defending and the units are matched 
to real-life counterparts. And for that 

VITAL STATS 
CATEGORY IINl--.-ffi 

DEVELOPER Rini I-
PUBUSNER S-& Sell-

REQUIRED PII :m,- RAM, 
,_ HD, -311 canl 

WI RECGI..., r111511.121MB 
--111.,-311 .... 
MAXIMUM PLAYERS 4 

extra slice of offi-
cialdom, the whole 
affair is based on a 
training game 
developed by the 
Joint Chiefs of Staff. 

Alas, that anti
cipation quickly 
vanished in a haze 
of spent gunpowder 

as Real War revealed itself to be just 
another tiresome and unimaginative RTS. 
It's a real shame. 

Set in all-too-prescient near future, Real 
War chronicles the conflict between the 
United States and a fictional terrorist 
group known as the Independent 
Liberation Army (ILA). The units in the 
game are all based on real-world vehicles 
and weapons, and as such both sides in 
the conflict have access to pretty much the 
same implements of destruction. 

One would imagine that any game 
based on something developed by the Joint 
Chiefs of Staff would feature a wide vari
ety of combat scenarios. Well, keep imag
ining. Most of the missions found here are 
strictly "build base, survive initial attack, 
and launch offensive against the enemy." 
You get a few deviations here and there, 
but none of them are particularly intrigu
ing or creative, and some of the 12 mis
sions for each of the two sides last only 
two or three minutes. For instance, in one 
ILA mission, your objective is to construct 
a scud missile launcher. So I did. And the 
mission ended successfully. Huh? 

Compounding this shallow gameplay 
is some of the most laughable Al and 
pathfinding ever to soil an RTS game. 
Mine-laying trucks will drive into the 
mines they just set, even when you tell 
them to go to an open area. Newly con
structed units will wander away from their 
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pre-defined waypoint. Your boys will let an 
enemy roll right past them without firing a 
shot, and your fighter jets will do evasive 
maneuvers that lead them right back into 
the jaws of the enemy's air defenses. 

Another major problem is that if you 
load a saved game from an earlier point in 
the game, your progress in the campaign is 
permanently reset to show your progress at 
the point of the saved game. Brilliant. 

The multiplayer mode is decent enough, 
b ut lacks any substantial depth. The 
included maps are rather standard fare, 
and there's no option to introduce com
puter-controlled opponents into the mix. 
And if you play the game at higher resolu
tions, large conflicts will slow to a crawl, 
even when you' re playing over a LAN. This 
slowdown is even more astonishing given 
the bland and simple graphics. 

Real War does offer a few glimmers of 
hope here and there. Resources are handled 
realistically - choppers carry in supplies, 

for example - and simply playing with the 
real-life hardware and weapons is very cool] 
Watching an American B-2 level an ILA 
base is a thing of beauty, and managing a 
combined air-sea-ground attack force is a 
lot of fun when it results in total victory. 

Unfortunately, the drab mission design 
and horrific Al mark Real War for a quick 
trip to the ash-heap of military history. 

- William Harm 

http://www.pcgamer.co 



Kill or be killed as three different 

species: Alien. Predator. Human. 

Each with new weapons and 

capabilities in a single storyline 

told from three perspectives. 

Intense action. With graphically 

stunning environments. Blinking 

just became a liability. 
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Conflict Zone 
CATEGORY Real•time strategy (TI DEVELOPER MASA PUBUSHER Ubi Soft IIEOIRRED PU «JO, 128MB RAM, 600MB HO, 8MB 30 card WE ll£COIIIIEND PIii 500, 32MB 30 card IIAXIMUII Pl.AYERS 8 

B 
y now, you have a very routine image 
in mjnd when someone rattles off the 
letters "RTS:" That image looks a lot 
like Conflict Zone. 

The setting: a "good guy" International 
Corps for Peace squares off against 
GHOST, an organization controlled by 
multinational corporations. They fight with 
the standard futuristic units and tech trees. 
(And interestingly, the good guys' acronym, 
ICP, happens to be the abbreviation for the 
non-PC thrash band Insane Clown Posse.) 

Conflict Zone tries to set itself apart by 
focusing on two concepts largely 

Ultimate Ride 

untouched in previous games: the effects of 
conflict on the civilian population, and the 
role the media plays in how a conflict is 
perceived and eventually plays out. 

As an ICP commander, your ability to 
build units depends on how many civvies 
you can ferry from their war-torn villages 
back to refugee camps at your base. 
GHOST commanders can build "media 
centers" and dispense propaganda to help 
drive up production. It's a cool idea, but it's 
handled so abstractly that the net effect is 
the same as harvesting any other resource. 
It's almost like the Soylent Green of RTS 
gaming: instead of playing up the plight of 
civilians, they become essentially nothing 
more than grist for the production mill. 

As you progress in the campaign, 
you're assigned commanders who help 
administer some of the logistical headaches. 
But the vehicles they build are AI-controlled 
unless otherwise specified, and these com
manders are worthless on offense. It's 
another cool idea not well-realized. 

But the biggest problem in Conflict 
Zone is map design. Time after tim e after 
time, you'll find that your forces must scoot 
through a tiny passage (or one of several 

tiny passages) to attack the enemy. Imagine 
the toll-booth-in-the-desert scene in Blazing 
Saddles, and you'll have a good idea what's 
going on here. It results in tiresome strate
gies and predictable battles. 

Conflict Zone earns points for fresh 
thinking, but loses them again amid a cata
log of weak implementation. 

- Stephen Poole 

CATEGOIIY Simulation (El DEVELOPER lmagineering PUBUSIIDI Disney Interactive REQUIRED Pll 333, 32MB RAM, 64MB HD, 8MB 30 card WE RECOIIIIEND PIii 500, 128MB RAM MAXIMUM PLAYERS 1 

Eii 

I 
esigning roller coasters has been one 
of my passions since Disney's Coaster 
(1993). While Disney's follow-up isn't 
quite the ultimate ride, it's no dud. 

You can make three types of coasters -
steel, wooden, or hanging - in mission mode 
or free-form mode. Only traditional out-and
back coasters are available; no shuttle loops, 
boomerangs, or reverse freefalls here. 

Construction is where Ultimate Ride 
shines. Designing a coaster has never been 
easier, and the circuit-closing auto-finish 
feature is a stroke of genius. Plus, any 
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coaster you build can be uploaded to the 
Ultimate Ride website for others to enjoy. 

But while the cornerstone of the gam e -
building coasters - is solid, numerous limi
tations kept me from enjoying it more. For 
one, the developers have spent too much time 
in Fantasyland. Ride ships with four environ
ments - a mountainous region, an asteroid, 
an underground cavern, and a holodeck-style 
grid. Creative settings, but where are the 
forest, lake, and theme-park surroundings 
normally associated with roller coasters? 

I'd have liked the option to alter the ter
rain, allowing for tunneling underground 
or through hills. (No man-made tunnels are 
included, either.) Instead, you' re given a col
lection of enormous animated props with 
medieval, space, or futuristic themes to place 
around your ride. Natural props are limited 
to two types of trees - small and large. 

My biggest issue is the ride physics. Track 
types all behave exactly the same, except for 
a jittery camera view on woodies. Trains 
glide up lift hills and slowly descend drops, 
even when the speedometer reads 50mph. 

The sound effects are unnaturally sub
dued, too. The lift hill's muted c/ickety-c/ack 

and lack of crowd noise are a constant 
reminder that this is a virtual world after all. 

Want realism and terrain deformability? 
Then I recommend Pantera Entertainment's 
3D Roller Coaster Designer. But if you want 
to make coasters easily and like fantastic set
tings, Ultimate Ride won't steer you wrong. 

- Chuck Osborn 

http://wwvv.pcgamer.com 







Aliens vs. Predator 2 
Turn off the lights, crank up the sound, and get ready to piss your pants. 

T
he original Aliens vs. Predator was so 
scary that even our fearless editor- in~ 
chief couldn't summon the tenacity 
to complete it. Of course, the game 

also lacked an in-mission save option, 
which caused Jots of people to abandon it, 
and that issue's addressed here - you can 
save your progress anywhere. Indeed, 

VITAL STATS 
developer Monolith 
(creator of the 

cATEGORY ActlonlMI excellent No One 
DEVELOPER -.iitll 

PUBUSHER Siono/Fax 

REQUIRED PIii «iO, 121MB RAM. 
1.2 GB HD, ,_ 30 canl 

--DPIII_,, 
2511MB RAM, 32MB 30 canl 

MAXIMUM PLAYERS 16 

Lives Forever) has 
taken over the 
sequel and pro
duced a game that 
is better than the 
original in just 
about every respect. 

The gameplay in Aliens vs. Predator 2 is 
nearly identical to that in its predecessor. 
There are three different species (the titular 
characters plus the space marines from the 
Aliens film), each with a unique storyline 
and campaign orbiting around a central 
plot. It doesn 't matter which order you play 
them in, as each one provides a different 
take on the same core story. 

The setting is a research facility on planet 
LV1201. One of the corporation's brilliant sci
entists has been cross-breeding Aliens with 
Predators, and the results are ... well, let's just 
say they're not cuddly. As a marine, you've 
got to clean up the mess, and as a Predator 
or Alien, you've just got to clean house. 

There's good variety to motivate playing 
as the different races. The marines have 
loads of cool weapons and the ominous 
bleep of their motion sensor. The Predator 
has all the weapons from the movies, and 
can leap 20 feet in the air. And the Aliens 
are fast and vicious - as a facehugger, you 
even get to experience eating your way out 
of a human chest. 

AvP2 uses the LithTech 2.5 engine, a 
slightly more advanced version of the engine 
that powered NOLF. While 32-bit textures 
and nicer bump-mapping are welcome addi
tions, the simple fact is that LithTech can
not compete with the Quake ill or Unreal 
engines. Everything has a sort of boxy look. 

But it still does a fantastic job of creat
ing a tense atmosphere. There's nothing 

/' The Predator 

' is far more c .. ~--·· powerful than 
. ...._, his prey, and as ,~ ~: in the movies, 

fJ 
he collects the 
heads of his 
luckless victims 
as trophies. 

http ://www.pcg ame r.com 

quite like having the lights go out in a 
maintenance tunnel, tossing down a couple 
of flares, and seeing a horde of Aliens flow
ing toward you like black water. 

Unfortunately, Monolith didn't include 
EAX or DirectSound 3D support, which is a 
real letdown for a game that relies so much 
on positional awareness. Equally disappoint
ing is the wooden nature of some of the AI. 
But these are really the only weak points in 
an incredibly gripping single-player story. 

Likewise, the multiplay extends the 
unique feeling of each of the three species. 
In deathmatch, most players are naturally 
going to gravitate to the Predator, thanks 
to his ability to cloak and see in different 
light spectrums. But a smart marine and a 
fast Alien both stand a chance against him. 

In addition to deathmatch and team 
deathmatch, you get an excellent multiplayer 
mode called Evac, in which teams of 
marines have the simple goal of getting the 
hell out of a bug-infested hive to a safe zone. 

The emphasis here is on teamplay. Some 
may not enjoy playing as the Aliens because 
of the constant rush tactics, but seeing those 
marines scream in terror as you pounce on 
them is pretty damn satisfying. 

AvP2 proves that gameplay is king over 
eye-candy. The different types of action and 
the overall stylishness more than make up 
for the game's few weaknesses. 

- Jim Preston 

PC GAMER HOLIDAY 2001 
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Shattered Galax1 
CATEGORY MMORTS m DEVELOPER/PUBUSHER Ne,con REQUIRED P233, 64MB RAM, ZMB 30 card, Net connection WE RECOMMEND PIii 500, 128MB RAM, 8MB 30 card, broadband MAXIMUM PLAYERS Thousa nds 

G 
ame designers must have a pretty low 
opinion of our ability to co-exist with 
one another, because Shattered Galaxy 
is the latest in a long line of games 

predicated on the notion of humans on a 
distant world splitting into factions and 
battling for supremacy. 

On the massively populated (and thus 
massively multiplayer) planet of Relic, 
everyone's pledged allegiance to one of 
four factions. You control between six and 
12 units in a never-ending series of clashes 
that temporarily change boundary lines, 
but which never result in ultimate victory 
for anyone. 

Developer and provider Nexon claims 
that Shattered Galaxy is the "first massively 
multiplayer online real-time strategy 
game," but that long-winded description is 
somewhat misleading. Yes, thousands of 
folks can be logged on simultaneously, but 
individual battles are limited to "over 30 
players" (one of several instances of such 
limiting ambiguities in the documentation). 
What this means is that 30 players fight 
each battle, which then momentarily shifts 
the boundaries of the persistent world. 

That's not to say Shattered Galaxy doesn't 
offer the chance for some nice tactical 
maneuvers : there are artillery bombard
ments, sneak attacks, minefields, aerial 
fighters, and nukes. 1n the end, though, bat
tles are almost always won by veteran troops 
- which means it all comes down to who's 
willing to log in epic amounts of playtime. 

The game places g reat emphasis on try
ing to involve you in your faction. You can 
also join a regiment - the equivalent of a 
clan - which offers your best option for 
winning consistently, since communica
tions are a major key to victory. 

SG came from an independent devel
oper, and seems a bit thin throughout -
the whole thing is restricted to one planet, 

so we have to assume the galaxy will even
tually be shattered. And it's not without its 
share of bugs: I had at least a dozen desk
top crashes over the course of a week. But 
if you don't mind taking a chance on the 
$19.95 retail price for the first month of 
play (after that you'll pay $9.95/month or 
$59.95/year), it's definitely a step forward in 
RTS ambition. 

- Stephen Poole 

F/A-18 Precision Strike Fighter 
CA'IEGORY Combat flight sim (El DEVELOPER Graphic Simulations PUBUSHER Xicat REQUIRED PII 233, 64MB RAM, 8MB 30 card WE RECOMMEND PII 400, 128MB RAM, 16MB 30 card, joystick MAXIMUM PLAYERS 4 

W
anna make a quick buck in the PC 
combat flight-Sim market? Simply 
do what Xicat Interactive did -
locate a well-respected, four-year

old F/A-18 sim, tack on some minor 
enhancements, repackage it under a new 
name, and then charge full retail price for 
it. For better or worse, that's exactly how 
FIA-18 Precision Strike Fighter came about. 

The 1997 Graphic Simulations title FIA-
18 Korea was scheduled for a "Gold 
Edition" when it was acquired by Xicat. 
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The "gold" enhancements were minimal, 
but owners at Xicat felt that these minor 
improvements were significant enough to 
justify a shiny new box with a $40 price tag. 

Precision Strike Fighter showcases the 
U.S. Navy's F/A-18C fighter in a series of 
scripted missions against North Korea (the 
favorite whipping boys of many sim devel
opers). This campaign is supplemented 
with a handful of Instant Action missions, 
six Hawaiian training scenarios, and a 
comprehensive Mission Editor utility. 

While the campaign itself is notably 
lacking in depth and substance - most 
enemy targets are only minutes away from 
your home base and none of the missions 
are connected - the Mission Editor does 
deliver a fairly decent set of tools from 
which you can build custom sorties. 

The graphics are dated, as you might 
expect, with particularly bad terrain . The 
multiplayer component is quite under
whelming by today's standards. The maxi
mum number of p layers (human or AI) 
remains limited to four. And the absence of 
any proper co-op missions makes the expe-

The attractive light-sourcing and aircraft texturing 
stand out next to the simplified polygonal terrain. 

rience grow very old very quickly. 
FIA-18 Korea was an above-average 

combat flight sim when it was released four 
years ago. I'd recommend it as a bargain
bin purchase. But $40 is just way too much 
money for what's being offered here. 

- Andy Mahood 

http://www.pcgamer.com 





lired of add-ons that play it safe? Here's one that dares to reinvent its parent game. 

A
t long last, here's an expansion pack 
that throws caution to the wind by giv
ing Red Alert 2 not just a tweak or two, 
but an entire new dimension - without 

changing what makes it fun in the first place. 
Whether you played the Allied or Soviet 

campaign in RA2, it soon became clear that 
Yuri was the real villain of the piece. In 

VITAL STATS 

NVnonll -Sllldlos 

PUBUSHU Elocboolc Alls 

lllCIUIMO PII 211, 14MB 11AM. _.., 
~ PLAYEIIS I 

Yuri's Revenge, 
Soviet and Allied 
forces each get one 
new seven-mission 
campaign in which 
to defeat him for 
good after his re
emergence sup
ported by a range of 
psychic tinker toys. 

These single-player campaigns are really 
the only part of this whole pack that came 
close to disappointing me. They're a little 
short, and while awesome new cut-scenes 
once again feature the terrific Udo Kier and 
Kari Wuhrer (altogether now: "Mrnrnrnrn ... 
Kari Wuhrer"), the missions themselves 
weren't quite as challenging as I expected. 

You get some original scenarios (the 
more interesting ones taking the fight 
outside the U.S., to places like Egypt, 
Transylvania, and even the moon), but 
none really raise the stakes of difficulty 
or invention. That said, they're fun, and 
Westwood's included 10 campaign mis
sions exclusively set up for cooperative 
multiplay. Nice touch . 
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What you really want to hear about, 
though, are the new units, and here Yuri's 
Revenge delivers over 30 new toys. Allied 
players get, among others, the new Guardian 
G.J., a soldier that can erect a mobile bunker 
to protect him from tanks, and the new 
Robot Tank, immune from enemy mind-con
trol attacks. New Soviet highlights include 
a super-unit called Boris, who can call in 
airstrikes on structures from long range, and 
an Industrial Center that radically speeds 
up the production of units and buildings. 

But all the coolest new gadgets belong 
to Yuri himself. And this is the most signifi
cant addition of all - an entire new side of 
20-plus units and structures created from 
scratch and blended seamlessly into the 
existing design. 

Yuri doesn't have any powerful conven
tional units, nor are traditional attacks such 
as tank rushes part of this faction 's garne
plan. Yuri's units rely on psychic warfare, 

with new Mastermind tanks that can seize 
control of multiple enemy units; Psychic 
Towers that do the same to vehicles as they 
close in on a Yuri base; and Slave Miners, 
mobile ore facilities that employ armies of 
zombified slaves to manually dig Tiberium 
out of the earth with shovels. Also, Yuri's 
mob now incorporates a little genetic trick
ery, with gene-altered Brute infantry units 
able to smash tanks with their Hulk-like 
fists, and a sniper who infects enemy sol
diers with contagious darts. 

My personal favorite is the Genetic 
Mutator superweapon, which transforms 
enemy soldiers within a given radius into 
Brutes for you to control. If an enemy has 
infantry massed inside his base, a quick shot 
of this can reduce him to rubble in moments. 

The multiplayer Yuri side is definitely 
aimed at the more advanced player - a 
small battery of carefully placed psychic 
units can easily annihilate a huge tank force 
by turning them against one another. 

Yuri's Revenge also adds improved 
veterancy rules, slicker multiplayer func
t ionality, and new tech buildings to cap
ture. (You'll want to defend the machine 
shop - which auto-repairs all your vehi
cles - with everything you've got.) All in 
all, it's a pretty impressive achievement for 
an expansion pack. The Yuri units will shake 
to its foundations the way Red Alert 2 is 
played online, so I advise you to start 
familiarizing yourself with them before the 
opposition does. That's an order, soldier! 

- Gary Whitta 

http://www.pcgamer.com 
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Sub Command 
CAnGORY Simulation (E) DEVELOPER Sonalysts PUBLISHER EA REQUIRED PH 233/AMD K6, 64MB RAM, 8MB 30 card WE RECOMMEND PH 350, 96MB RAM, 16MB 30 card MAXIMUM PLAYERS 8 

M 
ake turns for one-zero knots!" I 
yelled, eliciting a confused "What 
the hell are you doing?" from my 
wife, as she stuck her head 

through my office door. 
'Tm controlling a nuclear submarine on 

a very sensitive mission," I replied tersely, 
while cupping the headset microphone 
with my hand. "Go back to bed." (Wife, not 
submarine crew!) 

Such is the immersive world of Sub 
Command, a modern-era submarine sirn 
that puts you at the controls of three com
plex nuclear submarines - the American 
Seawolf, 688(1), and Russian Akula - with 
mission objectives that are often as murky 
and surreptitious as a Tom Clancy novel. 

No quarter has been spared in deliver
ing one of the most detailed and complex 
representations of modern sub warfare 
ever for the PC. You're effectively locked 
away in a silent metal tube surrounded by 
myriad stations, including sonar, Target 
Motion Analysis, fire control, and naviga
tion. (An optional JD-view window has also 
been tossed in to reduce the claustrophobia 
somewhat, as well as to show off the 
game's attractive animated water and 
pyrotechnic effects.) 

Experienced sub
mariners will have a field 
day with all of the hands
on buttons and scopes, but 
newbies are toast. You can 
hand most of the sub's sta
tions over to AI control, 
but unlike the game's 
remarkably sawy enemy 
AI, these auto-crews leave 
quite a bit to be desired. 
The 208-page manual 
(which is of the dreaded 
PDF-on-the-CD variety) 
does a surprisingly poor 
job of explaining the details. • 

The game ships with 
three training exercises, 23 
stand-alone missions, and a 
pair of 14-mission campaigns. Missions are 
affected by your earlier results, and random 
dynamic elements keep the replay value as 
fresh as possible. You also get a seamless 
online multiplayer matchmaking service 
and a full-featured Mission Editor. Perhaps 
the niftiest component of all, though, is the 
optional voice-command interface, which 
lets you confidently bark orders into a micro
phone just like Red Octobers Captain Ramius. 

Planet of the Apes 

In a genre that's seen few recent 
releases, Sub Command steams to the front 
of the pack at flank speed. It's a must-buy 
for any naval-simulation buff. 

- Andy Mahood 

CATEGORY Adventure (T) DEVELOPER Ubi Soh PUBUSHER Visiware REQUIRED PH 300, 64MB RAM, 650MB HD, 8MB 3D card WE RECOMMEND PH 450, 132MB RAM MAXIMUM PLAYERS 4 

T 
he best thing that can be said about 
Ubi Soft's adaptation of Planet of the 
Apes is that it's based on the classic 
1968 movie and not this year's ridicu

lous Tim Burton remake. (The next person 
who dares use the word "re-imagining" in 
my presence gets a slap.) Aside from that 
one reprieve, it's exactly the kind of 
cookie-cutter movie spin-off we could 
easily survive without. 

Planet of the Apes kicks off with an 
opening sequence almost identical to the 
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movie's, before handing control over to 
you - a human who is definitely not 
Charlton Heston, or anyone remotely 
resembling him, but is stuck inside a 
prison cell. The problems begin here. The 
puzzle itself is simple - the key to the cell 
is hidden inside the bowl of food an ape 
minion brings you - and I'd guessed the 
solution almost immediately, but then I 
gave up on that theory after several failed 
attempts to interact with the bowl. 
Eventually, after several more minutes of 
banging my head against the cell wall, I 
realized that the key was inside the bowl 
after all - I just wasn't standing in the 
exact pixel-perfect position for the pro
gram to realize w hat I was trying to do. 

Once outside the cell, the game pro
gresses as a purely standard mix of 3D 
exploration, puzzle-solving, and rudimen
tary combat. There's a slap-dash feel to 
the whole experience - the graphics are 
thoroughly mediocre throughout -
though there are enough puzzles to please 
genre purists who feel the urge to perse
vere nonetheless. 

As I wandered from cave to cave, occa
sionally trading loosely controlled blows 
with an ape guard or trying to interact 
with objects only to be told "This is of no 
interest," I realized that I couldn't have put 
it better myself. 

- Gary Whitta 

http://www.pcgamer.com 
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edieval Europe during the I 300's, your 
the status of a Patrician. To achieve 

gain recognition and prestige 
to make profit by means of 
tion of goods and the com
can raise your standing 

rough city and diplomacy or fill your 
easury throug piracy an smuggling in this real-time 

rading simulation. 

A genre-mix including trade, economics, sea battles 
and diplomacy. 
A complex world com~rising roduction, transport, 
trade and consumption. 
A number of various game modes and objectives, 
ranging from small single missions to 'life-long' 
camp~igns. 
Game obj~ctives and aifficulty levels can be adjusted 
in various ways. 
Dtfail\d and historical graphics (buildings, ships, 

/ city walls, citizens, etc.) / - - -
• Multiplayer allows up to 8 playersover LAN, Internet 
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Fought in the winter of I 805 , Austerlitz captures the excitement of the early 19th century 
battle with all the color, pomp, and pageantry of the Napoleonic era. Take command of either 
Napoleon 's troops to recreate his greatest victory or the combined might of Russia and Austria 
to alter history forever. Austerlitz accurately depicts Napoleonic warfare at its finest and brings 
the battlefields of Europe to life. 

• Two completely new armies • Russian and Austrian 
• Exhaustively researched historical data and army Orders of Battles 
• Over 20 "historical " and "speculative" scenarios 
• Design your own "random" battles 
• Historical landmarks featuring the Pratzen Heights, the Pheasantry, and Sokolnitz castle 
• Improved soldier animation 
• Multiplayer allows up to 8 players over LAN or Internet 



Pool of Radiance 
We waited for years for a buggy rehash of the cherished original. You'd better really love AD&D. 

N 
ot since the infamous debut of 
Daikatana has the release of a single 
game generated so much incensed 
indignation from early buyers. Pool of 

Radiance: Ruins of Myth Drannor had the 
potential to be one of the greatest "dun
geon-hack" epics of recent memory, but it's 

VITAL STATS 
looking like it might 
go down in the anals 
(sic) of RPG history 
as one of the great
est disappointments. 

CATEGORY Roleplaylog (Ml 

DEVELOPER SSI 

PUBUSHER Ubl Soft 

REQUIRED Pll 41111.- RAM.30 
canl (12MB -..ztl&MB - card) 

There certainly 
are plenty of rea
sons to be frustrated 
with the game. A 

WE RECOMMEND PIii &00. 
1:IJMBRAM 

MAXIMUM PLAYERS 6 

►fl 

multitude of outra-
geous bugs infested the initial retail release 
(see boxout), and many RPG fans are 
miffed with the game's handling of AD&D's 
3rd Edition rules. I personally experienced 
very few technical problems after spending 
nearly 50 hours with the game, though my 
PC (an AthJon 1.1GHz with 256MB RAM 
and a 32MB GeForce2 card) greatly 
exceeds Pool's requrred specs. 

I do have many gripes with the game
play itself, however. The turn-based combat 
(the only option) is extremely tedious at 
times. The drop-down, window-based inter
face is kludgy at best in combat. The mon
sters aren't varied enough within each level. 
You can scroll your view only to a tiny 
degree. And, most annoyingly, the story is a 
tired rehash of the first Pool's plot. 

HOLIDAY 2001 PC GAMER 

Nonetheless, I've sat at my PC 'til the wee 
hours of the morning several nights in a row 
making my way through the game. Despite 
all of its frustrations, it's hooked me. I'm 
cursing a lot, but I'm still playing. 

Pool is a 3D sequel to a game published 
in 1987. The pesky Pool of Radiance has per
colated from its slumber and is once again 
churning out the evil-doing undead. Your 
job (again) is to save New Phlan by assem
bling a team of adventurers and putting an 
end to the dreaded Pool once and for all . 
You can have up to four player-characters 
and two NPCs for a total of six in your party. 

It soon becomes readily apparent why 
Pool is billed as a 100-plus-hour game. 
Progress through the dungeons is labori
ously slow as you wait for tiresome monster 
animations to finish. Be prepared to watch 
hours of repetitive combat animation . 

One of the coolest features is a tangible 
Dungeon Master presence, mostly in text 

APPLY RAID BEFORE PLAYING 
This game's bugs are myriad and mind
boggling. Players with systems barely 
meeting or just exceeding the recom
mended requirements have flooded Ubi 
Soft forums with complaints (over
whelming and briefly shutting them 
down in the processl. These ranged 
from reports of random lockups and 

crashes to corrupted save-game files, random 
disappearance of the mouse cursor, doors that 
raset to "locked" upon relaunching a game 
(and with needed keys gonel, and various 
sound/video/performance glitches. The worst 
complaint, however, has clearly been over the 
game's install/uninstall routine. 

Regardless of what you select, the game 
installs to your C: drive, which isn't such a 
horrible problem by itself for most. The real 
killer is that for some people - and the 
occurrence has been rare - uninstalling the 
game can result in vital system files being 
stripped or corrupted, forcing a total OS rein
stall. A cumbersome patch that addresses this 
issue had been released by press time, but all 
other problems are still waiting for a fix. 
Proceed with caution. 

form but often via audio messages as well. 
The "virtual DM" describes rooms when you 
enter them, offers occasional hints and direc
tions, and gives you detailed feedback on 
rolls during combat. The DM really gives an 
atmospheric pen-and-paper feel to the game. 

As far as multiplay goes, I can only say 
that Pool is, at press time, a trove of unreal
ized potential. I was able to get into a few 
games onl.ine, only to be dropped after a few 
minutes. LAN play is apparently much more 
stable. Hopefully, online performance will be 
improved with patches, and more of us strug
gling valiantly past the problems can coop
eratively explore the randomized dungeons. 

If nothing else, Pool offers a welcome 
change of pace from the 2D worlds of 
Baldur's Gate and Arcanum, and the frenetic 
click-fest of Diab/a II. Unfortunately, with so 
many pure gameplay problems, it's impossi
ble to recommend the game very highly. 

- Steve Klett 

http ://www.pcgam e r.com 
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Empire Earth 
The epic story of human civilization throughout the ages comes to your PC. 

E 
nsemble Studios' Age of Empires con
jures images of a kick-ass medieval 
RTS franchise brimming with blades of 
steel and mighty castles. Nothin' wrong 

with that, right? Apparently, it depends on 

VITAL STATS 
CATEGORY Roal---m 
DEVELOPER Staiwlea Sleel Studios 

PUBLISHER Siena 

REQUIRED Pll 3511. 64MB RAM. 
-B HD, 1MB 3D card 

WE REC-MEND PIIIIIII0,2!i&MII 
RAM, liOIIMB HD. 32MB 3D card 

MAXIMUM PLAYERS I 

who you ask! 
After the first 

game in that million
selling series was 
completed, lead 
designer Rick 
Goodman thought it 
was time to broaden 
the game's horizons. 
Unfortunately for 

him (and maybe for us), many of the people 
at Ensemble were content simply to refine 
the core game that had proved so success
ful. So Rick left to build his own game com
pany, Stainless Steel Studios, where he 

would be free to design the title he thought 
Age of Empires II should have been. 

The fruit of his labor is Empire Earth, 
and while it isn't perfect, it does offer up 
one hell of a good time. 

The game's hook is its 14 epochs (time 
periods), which chronicle the progression 
of human civilization from its early days in 
500,000 B.C. all the way through the not
so-distant future of 2200 A.D. Cavemen, 
archers, swordsmen, riflemen, airplanes, 
ships, subs, tanks, cyborgs, mechs, and 
many more are all contained in this one 
massive game. 

The Age of Empires games have only 
four relatively small age-leaps, and your 
ultimate goal in most multiplayer battles is 
to build up to the final age as quickly as 
possible -so that you're able to gain access 
to the powerful units . Empire Earth's 

EMPIRE EARTH'S 14 PLAYABLE EPOCHS (AGES) 
PREHISTORIC STONE COPPER BRONZE DARK 
500,lDl B.C. - !il.lDl B.C. !il,lD) B.C. - !iOIJ B.C. 50IJ B.C. - 21DJ B.C. 2IDJ B.C. - 0 A.O. 0 A.O. - !DJ A.O. 

Humans learn how First signs of religion; Agriculture explodes; First appearance of the The fall of Rome; 
to control (but not make) humans learn how to animal domestication sword; medicine gains Constantinople is 
fire make fire and complex begins prominence; Greeks established 

tools standardize schooling 
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varied epochs provide way more 
depth than that in its gameplay 
options. 

Multiplayer battles and sin
gle-player skirmishes are the 
best parts of this game, and are 
scream-out-loud-like-a-little-girl
when-stuff-blows-up fun . Each 
epoch is a self-contained, fully 
playable RTS game unto itself. 
Furthermore, you can create 
games that start and end in any 
sequential epochs you choose. 
World War I through the 
Modern Age is a span of time I 
enjoy playing a great deal. 

Standard and Tournament are 
the two rule sets to choose from 
in multiplayer and single-player 
skirmishes. In Standard mode, 
it's tough to progress through 
the ages because of high costs 
and slow build times. In 
Tournament mode, build times 
are reduced and epoch upgrade 
costs are lowered to facilitate a 
faster gameplay experience -
amen to that, brother! 

Empire Earth allows you to 
customize your civ to a never
before-seen degree to suit your 
style of play. At the start of each 
game (Standard or Tournament 

rules) you're given five minutes to pick 
your civilization's bonuses. There are well 
over 100 to choose from, and they range 
from unit-type-specific attack bonuses to 
an increase in the efficiency of your farms. 
Upgrades increase in cost depending on 
numerous factors, and you're given only 
100 points to spend at the start of each 
game, so choose wisely. 

/ (i 

" 
In the Middle Ages, nothing instilled more fear in 
the enemy than seeing the British army on the move. 

MIDDLE RENAISSANCE 
!DJA.0.-1:DlA.O. 1DJA.0.- 1500A.O. 

Castles become ultimate Mass-produced books 
defensive structures; become available; 
governmental authority gunpowder use grows 
returns rapidly 
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Players who like to just jump in and go 
can also choose from one of the game's 21 
pre-made civilizations. Make sure you pick 
one that's appropriate for the epoch you're 
playing: gaining bonuses to the armor 
strength of tanks and fighter jets won't help 
much if you're playing in the Middle Ages! 

As impressive and gripping as the stories 
are in the game's four single-player cam-

paigns (each one brings you a bit closer to 
modern times and the future than the last), I 
didn't have nearly as good a time with them 
as I thought I might. The individual scenarios 
that make up the campaigns are long and 
hard - not just because Empire is a hard
core RTS in which you 're always having to 
pay close attention to the "rock, paper, scis
sors" rules of combat, but because the mis-

IMPERIAL INDUSTRIAL WORLD WAR I WORLD WAR II MODERN 
1500A.D. - 1JOOA.D. 1700 A.D. - 1!0! A.D. 1914 A.D. - 1918 A.D. 1939 A.D. -1945 A.D. 21DJA.D. 

Ships capable of circum- Industrial revolution pow- Steel warships gain Steel planes, ships, Computer technology 
navigating the Earth; Galileo ered by steam engines; prominence; U-boats and and tanks all improve rules the day 
shows that Earth is not the Darwin publishes his airplanes make their dramatically; atomic bomb 
center of the universe theory of evolution debut dropped on Japan 

If you reach the Nano Age before 
your enemy does, he's toast these 
mechs will make mincemeat of units 
from earlier epochs. 

sion objectives are too often 
muddled or misleading. Time 
and time again, I ended up with 
far too small an army to accom
plish my goals if I relied only on 
in-game mission tips and rec
ommendations as my guide. 

Make no mistake, this game 
is tough, and while you can 
adjust difficulty settings in sin
gle-player skirmishes and multi
player games, you cannot do so 
in any of the campaigns. The 
compelling stories do make 
them worth fighting through, 
however, so my tip is to always 
build more units than you think 
you 're going to need based on 
what the game is telling you. 

GraphicalJy, Empire is rich 
and detailed - especially com
pared to other 3D RTS games. 
The animations are smooth and 

varied, and if you zoom in close enough, I 
think you may even be able to see Rick 
Goodman's face on one of the characters 
in the game! Despite Empire's 3D engine, 
you can't rotate the camera - the only 
time you' ll see it spin is during the nifty 
in-game movies that pop up every so often 
in the single-player campaign missions. 

Overall, the game's music is pretty good, 
though it gets a bit repetitive. The sound 
effects, on the other hand, are first-rate, and 
really bring you into the action in each age. 

Empire Earth certainly has a massive 
scale, but it stilJ feels like it belongs in the 
Age of Empires series. I think that point 
speaks very highly of it. I've clocked innu
merable hours with it so far, and I think I've 
barely scratched the surface of what all the 
many units and time periods have to offer. 
Believe me, this is one we're going to be 
playing around the office for a while to come. 

- Greg Vederman 

DIGITAL NANO - -------
21DJ A. D. - 21 IJI A. D. 21111A.D.-2200A.D. 

High-energy laser and lime travel and teleporta-
particle-beam weapons tion become available 
gain prominence; first Al- thanks to studies in 
controlled robots appear .. negative matter'" 
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SW: Galactic Battlegrounds 
Age of Empires II is repainted with Star Wars colors - and that's just fine. 

INT. LUCASARTS BOARDROOM - MORNING 
Two well-dressed LucasArts executives sit across a 
large table from a game designer. 

EXECUTIVE 1: As you can see, the performance of 
our Star Wars lineup has been less than satisfactory. 

EXECUTIVE 2: George wants to see things pick up. 

VITAL STATS 
CAffGORY Rul---m 

OEVELOPER l.acalArts 

PUBUSHER l.acalArts 

REOUIRED Puti• 11233.
RAM. 5a!B HD 

WE -ENO Putin 11300, --MAXIMUM PLAYERS 8 

GAME DESIGNER: Don't 
worry: I have an idea 
that will literally fly off 
the shelves. Guaranteed. 

EXECUTIVE 1: Really? 
Tell us more. 

GAME DESIGNER: Check 
out this game from Ensemble called Age of Empires II. 
PC Gamer gave it a 94% in their January 2000 issue. 

EXECUTIVE 2: 94%? That's not bad at all. 

GAME DESIGNER: Exactly. I say we just take Age of 
Empires II and make it a Star Wars game. It'll be a 
piece of cake. We'll replace Romans with the 
Empire, Japanese with the Naboo, Celtics with the 
Rebel All iance, and so on. Then it's a simple matter 
of adding new art, our trademark sound effects, and 
voila! Instant bestseller. 

EXECUTIVE 2: What about multiplay? 

GAME DESIGNER: Already taken care of. We'll make 
the multiplayer modes exactly like the ones in Age 
of Empires II: death match, defend the wonder, and 
so on. Oh, we'll have to change "wonders" to "mon
uments," to keep things in harmony with the whole 
Star Wars theme. 

EXECUTIVE 2: I like that idea. Let's go with it. 

EXECUTIVE 1: Wait a minute. Won't the gaming pub
lic just see this as a quick rush-job? Don't they want 
something new? 

Vader and Obi-Wan. We'll get our development boys 
to think up of a bunch of missions: escorting Princess 
Leia, smashing rebel bases ... hell, we'll even get a 
mission with Gungans that takes place hundreds of 
years before Episode I. It'll give that species some 
history. I'm telling you, the fans will go nuts. 

GAME DESIGNER: Don't worry. It's a good game, EXECUTIVE 1: Right. I'm sold. Green-light it. 

But the Star Wars license is just too cool to pass up. 
And really, this is what all RTS fans wanted back when 
that Force Commander fiasco happened. So we had 
to wait a couple of extra years, but we finally got the 
gameplay we wanted. That's got to be good, right? 

DAN: If you say so. 

paired with a good license. It can't fail. They'll have ------------------ Dan walks away. 
AT-ATs, Dark Jedi, X-Wings, Battle Droids, and INT. PC GAMER OFFICES-AFTERNOON 
countless other units to keep them happy. We'll also A year later. Dan walks up to Li's desk. 
include all the Star Wars characters from the movies. 
Everyone from Chewbacca and Han Solo to Darth DAN: Hey Li, you done with the Battlegrounds review? 

LI: Yeah. It's just Age of Empires II, only with Star 
Wars stuff. It doesn't look like they tried that hard. 

DAN: So it sucks? 

LI: Actually, it's pretty fun. Look, I just built AT-ATs. And 
look here, that's Luke Skywalker. There's tons of units. 
Pretty cool, huh? I think it deserves a score in the 
high seventies. It's fun, though it looks a little dated. 

- Li C. Kuo 

FINAL VERDICT 
HIGHS: Tons of units; plays just like Age of 
Empires It, great Star Wars feel. 

LOWS: Graphically dated; not very original; feels 
more like a mod than a brand-new game. 

BOTTOM LINE: Basically a Star Wars mod for 
Age of Empires II. That's pretty cool, though. 

~~~.MER 78% 
http://wwvv.pcgamer.com 
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hstrinity 
So you want to build a new PC, huh? As you may know, it can be a tricky affair. Luckily, 
Hard Stuff editor Greg Vederman is here to help you select the best parts for the job. The 
prices listed below (obtained almost entirely from www.pricewatch.com) reflect the lowest 
prices we could find as we went to press. (Note: Prices do not include shipping costs.) 

■ ENTRY-LEVEL SYSTEM ROUGHLY S999 ■ MID-RANGE SYSTEM ROUGHLY Sl ,800 
CASE CASE 
300-watt ATX form factor $11)() 300-watt ATX form factor $11)() 
PROCESSOR PROCESSOR 
AMO Duron 1GHz $67 AMD Thunderbird 1.4GHz $100 
MOTHERBOARD MOTHERBOARD 
Asus A7V-133 $76 Gigab'.!'.!e GA-7DX $93 
MEMORY MEMORY 
256MB PC-133 SDRAM $13 256MB PC-2100 DOR SDRAM $25 
CD-ROM/DVD-ROM DRIVE CD-ROM/DVD-ROM DRIVE 
Creative Labs PC-DVD Ovation 12x Creative Labs PC-DVD Encore 12x 
with software DVD decoding $99 with Dxr3 Technology $149 
FLOPPY DRIVE FLOPPY DRIVE 
Samsung 3.5-inch 1.44MB $8 Samsung 3.5-inch 1.44MB $8 
HARD DRIVE HARD DRIVE 
40.0GB IBM Deskstar $88 75GB IBM Deskstar 75GXP $196 
SOUND CARD SOUND CARD 
Creative Labs Audigy (white box) $59 Creative Labs SB Live! Audigy MP3+ $85 
MODEM MODEM 
3COM #2976 56K v.90 Hardware Modem $49 3COM #2976 56K v.90 Hardware Modem $49 
MONITOR MONITOR 
17-inch Oetiguest 071 $140 19-inch NEC FE950+ $323 
VIDEO CARD VIDEO CARD 
GeForce2 Pro 64MB DDR $100 NVIDIA GeForce3 1i 200 $186 
JOYSTICK JOYSTICK 
Microsoft SideWinder Joystick $30 Microsoft SideWinder Precision 2 $45 
GAMEPAD GAMEPAD 
Microsoft SideWinder Game Pad USB $30 Logitech WingMan Rumbleead $23 
SPEAKERS SPEAKERS 
Labtech Pulse-424 - 2. 1 $39 Logitech SoundMan Xtrusio DSR-100 -4.1 $122 
KEYBOARD KEYBOARD 
Addtronics $15 Addtronics Keyboard $15 
USBMOUSE MOUSE 
Logitech or Microsoft $39 Logitech or Microsoft USB mouse $39 
TOTAL $952 TOTAL $1,558 

■ DREAM SYSTEM ROUGHLY S3,000 AND ABOVE 

CASE SOUND CARD 
P4-ready 300-watt ATX form factor $100 Creative Labs SB Live I Audigy Platinum 5.1 $200 
PROCESSOR MODEM 
Intel P4 2GHz $530 3CDM #2976 56K v.90 hardware modem $49 
MOTHERBOARD MONITOR 
Intel 850-based chieset $150 22-inch Viewsonic P220f $648 
MEMORY VIDEO CARD 
Two sticks of 256MB PC800 RDRAM $138 NVIDIA GeForce3 li 500 $350 
CD-ROM/DVD-ROM DRIVE JOYSTICK 
Pioneer 16x DVD-ROM $48 Saitek X36 Flight Control System (USB) $96 
DVD DECODER GAMEPAD 
RealMagic Holl~ood Plus PCI card $50 Logitech WingMan Rumbleead $23 
BURNER SPEAKERS 
Plextor 24x10x40 CD-RW $179 Kliesch ProMedia 5. 1 $399 
FLOPPY DRIVE KEYBOARD 
Samsung 3.5-inch 1.44MB $8 Microsoft Natural Keyboard Pro $40 
HARD DRIVE(S) USBMOUSE 
Two 100GB ATA-100 Maxtor Diamond Max $448 Original lntelliMouse 
IDE RAID CONTROLLER with lntelliEye technology $55 
Promise FastTrak100 (ATA-100) $75 TOTAL $3,586 
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■ COMPANY VISIONTEK, WWW.VISIONTEK.COM, 800-360-7 163 ■ PRICE $349 (M .S.R.P.) 

I IENTRVI Xtasy 8984 • 
1 1 MID 1 51 
[yfoREAMI GEFORCE3 ULTRA BY ANY OTHER NAME WOULD SMELL AS SWEET 

Another six months brings another new 30 
graphics chip from NVIDIA. In keeping with 
the company's long history of releasing one 

new core a year, with a higher-clocked version 
(usually called "Ultra") shipping midway through 
the cycle, this new chip, GeForce3 Ti 500, 
doesn't deviate much 
from the existing 
core. Instead, it 
offers a substan
tial boost to the 
clock speeds of 
the existing 
technology. 
VisionTek is the 
first company to 
release a Ti 500-
based product, 
and needless to 
say, we're in 
Xtasy. Ho-ho-ho! 

GeForce3 weighs in at 
2001233MHz (core speed and memory speed, 
respectively) and GeForce3 Ti 500 ups the stakes 
by delivering a beefier 240/250M Hz. 

Unfortunately, the faster 275MHz DOR memory 
that ATI fit on its new RADEON 8500 wasn't avail
able in time for this card. We say "unfortunately" 
not just because faster is always better, but 

__ ,....,.,. because as fast as Xtasy 
is, it's not that much 
faster than the 
GeForce3s we've 
already got. 

Using the Xtasy's 
bundled v. 2185 
Detonator XP drivers, 
the card is about 15 
percent faster than a 
regular GeForce3 
using v. 2181 
Detonator XP drivers. 
(Neither card func
tions with the other's 
drivers, or we'd 
have tested them 

with the same one.) 
And that's best-case scenario at resolutions of 
1280x1024 and above. At 1024x768 and below, 
the difference is usually less than 10 percent. 

■ COMPANY ATI, WWW.All.COM, 877-757-1001 ■ PRICE $299 (M.S.R.P.) 

[J·:::· 1 RADE0N 8500 
MD RE AM I ATl'S NEXT-GEN CARD IS FASTER AND SLOWER THAN WE EXPECTED 

iltlii 

Technologically, RAD EON 8500 is similar to the 
GeForce3 in that it's a full-fledged GPU, with 
high-end vertex and pixel shaders capable of 

making the games of tomorrow look nearly as 
good as film-quality CG . In fact, on paper, the 8500 
is even more powerful than GeForce3 Ti 500 since 
it's clocked faster (2751275MHz 
DOR - core 
speed and 
memory speed, 
respectively), 
implements all 
of DirectX 8. l's 
features in hard
ware, and ren
ders six textures 
per clock cycle 
instead of four. 
Because there 
aren't any DirectX 
8.1 games avail
able yet, however, it's impossible to 
test many of the card's newer features. 

With the shipping drivers, RADEON 8500 
proved faster than a standard GeForce3 in most 
of our tests, but a bit slower, on average, than 
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the Ti 500. With the optimized drivers we were 
also sent (downloadable soon), DirectX perform
ance was improved to faster-than- Ti 500 levels in 
many of the tests in 30Mark2001 - includ ing the 
overall score. OpenGL performance remained the 

same regardless of 
which driver we used, 
and was only a few 
frames per second 
behind the Ti 500 in 
Quake Ill at all resolu
tions. It was as much 
as 15 percent slower 
in MDK2. 

Both drivers were 
a bit rough around the 
edges. We tested over 
a dozen games, 
including biggies like 
Unreal Tournament, 
Diab/a II, Max Payne, 

and Half-Life, and they 
ran without a hitch - except for one. In Quake 
Ill, even if the Texture Resolution slider was set 
to maximum, the game would render only the 
mid-level textures. As a result, Quake Ill perform-

Tests performed on a 
2GHz Pentium 4 run
ning Windows XP. 

■ 3DMARK2001 
(Tests run at 1024x768 
in 32-bit color with 
triple frame buffer, 
32-bit Z-buffer, com
pressed tel<tures, hard
ware T&L enabled, and 
V-sync disabled) 
30Marks: 7,547 
Game 1: Car Chase 
High Detail: 39.5fps 
Game 2: Dragothic 
High Detail: 63.9 fps 
Game 3: Lobby 
High Detail: 55.Gfps 
Game 4: Nature: 

43.6fps 
fill Rate: 1,565 mtps 
Vertex Shader: 54.1 fps 
Pixel Shader: 95.0 fps 

■ QUAKE Ill 
(Tests run in full , 32-bit 
colorwithtrilinear 
filtering,max.-res 
textures, compressed 
textures, and V-sync 
disabled) 
640x480 
206.1 fps 
800x600 
202.3 fps 
1024x768 
181.S fps 
1280x1024 
136.3 fps 

1600x1200 
99.0fps 

■ MDK2 
(Tests run in32-bit 
color with trilinear 
filtering,max.-res 
textures, T&L enabled, 
andV-synch disabled) 
640x480 
164.3fps 
800x600 
158.9fps 
1024x768 
157.4 fps 
1280x1024 
142.2fps 
1600x1200 
105.2fps 

Clearly, if you 've got a system that's lower 
than Mid - or Dream-class, or if you already have 
a GeForce3, you'll want to sit out this round of 
the battle. If you're building a new system, 
however, or you simply have an ag ing 30 accel
erator, there's absolutely no better card on the 
market for today's games than VisionTek's Xtasy 
6964. It ships with NVIDIA's latest reference 
drivers as well as PowerDVD 3.0, and has VGA, 
S-Video, and □VI connectors for all your output 
needs - just like the new RADEON 8500 
reviewed below! 

Tests perlormed on a 
2GHz Pentium 4 run
ning Windows XP. First 
number represents 
shipping driver; second 
number represents 
optimized driver. 

■ 3DMARK2001 
(Tests run at 1024x768 
in 32-bit color with 
triple frame buffer, 
32-bit Z-buffer, com
pressed textures, hard
ware T&L enabled, and 
V-sync disabled) 
30Marks: 7,188, 
7,768 
Game 1: Car Chase 
High Detail: 37.3fps, 
38.Slps 
Game 2: Dragothie 
High Detail: 73.Sfps, 
79.l fps 

Game 3: Lobby 
High Detail: 49.1 fps, 
51.61ps 
Game 4: Nature 
22.4 fps, 27 .1 fps 
Fill Rate: 1,81 5 mtps, 
1,815mtps 
Vertex Shader: 81.5 fps, 
88.7 fps 
Pixel Shader: 78.2 fps, 
101 .3fps 

■ QUAKE Ill 
(Tests run infull,32-bit 
colorwithtrilinear 
ftltering, max.-res 
textures, compressed 
textures,andV-sync 
disabled) 
640x480 
194.Bfps, 195.3fps 
800x600 
192.2fps, 191.6fps 
1024x768 

178.0fps, 178.3fps 
1280x1024 
137.1 fps, 137.1 fps 
1600x1200 
95.6 fps,95.6fps 

■ MDK2 
(Tests run in 32-bit 
colorwithtrilinear 
filtering,max.-res 
textures, T&L enabled, 
and V-synch disabled) 
640x480 
140.9 fps, 140.9 fps 
800x600 
142.3fps, 142.6fps 
1024x768 
136.Bfps, 137.Sfps 
1280x1024 
110.7fps, 110.8 fps 
1600x1200 
80.6 fps, 80.6 fps 

ance is likely to drop from our listed scores as 
soon as the problem gets sorted and all high-res 
textures are rendered. Also, in 30Mark2001, tex
tures would sometimes drop away, leaving only 
flickering wire-frame meshes. These problems 
were few and far between, but clearly, the driv
ers need more work, 

Still , the card is fast and stable overall, and 
given that it's $50 less than the Ti 500, it would 
have received an Editors' Choice award had the 
drivers worked with greater efficiency. 

http://www.pcgamer.com 
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■ COMPANY BELKIN, WWW.BELKIN.COM, 800-223-5546 ■ PRICE $45.99 

1; ·:::vl Nostromo n30 Game Mouse 
1.-roREAMI MICE. RUMBLING. BALLS. 

0 ptical mice have the great advantage of using 
lasers instead of ba lls. Now, I don't want to 
get too Freudian on you here, but it's better to 

have lasers than balls because (1) balls get gunk 
on them and have to be cleaned delicately, and 
(2) lasers are - all things considered - cooler 
than balls. [While that's true, it's too bad optical 
mice use red light, not lasers, dork. - Ed.} 

It would take a lot to make us go back from 
lasers [oy vey- Ed.] to balls, but if we did, we 
probably wouldn't be heading to the Belkin 
Nostromo n30 Game Mouse. We're not exactly 
sure what a "game mouse" is other than a rodent 
you hunt for sport, but the Nostromo n30 is noth
ing more than a clunky, black, three-button 
mouse with a scroll wheel. 

This puck-sized mouse certainly feels smooth 
when you first lay your hands on it, and ergonomi
cally, it's okay. The two large left and right buttons 
are loud and "clicky," and some people like the 
tactile feedback. The mouse wheel is smooth, but 
sadly, it can't be depressed as a third button the 
way every other wheel mouse on the planet can. 

Instead, the third button is actually located 
on the unit's left side, on what the company 

laughably calls 
the "battle 
wing," which is 
a little bit like 
calling a Yorkshire 
terrier "Lothar the 
WorldEater." The battle wing is nothing more 
than a piece of vertical plastic with the third 
mouse button located above, not underneath, 
your thumb. Belkin put the button out of your way 
so you wouldn't accidentally press it in the heat 
of battle. Of course, we tend to prefer our mouse 
buttons right where we would expect them to be. 

To its credit, the Game Mouse does 
boast the best rumble feedback yet in a 

corded mouse. Our Logitech iFeel mice 
seem rather wimpy compared to this 

bad boy, with most of the effects 
feeling fuller and more " rumbly" 
than the competition's. It's easy 
enough to tone down the feedback 
if you desire, but we dug the 
default setting . 

We would have appreciated 
this mouse a lot more if it wasn 't 
so compact and heavy, and if it 

had a mouse-wheel button where it 
should be - on the wheel. It's not a 

terrible mouse at all; it simply didn't 
compel us to stop using the Microsoft and 

Logitech mice we already have. Any chance you 
might add these terrific rumble effects to a more 
traditionally designed mouse, Belkin? 
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EVOLVE 
Lunar White Martian Red 

Conspiracy Blue Saucer Sitver 

Space Black Plaama Purple 

Cyborg Green Nava Vallow 

GREV™ 

Intel• Celeron• Processor at 900MHz 
High-Performance Heatsink/Cooling System 
Intel• 815e Chipset Motherboard 
256MB SDRAM (PC-133) 
Floppy Drive 1.44MB 
20GB 7200RPM Hard Drive Ultra ATA l OO 
NVIDIA GeForce2 MX'" 32MB Twin-Head 
Koolmaxx'" Video Cooling System 
SoundBlaster LIVE! 5.1 Sound Card 
Creative Labs SBS35 Speakers 
l 6X/40X DVD-ROM Drive 
White Dragon Full-Tower ATX Case 340 Watt PS 
Microsoft Internet Keyboard 
Microsoft lntellimouse 
Microsoft Windows XP Home Edition 
1-Year Toll-Free 24n Technical Support 
with Aliencare On-Site Home Service 
Personalized Owner's Manual 
Optimized & Configured for High-Performance 
FREE Alienware• Custom Mouse Pad 

$999.00 
Financing as low as $27/MO., 48 MOS. 

AURORA DOR™ 
AMO Athlon '" XP 1800+ Processor 
High-Performance Heatsink/Cooling System 
AMD 761 '" Chipset Motherboard 
256MB DDR SDRAM (PC-2100) 
Black Floppy Drive 1.44MB 
60GB 7200RPM Hard Drive Ultra ATAlOO 
NVIDIA GeForce3 '" Ti 500 64MB DOR 
Koolmaxx '" Video Cooling System 
SoundBlaster Audigy'" Gamer Sound Card 
Klipsch ProMedia 5.1 THX 500 Watt 
Speaker & Subwoofer System 
l 6X/40X DVD-ROM Drive 
Plexwriter 24X/1 OX/40X CD-RW IDE 
Black Dragon Full-Tower ATX Case 340 Watt PS 
Black 107-Enhanced Keyboard 
Microsoft lntellimouse Explorer 
U.S. Robotics V.90 56K Voice/Data/Fax Modem 
3COM Etherlink 10/ 100 Network Card 
Microsoft Windows XP Home Edition 
1-Year Toll-Free 24n Technical Support 
with Aliencare On-Site Home Service 
Personalized Owner's Manual 
Optimized & Configured for High-Performance 
FREE Alienware• Custom Mouse Pad 

$2,499.00 
Financing as low as $68/MO., 48 MOS. 

24/7 Toll-Free On-Site Technical Support 
Be a proud owner of an Alienware® machine with its legendary performance. You can 
rest assured that it will be backed up with 24/7 to ll -free, on-site technica l support . You 
can customize it online or have an experienced member of our staff guide you in cus
tomizing a machine for your specific needs. Alienware®, the fastest system you'l l ever 
use. Our slogan holds true; build it as if it were your own. 

ALIENWARE.COM® 
"13462 Southwest "13"1 Street Miami, Florida 33"1B6 
TOLL FREE: BDD-494- 33B2 

Prices, configurations, and availability may change without notice. Actual case may vary in design. 

AREA-5'1 'M 

Intel"' Pentium• 4 Processor at 2.0GHz 
High-Performance Heatsink/Cooling System 
Intel"' 850 Chipset Motherboard 
256MB RDRAM (PC-800) 
Black Floppy Drive 1.44MB 
60GB 7200RPM Hard Drive Ultra ATAlOO 
NVIDIA GeForce3 '" Ti 500 64MB DDR 
Koolmaxx '" Video Cooling System 
SoundBlaster Audigy'" Gamer Sound Card 
Klipsch ProMedia 5.1 THX 500 Watt 
Speaker & Subwoofer System 
l 6X/40X DVD-ROM Drive 
Plexwriter 24X/10X/40X CD-RW IDE 
Black Dragon Full -Tower ATX Case 340 Watt PS 
Black 107-Enhanced Keyboard 
Microsoft lntell imouse Explorer 
U.S. Robotics V.90 56K Voice/Data/Fax Modem 
Intel"' PR0/ 100 S Network Card 
Microsoft Windows XP Home Edition 
1-Year Toll-Free 24n Technical Support 
with Aliencare On-Site Home Service 
Personalized Owner's Manual 
Optimized & Configured for High-Performance 
FREE Al ienware• Custom Mouse Pad 

$21B99.00 
Financing as low as $79/ MO., 48 MOS. 

MONITORS 
17" NEC 75F 
17" NEC FE750+ 
19" NEC 95F 
19" NEC FE950+ 
22" NEC FEl 250+ 

.25dp $219.00 

.25dp $289.00 

.24dp $3 19.00 

.25dp $399.00 

.25dp $779.00 
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■ FALCON NORTHWEST, WWW.FALCON-NW.COM, 888-325-2661 ■ PRICE $2,995 

MACH VII 
FALCON SETS A NEW HIGH-WATER MARK WITH ITS BEST-EVER PC 

Before Alienware, before Voodoo, Hypersonic 
and all the rest, there was Falcon. And it 
was good. But since the beginning, a lot has 

changed. These days, Falcon Northwest faces 
stiff competition from companies whose staff is 
every bit as passionate and knowledgeable, and 
whose aim is to build the best gaming rigs 

-
■ 3DMARK2001 
{Tests run at 1024x768 
in 32-bit color with 
triple frame buffer, 
32-bit 2-buffer, com
pressed textures, hard
ware T&l enabled, and 
V-sync disabled) 
3DMarks: 7,843 
Game 1: Car Chase 
High Deta il: 48.2 fps 
Game 2: Dragothic 
High Detail: 64.2 fps 
Game 3: Lobby 
High Detail: 59.0 fps 
Game 4: Nature: 
39.6 fps 
Fill Rate: 1,626 mega-

texels per second 
Vertex Shader. 50.0 fps 
Pixel Shader: 96.6 fps 

■ QUAKE Ill 
(Tests run in full, 32-bit 
color with trilinear 
filtering, max.-res 
textures, compressed 
textures, and V-sync 
disabled) 
640x480 
191 .3 fps 
800x600 
189.2 fps 
1024x768 
175.7 fps 
1280x1024 
138.5 fps 

bsq&ia 

Q I've got an NVIDIA 
card running on 

Windows XP. Ever since I 
made the jump from 
Windows Me, I've 
noticed that when I set 
up the refresh rate of my 
monitor in Windows, the 
changa doesn't seem to 

1600x1200 
102.Sfps 

■ MDK2 
(Tests run in 32-bit 
color with trilinear 
filtering, maK.•res 
textures, T&L1enabled, 
and V-synch disabled) 
640x480 
183.9 fps· 
800x600 
183.5 fps 
1024x768 
182.1 fps I 

1280x1 024 
154.Jfps 
1600x1200 
111.5 fps 

have any effect in games like it used to. Instead 
of running at B5Hz at 1024x768 like my desktop, 
my games run at 60Hz. or sometimes On 03D, I 
think) 75Hz. I'm starting to get headaches from 
all the flicker. II' there anything I can do? 

- AlexSpoot 
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$3,000-plus can buy. With its latest MACH V, 
Falcon is clearly rising to the unspoken chal
lenge issued by its peers. 

Hand-picked by AMO to show off its next line 
of processors, th is MACH V gives us our first 
glimpse at the new Athlon XP CPU. The model 
number itself (1 800+) re presents how fast in MHz 
the new chip runs re lative to existing Athlon 
processors (so sayeth AMO ). Clocked at 1.53GHz, 
the 1800+ is a real scorcher in the benchmark 
department. The extra boost in performance 
comes not just from the 153MHz boost over the 
"olde r" 1.4GHz Athlon, but from new core opti
mizations AMO calls QuantiSpeed Arc hitecture, 
as well as the inclusion of SSE instructions -
Intel's original Pentium Ill optimizers. As new as 
this technology is, it ran as fast and as stable as 
any computer we've ever tested. 

Picking up the "rear," Falcon has thrown in 
everything but the proverbia l kitchen sink. Inside 
the great-looking and bay-filled CoolerMaster 
ATC-11 0 case are nifty items like NVID IA's new 
GeForce3 Ti 500, as well as Creative Labs' best
ever sound card, Audigy. Say hello to Win XP, too. 

Falcon overc locks the Titanium 500 a bit 
(+7MHz core and +33MHz memory), and the 
result is that - when combined with the power
ful Ath lon XP - the MACH Vis faster than our 
own hand-built, identically equipped 2GHz P4 in 
virtually every benchmark. Worth pointing out is 
the fact that our system isn't overclocked at all. 
Still, given how much more expensive the P4 cur
rently is than Athlon XP, AMO has a real hit on its 
hands with this new platform. 

The Falcon team have always been excellent 
system builders, but this new computer is the 
cleanest, best-cabled model we've ever seen 
from them. The craftsmanship on display is every 
bit as good as the work done by Voodoo 
Computers in this area - and that's saying a lot. 

We'd still like to see a warranty that's longer 
than one year, but then again, in all the years that 

A. I ran into this same issue myself. 
Representatives from NVIDIA tell me that 

it's a bug in Windows XP and that they've been 
able to reproduce the problem on card makes 
and models aside from their own. Preliminary 
feedback from Microsoft leads me to believe 
they agree. Here's a fix that'll get you sorted 
while you wait for a patch: Point your browser 
to http://www.entechtaiwan.com and grab the 
latest shareware version of PowerStrip. It's a 
program that allows you to tweak your video 
card in a number of different ways. It also lets 
you set and lock your refresh rates for your 
desktop as well as your applications (be they 
20, 30, or otherwise), at all resolutions. 

■ Sl stem 
Proceaor 1.53GHz AMO 

Athlon XP 
Motherboard ASUSA7V266 
Memory 512MB Micron 

DOR 
■ Storage 
Primary Hard Drive 40.9GB IBM 

60GXP 
Sacondary Hard Drive 40.9GB IBM 

60GXP 
RAID Cornroller Promise 

Fastlrak 
ATA-100 

DVD-ROM Drive Sonl 16x 
CD-RWDrive Plextor 24x10x40x 
■ Exeansion 
5.25-i■c• Hf! 4 (2 free) 
3.5-incb Hf! 8 (5 free) 
AGPSlot Yes (full) 
PCI Slots 5 (2 free) 
RAM Slots 2 jfulll 
■ Video 
Prima!J Diselal Adal!!!r Gef orce3 li 500 
Monitor None 
■ Audio 
Sound Card Sound Blaster Audig~ Gamer 
Sl!!aken None 
■ Other 
Mouse Microsoft lntelliE~e 
Kel!!!!!rd MS Natural Pro 
Mouse Pad Rateadz Mousing Surface 
N-orkC■rd Dlink 10/100 10Base-T 
Recove!JCD Yes 
W1rraoty One-year parts and labor 

Falcon has been selling computers, we can 
count the number of compla int ema ils we've 
re ceived about the company on one hand. If 
you've ever dreamed of playing games on a com
puter that meets the maximum system require
ments, MACH V is where it's at. 

Q I'm putting together a new computer with 
an IDE RAID controller. Are there any hard 

drives that aren't compatible with something 
like a Promise FastTrak 100? 

-Jim Poon 

A. We've heard that some newer ATA-133 
drives don't work even on ATA-133 con

tro llers, but other than that, getting any two of 
the same ATA-66 or ATA-100 drives to work on 
that spec ific controller shouldn't be a problem. 

If yo11 hc1vP a h,irrJwt1re question or comment, wr11f• to 
Greg Vederman, Hard Stuff, PC Gamer, 150 North Holl Drove, 

:;,,,,; Brisbane, CA 94005, or Prr1a1I gvt'derman apcg,uruH r 0111 

http:/ /wvvw.p cgamer.co m 
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Stop dreaming and start fighting, with the ST: Armada mod that answers the eternal question. 

I magine: a starfield ablaze with dog
fighting . One of the combatant forces 
is the United Federation of Planets, 

fighting with Galaxy- and Intrepid-class 
starships. Their opponent? The Galactic 
Empire of Darth Vader, which strikes back 
with a complement of TIE Fighters, TIE 
Bombers, and Imperial Star Destroyers. 

This battle (and others - say, a Klingon 
Bird of Prey against a Rebel Y-Wing) can 
now be fought on your very own PC, 
thanks to Star Trek vs. Star Wars, Apoc 
Entertainment's dynamite new mod for 
Activision's Star Trek: Armada. 

The idea may have been a no-brainer, 
but the mod itself is an impressive achieve
ment. Its sheer comprehensiveness will 
leave you temporarily stunned. Practically 
every combatant ship from the Star Trek 
and Star Wars universes, including a 

plethora of ships I'd never heard of, have 
been modeled into this mod. 

For Star Trek, the mod offers dozens of 
ships just between the Federation and 
Klingons. ln addition, there's a Romulan 
Warbird, Jem'Hadar vessels, Cardassian 
destroyers, and, of course, Borg cubes and 
spheres. The free-floating structures 
include sensor stations, heavy-weapons 
platforms, and even Deep Space Nine. 

For Star Wars, you get an awesome 
range of ships from both the Rebel 
Alliance and the Galactic Empire. The 
Rebels can deploy X-Wings, B-Wings, 
Corellian cruisers, Calamari frigates, and 
more. The Empire has the full range of TIE 
craft and dreadnoughts, as well as various 
levels of Star Destroyers, including the 
dreaded SSD Executioner. (The only over
sight is the lack of a Death Star.) 

The resulting battles are sublime pieces 
of modmaking. If you want an infernal 
alliance, set up the Empire and the Borg to 
join forces against your Federation
Rebellion fleet. Or perhaps Vader will ink a 
deal with the Romulans, pitting them both 
against your brave squadrons of Klingons . 
It's up to you. 

What's truly inspiring is to fight the 
dizzying conflicts themselves. There's noth
ing quite like watching a squadron of TIE 
Bombers make an attack run against the 
starship Enterprise. Conversely, it's a heap 
of fun to re-create Luke Skywalker's Star 
Wars-finale X-Wing raid against a menac
ing Borg cube. 

Star Trek: Armada sold decently, and 
hooked a large number of players who 
still enjoy its space-based tactical combat. 
Kudos to Apoc Entertainment for giving 
these gamers a superb new way to extend 
the fun - and for giving newbies a bril
liant reason to pick up the game for the 
first time. 

Download Star Trek vs. Star Wars at 
Apoc's website, www.apocent.com, or nab 
it from this month's PCG CD. It's first-rate 
work, and kicks Armada to a new level. PC,o 

MY FIVE GAMES OF THE MONTH ... 1. BASEBALL MOGUL 2002, 2. DIVIDED GROUND, 3. DAY OF DEFEAT, 4. MAH PAYNE, 5. NHL 2002 

HOLIDAY 2001 PC GAMER 

SKETCHY QUAKE 
This has to be seen to be appreciated. A nifty 
little application now allows you to play 
Quake in a surreal world of sketch illustra
tions, blueprints, and brushstrokes. What the 
hell am I talking about? Well, check out these 
screens and you'll see what I mean . 

NPR Quake (Non-Photorealistic 
Rendering) is just Win32 GLQuake re-imagined 
with a bold new set of graphics. The applica
tion takes the 3D-rendered world of Quake 
and transforms it into a landscape that looks 
hand-drawn. You're basically charging 
around playing Quake as if you were inside 
a cartoon or a blueprint. 

Alex Mohr, Erik Bakke, and their team 
have conjured up an ingenious and mind
altering re-invention of Quake. Take a few 
minutes to download their renderer (from 
www.cs.wisc.edu/graphics/Gal/ery/ 
NPRQuakel,, and enjoy a hallucinatory new 
vision of first-person gaming. Talk about a 
new way to see shooters! 

http ://www.pcgamer.com 
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KILLING BOX • , ~" ~J 

The Killing Boz Unplugged CHUCK OSBORN 
lct//1ngbo11 •• pcrp1mtrcom 

A board game trades your PC for dice in the arena of first-person combat. 

S 
o there I was, surrounded. To my 
left, a stack of hardback D&D rule
books, glaring menacingly. To my 

right, a rack overflowing with unpainted 
pewter miniature dwarves. And behind 
me, three stubbly-faced guys flipping cards 
at one another. If you've guessed that your 
intrepid Killing Box columnist was trapped 
inside an old-school pen-and-paper gam
ing store, you' re right. Oh, the humanity. 

Now this may be a case of the geek call
ing the kettle nerd, but I've never gotten 
pen-and-paper gaming. Sure, I've given it a 
try once or ten times, but the mix of cum
bersome rules, dice-slinging, and stat
tracking makes it seem only slightly more 
interesting to me than doing my own 
taxes ... by hand ... with an abacus. 

Anyway, there I stood, sucked in to "Ye 
Olde Luddite Gamer" - or whatever the 

"No way," I thought to 
myself, "It's Quake.· The 
Gathering." Too bad the 
physical world isn't lit
tered with Al opponents. 

store's named - by a close friend who takes 
his roleplaying PC-free. (And before you 
set quill to parchment to jot off hate mail, 
these are strictly my own obnoxious opin
ions: some of my PC Gamer cohorts were 
born with eight-sided dice in their fists.) 

That's when I saw it - Frag from 
Steve Jackson Games, a "first-person 

shooter without the computer" (or so it 
says on the box). 

"No way," I thought to myself. "It's 
Quake: The Gathering." 

That assessment isn't far off the mark. 
Frag is inspired by PC shooters like Quake 
and Unreal Tournament, but it's played 
with dice, cards, and a gameboard (the 
arena "map," if you will). Its tag line is "If it 
moves, shoot it." 

Seeing as this is PC Gamer and not, say, 
Bored Gamer - oops, I meant Board 
Gamer - this column should not be con
strued as an official review of Frag. But in 
my ongoing quest to shed light on the FPS 
genre in all its forms, Frag is definitely the 
oddest shape I've yet seen it in. 

For $34.95, what you get is a bit sparse. 
The Frag box includes a rules sheet, one 
double-sided gameboard (or two maps), 
three decks of cards (for a total of 112), a 
sheet of cardboard characters, and little 
cardboard blood splotches that you have to 
cut out yourself. Six-sided dice, which the 
instructions claim you'll need a "huge quan
tity of," aren 't included. SJG couldn't even 
pop for character-record sheets: you have 
to make copies of the one on the back of the 
instruction booklet or download more from 
the Frag website (www.sjgames.com/frag). 

Right off the blunt weapon, I had a big 
problem with Frag - nobody wanted to 
play it with me. It seems that PC gamers 
like to play their PC games on a PC, and 
board gamers don't play PC games dressed 
up like board games. Since up to six people 

MY FIVE GAMES DI THE MONTH ... 1. GHOST RECON, 2. RED FACTION, 3. MAH PAYNE, 4. UNREAL TOURNAMENT, 5. QUAKE Ill: TEAM ARENA 

can play, and the instructions recommend 
between four to six players, no players 
meant no game. 

Finally, I scrounged together a some
what willing group. This is a rough simpli
fication of how the game works: you grab 
a character and make a dice roll to see 
where you "spawn." Each player takes 
cards from three decks: Weapons, 
Gadgets, and Specials. (Weapons consist of 
Lightning Blasters, Shotguns, and such; 
Gadgets are Power Leaps, Armor, and the 
like; and Specials give you fun powers like 
Bonus Damage or Teleportation.) 

And from there, the game plays like a 
PC shooter smothered in molasses. 
Starting with no armor or weapons except 
a trusty pistol, you roll dice to assess speed 
and movement across the board, calculate 
your attack ability versus another player's 
armor stats, use card power-ups and 
declare a weapon before making an attack, 
pick up abandoned weapons and armor, 
and even "telefrag" other players by 
respawning into an occupied square . 

But, it must be asked, why play Frag if 
you have a PC and an Internet connection? 
I haven't a clue. It's like substituting soy 
patty for sirloin steak. For the PC-less, 
however, Frag has already launched an 
add-on pack, Death Match, and the upcom
ing western-set sequel Frag Deadlands. 
And I bet development time is a lot shorter 
than four years. POO 
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With The Elder Scrolls Construction Set, you can make your own Dungeon o' Damnation. 

I t's a little shameful, but it's true: I 
haven't created my own roleplaying 
realm (read: crazy hack-and-slash 

"monty haul" dungeon delve) since my first 
year of college some ... harrumph ... years 
ago. What stifled the creative juices then is 
my most prominent excuse today: I simply 
don't have the time to build a setting as 
compelling as I think I'm capable of build
ing. (Not that I expect anyone to believe that.) ·\1•~ Each Morrowindmod 

' i •~ becomes a plug-in that 
· A~ ~~ l you can choose to load 

.._ ., · )._ or not load every time 
you start a game. 

Back then, armed with mapping paper, 
a hand-me-down typewriter, and a crate of 
sodas, the road to creative greatness was 
long, filled with pencil shavings, eraser 
dust, and illegible notes. Yep, running a 
D&D game required reading as much fan
tasy literature as possible (without vomit
ing), a stout personality to deal with peer 
grief, and patience. 

Well, PC RPGs have advanced signifi
cantly over the last couple of years, 
embracing 3D space and using complex 
scripting patterns in a bold attempt to 
re-create the fluidity of having a live GM 
ready to respond to your every action. 
I figured that getting my hands on The 
Elder Scrolls Construction Set would open 
boundless new creative opportunities to 
return to the adventure-building roots of 
RPG design. But times have changed, the 
tools have changed, and the skills required 
to build games have evolved to levels 
above the casual. 

TES Construction Set is the core game 
creation tool used by Bethesda to build its 
upcoming Morrowind. And while I've 
touted its ease-of-use - having witnessed 
it being wielded by experts like 
Morrowind's lead designer, Todd Howard 
- getting to grips with the vagaries of 3D 
space when staring at a blank rendering 
window is a frightening prospect for a 
newbie like me. 

What drew me to the Morrowind edi
tor was the concept that all the tools used 
to build the game (which ships next year) 
would be in my hands. Conceivably, I 
could build a dungeon at the game's start
ing point, fill it with all the best armor and 
weapons while conveniently forgetting to 
place monsters, traps, or other obstacles, 

and then load up the main game with the 
"Rob's a cheatin' git" plug-in (as it would 
be called) and stock up on the goodies. 
But it's not quite that easy. To create dun
geons - or more ambitiously, towns -
you need to be able to get your head 
around 3D design. 

Placing a cavern from among 50-plus 
choices in the "Static" objects menu in the 
rendering window is literally as simple as 
dragging-and-dropping. So it's easy to 
throw rooms, corridors, doors, monsters, 
loot, and objects into your sandbox. But it's 
a whole other time-consuming matter to 
then manipulate them to "snap" together, 
look natural, and be populated with the 
right level of villains. 

I discovered early in the creation of 
Rob's Dungeon o' Damnation that you 
need to go into this kind of project with a 
solid plan. Ask yourself upfront what kind 
of location you want to create. Is it a one
encounter dungeon? How about a new 
trading store or an entire town? Or a vast 
underground sewer? All these options are 
possible, since the shipping version of 
Morrowind includes the art and resources 
to build pretty much any fantasy-styled 
location imaginable. 

Amazingly, once your basic structure is 
in place, you can even customize NPCs -
change their appearance, attitude, and 
even write your own scripts and responses 
that allow quests to be set or completed, 
and vital information to be disseminated. 

o..... I'-""""'°'"'• l •-1,-.. 1-1,.....,,,..,, 
u,;,t I ,_ I •=- I "''"' I ..... , ... I , .. I .,,_ I NPC 

.,,,,...,} ........ }Am-a jB,q,Pot}B""" '°"""''"""""' °"" 11-
ID Coi.ri N-

:(I] c:hsgen cuatomc door 1 Wooden DOOi 
:(llc:he,gendoor~ 1 WoodeinOoor 
'.(Jlc:hqendooreoi 'w'oodlln0001 

:CJ] dwrgon door hal Ooor 
;O'.)OwGstEdDoor WooclenOoor Oi.,,Ged)oo,E,L 

:111°'"""'-- """ 
,(l]OwG11rLftP_11.- 1 Door 
'.0:,dooi_Col'l'ffl\.doonOO 56 OldGale 
.(Jlm_eavem_docn10 229 AWomc--. __ 
'.t1)m_C4YfflLcb:n20 12 s1onac-no __ 
'[lldoor_OMv_cb.tieOO 4 H.....,o-. __ 
.(J]docl_dMv_cbtieO'I 4 H-.yDwcrnm .. . 
'. [Sldocl_MY_rn!ll(D 138 SM hn::t honD .. . 
'(Odo«_<M!Y_-o! 85 Steril-tkonO __ 
.(l]dool_MV_loacldowl'al Worno-o ... 
'[Odocr_ckv_ioao..,oo wr:mo-d. .. 
.111 ... _ .... _....., 
'.'°•-MH_dool_01 
:111..._ ......... _02 
:i:o,~_doa,_01 
:c:OE1_C-_Dooi_01_Kolil 

:111"'--"""""'-""'-0\ 
.O]._ca:rmon_dool_~ 
:111..._..._..,_lood...,• 
:[1'.JE1_.0e~Oooi 
:111,._o,:,.._.
·111,._o,_,.._.., 
.111 .......... _,_ 
:o:ie-..oe_SN_Gate 
:o:J,~_IDMll'_01_a 
:dJnlll'Olowel'01b 

largehonOwt... 
6 o-.. o-,,... 

""""""" 2 C.-•""" 
2B Wood.nOooi 
2 WoodonOooi 
96 o-.. o-

n T1apOou 
2 c.n..nElllCi _ 

WooclenOOO" 

d\E•_00l!l'IIO 
d\E•_DAE_d 
11\EJLDe_Stv 
d\E-..DE_1hi 
d\EJL,0£_.,ti 
d\E'Lf)E_lhi 
x'I.E-..De_SN_ 

In my time with the editor I could see the 
possibilities, and I also understood my own 
limitations. While I wanted to create a dun
geon that was spookily lit, looked like it 
had been built with a purpose, and housed 
a few script-driven NPCs among the sword 
fodder, I realized I'm not going to see the 
culmination of that plan any time soon. 

But the options are there, and they' re 
close. And with a vibrant community, 
Morrowind's flexible design, interface, and 
user-created plug-ins will be the start of 
mod creation that could mimic the vitality 
that Counter-Strike, Day of Defeat, and oth
ers have brought to Half-Life's existence. 

Rob's Dungeon o' Damnation will likely 
never be satisfactorily finished. But I hope 
that once Morrowind ships, some of the 
committed RPGers out there who have 
perhaps abandoned their own pen-and
paper projects can resurrect their ideas 
with this powerful tool, and get them 
online for other gamers to try. 

3D modeling, texturing, and animating 
are still beyond most of us, but dragging
and-dropping shapes, lights, items, 
weapons, and monsters into a 3D RPG 
world shouldn't be that difficult, right? I'll 
be tracking the Morrowind mod commu
nity closely after the game ships, so be 
sure to let me know when your plug-ins 
are ready for prime time. Remember, most 
of the original Counter-Strike boys are 
working in game design professionally 
right now... POO 
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Matrix Games scores a coup by resurrecting some classics from wargaming's Golden Age. 

-

ention the name "Simulations 
Canada" to a roomful of war
gamers, and you can instantly 

see the demographic fault-line. Those who 
came to the genre after the mid-'90s will 
show a blank stare, while the faces of those 
who began playing in the '70s or '80s will 
show a jolt of nostalgic recognition. 

Sims Canada began publishing 
boardgames back in 1977 - maps, die-cut 

unit counters, and made-in-the-kitchen 
manuals, all crammed into a zip-lock bag 
- and soon became a major trademark. 
Before the company faded from sight, it 
had amassed an impressive catalog of 
respected games, covering a huge range of 
h istorical periods. Besides the basic reper
toire of major 19th- and 20th-century wars, 
Sims Can ada also p roduced some wonder
fully exotic titles, such as Campaigns of the 
Mongolians (1982); Schnellboote (1984), a 
game of tactical PT boat combat; The 
Scourge of God (1982), which depicted the 
rampages of Attila the Hun; and "I Will 
Fight No More Forever" (1979), the only 
game ever to simulate the fascinating Nez 
Perce campaign of 1877. 

But Sims Canada never quite got a 
foothold in the emerging computer-games 

WE KNEW IT ALL ALONG! 
Columnist Dave Kopel, writ
ing in the Oct. 1 issue of the 
National Review, said: 
• ... we have repeatedly been 

told that Americans ... know nothing of war. 
[The TV pundits tell us that] the public will not 
understand the considerations involved, the 
risks, or the nature of the current conflict." 

Not true, Kopel argued. He then advanced 
the theory that because of the widespread 
popularity of sophisticated wargames, many 
thousands of American civilians "know more 
about the nuts and bolts of warfare than most 
journalists who cover the subject, and most 
pol iticians who vote on mil itary matters." 

Kopel's essay also includes an excellent, 
succinct history of wargaming. It is, hands 
down, the best article of its kind I've ever read. 
The entire text is displayed at www.national 
review.com/kopel/kopel100101.shttnl. 

market. It published many distinguished 
titles during the mid-to-late '80s that did 
require the use of either an Atari ST or 
an IBM clone, but these were spartan, 
hybrid designs: neither fish nor fowl, 
they offered no graphics as such. The 
computer simply did all the number
crunching, die-rolling, and tedious 
boardgame-era paperwork, with 
actual gameplay still centered around 
maps and cardboard counters. Such 
designs were simply not competitive, 
and the company fell off the radar, 
publishing its last game in 1994. 

Now it's coming back, and it's 
a big, bright blip, thanks to a deal 
between founder Stephen 
Newberg and David Heath, 
director of operations for Matrix 
Games. When Heath took a 
fresh look at Sims Canada's cat
alog (now totaling 65 titles!), he 
found a lot of buried treasure. 

"These game designs are 
first-rate," Heath says. "Some 
of them are amazing . Matrix 
gets letters all the time from 
newbies who say, 'Y'know, I 
really like wargaming, but so many 
of these games are just too complicated. ' 
Well, I think our Sims Canada games will 
be a perfect next step for these gamers -
they're moderately complex but very acces
sible. And they're a hell of a lot of fun ." 

Newberg and Heath had been hatching 
this deal for more than a year before the 
official announcement, and the partnership 
has been mutually rewarding. Says 
Newberg: "Matrix has shown that it really 
cares about its customer base, that it's will
ing to go the extra mile for its customers, 
just as Sims Canada always tried to do. 
David has put the project together with a lot 
of enthusiasm and a firm directorial hand. 
I'm very pleased to have him at the helm." 

Matrix doesn't intend to overload these 
updated classics with flash and chrome. 
"We' ll add good graphics, a modern inter
face, and a play-by-email option," explains 
Heath . "The gameplay is so great, these 
products don't really need more than that 
to be fully competitive." 

The first batch of titles will resurrect a 
series of lavishly detailed naval games that 
were widely regarded as Sims Canada's 
masterpieces. Kriegsmarine and Fleet Med 
will be blended into one super-game called 
Europa Fleet Actions, while Long Lance 
and In Harm's Way will be mated to form 

hlputert'!.-.. -
nibat · ~of Tact· 
ulations ll) the Pac 'ft icaJ Nava] 
Canada l IC, 1942 

Pacifica Fleet 
Actions. Mid-'80s land warfare 
(NATO vs. Warsaw Pact) will be covered 
in a similar manner in Main Battle Tank: 
Germany. Two of the "A List" titles will 
revamp Sims Canada's epic treatment of 
Stalingrad and Kursk. Main Battle Tank: 
Middle East will also blend several older 
stand-alone games to form a pan oramic 
treatment of all the Arab-Israeli conflicts. 

A bit farther down the road is a game 
that makes the ol' Colonel's mouth water: 
Red Sky at Morning, a simply colossal 
simulation (operational/strategic) of a 
global Third World War. 

If the initial batch of releases generates 
the kind of enthusiasm (and sales) Matrix 
anticipates, Heath has another two dozen 
Sims Canada games waiting in the wings. 

And when can we expect to see the first 
titles in this hugely ambitious undertaking? 
Matrix is savvy enough not to promise 
anything prematurely, but Heath will say 
that work on the first releases is "well 
advanced" - barring unforeseen prob
lems, we might see a game or two (or 
three) before Christmas. 

Old wine in new bottles? Yes indeed! 
And what a vintage it is. PQ.G 
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Sensationalistic reporters showed no shame in implicating flight sims in the terrorist attacks. 

I n the aftermath of the horrific terror
ist attack against America on Sept. 
11, it's clear that we all just need to 

take a deep breath and let the healing 
process run its course. Unfortunately, there 
are some who feel compelled to jump on 
bandwagons and beat illogical drums at 
times like these in pursuit of fac ile 
answers. It's an unfortunate tendency in 
the American media to begin searching for 
easy scapegoats to "explain" incomprehen
sible evil to their audiences. 

Less than two days after the disaster, 
MSNBC.com posted an article by Dr. Bob 
Arnot titled "Flight simulators could be a 
problem." In this terse and sensationalistic 
piece, Arnot (who is NBC News' chief 
medical correspondent, as well as a private 
pilot) pointed a direct finger at PC flight 
simulations and even went so far as to 
suggest their complicity in the deaths of 
thousands of innocent civilians. 

,... • MSNBC.com's story 
"Flight simulators could 

.. , •. . / ._, ·"" be a problem" suggested 
. _;. ·< {;/· -~ thatterroristsmayhave 
:~-:~ \~ practiced using FS2000. 

Avoiding the use of any specific brand 
names, he proceeded to describe Wilco 
Publishing's 767 Pilot in Command add-on 
for MS Flight Simulator 2000 in some detail, 
alluding to its ultra-realistic Boeing 767 

· cockpit layout and equally authentic FMC 
(Flig ht Management Computer) represen
tation. Plenty accurate enough fo r any ter
rorist to train on, according to the article. 

Extending his argument to the FS2000 
program itself, Arnot went on to describe 
the "accurate 3D map of Manhattan" and 
how the terrorists could have used the sim 
to target the World Trade Center "again 
and again." He saved his most disturbing 
accusation for the end of the piece, by pos
ing the following question: Did the terror
ists pick the World Trade Center because it 
was on a flight simulator? 

The implications of this last question 
are profoundly disturbing and, frankly, 
insulting. Not to mention wildly specula
t ive. (Arnot concedes that his article is 
entirely speculation, though it's an admis
sion buried deep in the piece.) 

Microsoft has been an exemplary cor
porate citizen in this crisis, demonstrating 
extraordinary sensitivity to the plight of the 
victims of these attacks and their fa milies. 

In addition to an immediate donation of 
$10 million to the September 11th Fund, 
the software giant indefinitely postponed 
the release of its highly anticipated Flight 
Simulator 2002, and also made good on a 
promise to remove any images of the WTC 
buildings from future game builds (as well 
as earlier versions via a freely download
able patch). Microsoft didn't have to do 
any of these things, but it did so out of 
simple human compassion for those 
directly affected by the tragedy. (There's 
certainly no small irony in the fact that 
Microsoft just happens to be a major cor
porate partner of the site that ran the 
Arnot piece: they're the MS in MSNBC.) 

As a direct result of the unsupported 
speculation found in articles like Arnot's, 
some retailers in the U.S. and Britain made 
a hasty decision to remove all copies of MS 
Flight Simulator from their shelves. Knee
jerk reporting fuels knee-jerk hysteria, and 
the cycle is complete . 

I'm a gaming journalist. More to the 
point, I'm a writer who covers PC sims. As 
such, I feel singularly unqualified to edito
rialize about the events of Sept. 11, the mon
sters that perpetrated those acts, or the 
tools they used to accomplish their obscene 
goals. You don't subscribe to PCG or buy a 
copy at the newsstand to get the skinny on 
world events. If anything, you read it to get 

away from the real world for a little while 
and indulge in some harmless escapist fan
tasy through the avenue of PC gaming. 

Railing against PC aviation sims and 
then going so far as to implicate them as 
accessories in the deaths of almost 7,000 
people is absurdly sensationalistic, and 
flight-sim enthusiasts would be correct in 
disregarding such tripe with a groan and a 
shake of the head. However, I would be 
shirking my responsibilities to everyone in 
the sim community if I didn't respond. The 
tragic events of Sept. 11 would have hap
pened whether or not Flight Sim 2000, Fly! 
ll, and add-ons like 767: PIC were freely 
available. It's well-known that the terrorists 
shelled out sizeable amounts of money for 
professional flight training, some of them 
seeking this training years before commit
ting their heinous acts, and they even 
sought to purchase a retired Boeing 727. 
To suggest that there is any relationship to 
the Flight Sim series is a pathetic effort to 
get on TV and rally up some scare-mon
gering, with no point, no focus, and no 
worthwhile conclusion . 

So give it a rest, Dr. Arnot. Though the 
world could certainly benefit from the wis
dom of your medical expertise right now, 
your unsubstantiated theories on flight 
sims and terrorism are completely off-base. 
Even in a new, more vigilant America. pt,o 

MY FIVE GAMES OF THE MONTH ... 1.11·2 STURMOVIK (DEMO), 2. FALCON 4.0 (WITH EFALCON 1.10 ANO RPG 5.0 PATCHES), 3. BATTLECRUISER MILLENNIUM, 4. MS FLIGHT SIM 2000, 5. NASCAR 4 
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SOLUTIONS • TECHNIQUES • QUICK TIPS 

Real War 

If you've read our review of Real War, 
you know that the game didn't impress us 
all that much. However, since it does rep
resent a fictional conflict between the U.S. 
and the terrorist group ILA, Real War 
presents a perfect vehicle for people who 
want to bomb the hell out of virtual ter
rorists. The strategies and tips you'll read 
here are intended only for use while play
ing as the Americans. The ILA, along 
with anyone who might be tempted to 
play as them, can piss off! 

RECON AND INTELLIGENCE 
As in most other real-time strategy 
games, the battlefields in Real War are 
covered with a fog of war. You' ll want to 
know what the enemy's up to as soon as 
possible, so quickly build a recon unit and 
send it out to uncover the map. Promptly 
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locate any and all chokepoints that you 
can use to your advantage and uncover a 
large area around them so you can see 
any incoming enemy units. Once all of 
these areas are revealed, send your recon 
unit out in an effort to find the flight path 
of the ILA's supply helicopters. We' ll dis
cuss this again later. 

On the flipside, some missions begin 
with the ILA sending out their own recon 
units; once they find you, the ILA will 
attack. One good strategy in this situation 
is to quickly recon a large area around 
your base and find the ILA's recon as it's 
moving toward you. Let the ILA recon 
truck spot you, and then move your vehi
cle away from your base. Often this strat
egy will result in the initial ILA force going 
after that single unit, which will buy you 
more time to fortify your base defenses. 

strategy 

And finally, the ILA almost always 
launches an attack with aerial units early 
in each mission; pay attention to their 
flight path. The helicopters and jets 
always follow a straight path from their 
base, and knowing where the ILA scum 
are hiding will make launching a counter
attack that much easier. 

EASY BASE CONSTRUCTION 
The vast majority of the American missions 
begin with you controlling a very small 
base at a pre-determined insertion point. 
The ILA will almost always attack you a 
few minutes after the mission starts, so you 
don't have long to prepare. You normally 
have enough money to build two supply 
depots and one electrical generator right 
off the bat, so build those immediately. 
Also, be sure to watch the bar in the upper
righthand corner of the screen: when it's 
blue your base has enough power, while 
red means you need more generators. If it 
turns red, immediately build more gener
ators: if you don't have enough power, 
you'll be penalized with slower build times. 

Your money will slowly regenerate on 
its own, but the big influxes of cash come 
with the supply helicopters that arrive 
every minute or so. Once the first supply 
helicopters arrive, build another supply 
depot (you can build only three land-based 
depots), followed by a Land Command 
Center, barracks, and another electrical 
generator. You won't be able to build all 
these at once, but get them up as fast as 
your funds allow. Once the barracks are 
complete, create a soldier and look for any 
supply stashes that might be near your 
base; these supplies look like a little stack of 
crates. Move your soldier near those sup
plies and leave him there; this will speed up 
the automatic regeneration of your money. 

Next, build a vehicle yard, followed by 
two light anti-air vehicles, which you 
should position near key buildings. Next, 

'l 

The Combat Engineering Center lets you repair 
buildings and vehicles. 
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build at least two light armor vehicles to 
fend off any land-based attacks. 

By this time a few air and land units 
have probably attacked you. Make a cou
ple more anti-air vehicles and a few more 
light armor vehicles. Now build a Combat 
Engineering Center, which lets you build 
defense bunkers. These defensive struc
tures are very important: build two or 
three of them at strategic locations around 
your base and fill them with soldiers. Once 
properly employed, these structures will 
fire rockets at any approaching enemy 
vehicles and are particularly effective at 
holding the line. Remember, bunkers fire 
only at land units, not aerial units. 

By this point, your base is well under
way and you should be fairly secure. 
Continue to create more anti-air and light 
armor vehicles along with a few artillery 
units before focusing on your offensive 
capabilities. 

IT'S TIME FOR AN UPGRADE 
Once your base is up and running, it's 
time to focus on upgrading key buildings. 
After you've constructed a barracks and 
vehicle yard, you ' ll be able to build a Land 
Strategy Center. [The option to build the 
LSC is in your Land Command Center.) 
Once the LSC is done, you'll be able to 
upgrade the barracks, the vehicle yard, 
and the supply depots. Immediately 
upgrade all your supply depots; once 
they're upgraded, you' ll get resources at 
an accelerated rate. Once the depot 
upgrades are completed, upgrade your 
barracks and vehicle yard. 

In addition, if you're on a map that has 
water, construct a Sea Command Center, 
even if you don't need one to complete 
your objectives. The SCC opens up another 
opportunity to collect supplies and also lets 
you build destroyers and cruisers, which 
can fire long-range cruise missiles. 

PAVBACK'S A BITCH 
Once your base is suitably secure and 
you've performed the first round of 
upgrades, prepare your attack. Build an 
Air Command Center and create five or 
six attack helicopters. Bind the helicop
ters together (by selecting them all and 
pressing Ctr! + number) and send them 
off in search of the ILA's supply line. Once 
you find the point on the map where the 
ILA's supply helicopters come in, order 
your helicopters to patrol that area. 
They'll automatically attack and destroy 
any enemy units entering the patrolled 
airspace, including supply helicopters, 
which will seriously hinder the ILA's abil
ity to wage war. 

Once your helicopters are in place, 
build an airfield and add all the available 
add-ons and upgrades. Then build a car
pet bomber and as many fighter bombers 
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as you can. Recon the ILA base and find 
out the location of their air defenses, sup
ply depots, and electrical generators. 
Send in your air units and have the car
pet bomber target the ILA supply depots; 
use your fighter bombers to attack any 
air defenses . After the depots are down, 
target any nearby generators before 
heading back to base to re-arm. Continue 
attacking in this manner until all the 
enemy generators are down and then 
attack the ILA's airfield if they have one. 
If not, take out their vehicle yard . 

While you're conducting these raids, 
you should also be building a sizeable 

land-based force that's supported with 
mobile anti-air units . Once this force is 
ready, send it across the map and place it 
on the edge of the ILA's base. Coordinate 
your final attack so that your air and land 
units hit the base simultaneously, target
ing different areas of the base. Use your 
land-based units to target any remaining 
air defenses. 

Depending on the mission, it may take 
a couple of major attacks before you 
finally topple the ILA base in that area, 
but as long as you're using the full might 
of your forces, you' ll emerge victorious. 
Time to raise the stars and stripes. 

when 
Such a 
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10 REASONS TO SUBSCRIBE TO 

If you read the "Top 10 Games of 2002" story in our December 2001 issue, then you know what 
these games are. If you didn't, then shake yourself out of your drooling stupor and subscribe! 
To do so, thumb through this issue for a subscription card, or go to www.pcgamer.com. 

PC GAMER CONTEST WINNERS 
EMPEROR: BATTLE FOR DUNE WINNERS (September 2001 issue) 
Randolph M. Klein, Leif Wennerstrom, Jimmy Stepp, Brad Gee, Maciej Wojotn 
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in FL, RI , Puerto Rico, and where prohibited by law. Your chances of winning depend on the num
ber of entries we receive. Failure to follow the rules will result in instant disqualification. Canadian 
law prohibits those readers from entering. 

DESIGN LAB RULES By submitting your game-design idea to PC Gamer, you acknowledge that 
your design will become public domain - which basically means that anyone can read it, take 
inspiration from it, and use it for their own purposes. You also acknowledge that neither PC Gamer 
nor any of the companies affiliated with this contest has or will have any liability for the use of 
ideas submitted and/or published. We cannot return entries, so if you're mailing your submission, 
please don't send original artwork. Your entries may be edited for clarity and/or length. 
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Things You Should Know A.bout-

Return to Castle 
Wolfenstein 

When John Carmack's fledgling Id Software (they used a capital 

" I" back then) unleashed Wolfenstein 3D in 1992, they unw ittingly 

created a huge new genre: the first-person shooter. Everyone 

who's seen RTCW's multiplayer demo agrees that the graphics are flat-out 

sensational. So we pumped Maxx Kaufman, who art-directed the project for 

Gray Matter Studios, for info about his work ... 

■ The Quake Ill engine is very powerful, but it was origina lly designed primarily as a multiplayer engine. 
Return to Castle Wo/fenstein, however, is mainly a single-player experience, so we made quite a number of 
enhancements to meet the needs of our game. 

■ It's a matter of historical fact that Hitler was obsessed with the occult. 

■ We did a great deal of research in Europe: our guys went over with digital cameras and took 
hundreds of shots, which we used as the basis for our textures. These photos were also used for 

planning out the village and castle environments. 

■ The game's visual language was created using a combination of concepts, photos, books, and 
World War II movies. 

■ We added weapons code to allow for distinct first-person weapons. This move allowed 
us to make a weapon look different in the first-person view than in the third-person view. 

■ We created environmental entities to allow for much more complex props and special 
effects. For example, we can have knights that fall over when you pass too close to them. 
Also, we added a scripting language into the levels, which gives us complex control over 
the characters and environments. 

■ I've read previews that took us to task for having "too many zombies." But this belief is 
not at all representative of the overall balance between zombies and Nazis that will appear 

throughout the final game. 

■ We've been able to add a dimension of depth that you won't find in other WWII games by 
bringing to life some of the more bizarre things that were going on during that period. 

■ There's another frightening and mysterious layer to the game, wherein you're not quite sure 
what you might find around the next corner. 

■ SS agents really did search for the Holy Grai l, and collected relics of the old Teutonic Knights. 

■ We've taken things a step further, imagining that some of the more bizarre Nazi experi-
ments were successful, and that they created super-soldiers and apocalyptic weapons. 

■ We try to keep things believable in an X-Files sort of way. 

■ You're always surrounded by authentic WWII characters, weapons, and environments. 
But as you pursue Himmler, you begin to encounter the monstrous manifestations and 
side-effects of his twisted experiments. 

HOLIDAY 2001 

■ Nevertheless, most of the enemies are Nazi soldiers, leaders, commandos, and so on. 

■ I used to think, "I can't wait until games look like movies!" And now we're right on 
that threshold. Return to Castle Wolfenstein is the best-looking game I've ever worked on. 

The Ultimate Strategy and Tips Guide ... Oh yes, it's time for our annual 
extravaganza where we dig deep into the biggest games and give you the 
skinny on how to solve them all. We've got cheats, we've got walkthroughs, 
we've got tips and easter eggs. We've got everything you need to get 
more out of some of the best new games, including Ghost Recon (left), 

Civilization Ill, Empire Earth, Aliens vs. Predator 2, and many more. 
Plus: We'll do it again - the exclusive first review of one of the most 
hotly anticipated games in PC gaming history. Can you guess what it is? 
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Soon, the PCG staff must prepare to go unto the breach. On 
Oct. 20, 2001, the 2nd Battalion, 69th Imagine Media Infantry, 
PCG Division, Creamy Company, will take to the paintball fields 
of Northern California in service of their great country. Leading 
this expedition will be Ei C Robert Smith, with Executive 
Sergeant Daniel Morris by his side. Team sniper will be Joe 
"The Sniping Mitch." He's capable of popping a paintbell on a 
moving target at 50 yards. Backing Joe up will be Jim Preston, 
aka "Yojimbo," a man who worked tor Daily Radar and lived to 
tell the tale. Greg "TheVede" Vederman will take point "We 
need someone who will be an irresistible target to distract the 
enemy so we can flank them," says Sgt Morris. "Obviously, that 
man's chances of survival will be very slim to none, but it's a 
sacrifice we're willing to make." Vederman will be missed. 



Dell I Home 

lnspiron™ 8100 Notebook 
The Ultimate Multimedia Notebook 
• Mobile Intel• Pentium• Ill Processor at 1.13GHz-M featuring 

Intel SpeedStep" Technology 
• 15" Super XGA+ TFT Display 
• 256MB SDRAM at 133MHz 
• 20GB' Ultra ATA Hard Drive 
• Fixed Internal BX Max DVD-ROM Drive 
• 16MB DOR NVIDIA" GeForce2 Go" 4X AGP 30 Video 
• Sound Blaster" Compatible Sound with Wavetable 
• 8-Cell Li-Ion Battery with ExpressCharge• Technology 
• Internal 56K' Fax Modem 
• MS- Windows• XP Home Edition. MS" Works Suite 2001 
• 1-Yr Limited Warranty.' 1-Yr Mail-In Service. 

1-Yr 24x7 Phone Support 
• 6 Months of DellNet" by MSN• Internet Access" 

$2149 Ask us about no payments for 
90 days for qualified customers. 
E-VALUE Code: 00775-801122• 

Recommended upgrades: 
• 30GB' Ultra ATA Hard Drive. add $99 
• 32MB DOR NVIDIA• GeForce2 Go" Graphics. add $99 
• 3-Yr Limited Warranty.' 3-Yr Mail-In Service. 

3-Yr 24x7 Phone Support. add $119 

Welcome to the ultimate road show. I'll lay it all on the 

line right now: I'm the most complete multimedia package 

ever offered in a notebook. I am the Dell lnspiron 8100, 

and I'm a wonder of portable technology. From graphics 

capability to storage capacity, I'm top of the line. And since I'm customizable 

to suit your needs, I'll always be perfect for exactly what you want me to 

do. So go online or ca ll today, and find out how easy it is to take desktop 

performance anywhere. 

Mobile multimedia power. Easy as NI.L" 
Order the easy way. Visit www.dell4me.com or call toll free 1-877-310-3355. 

Dell PCs use genuine Microsoft® Windows® 
www.microsoft.com/piracy/howtotell 

"Telephone access (call your phone co. for details) and other surcharges for access may apply. Must register within 30 days of invoice and accept DellNet/MSN Terms of Service. 



Dell I Home Desktops 

Dimension·· 2100 Desktop 
Affordable Desktop Solution 
• Intel Celeron Processor at 1.1 GHz 
• 128MB Shared SDAAM at 100MHz 
• 20GB' Ultra ATA/100 Hard Drive (7200 RPM) 
• 15" (13.8" vis) E551 Monitor 
• Integrated Intel 3D AGP Graphics 
• 16X/10X/40X CD-AW Drive with Aoxio's Easy CO Creator 
• Sound Blaster 64V PCI Sound Card 
• Harman Kardon• HK-195 Speakers 
• 56K' PCI Data Fax Modem for Windows• 

$799 oraslowas $24/mofor 45mos." 
No payments for 90 days 
for qualified customers. 
E-VALUE Code: 00776-501107a 

Recommended upgrade: 
• 17" 115.9" vis, .27dp) E771 Monitor, add $60 

Dell I Standard Features 

Each DELL system shown here has a number of 
standard features, including: 

• MS• Windows XP Home Edition 
• MS Works Suite 2001 with MS Money 2001 Standard 
• Dell Jukebox powered by MusicMatch 
• 6 Months OellNet" by MSN Internet Access" 
• 1-Yr Limited Warranty' 
• Dimension Desktops shown here include 1-Yr 

At-Home Service' 
• lnspiron Notebooks shown here inclu:fe 1-Yr Mail-In Service 

Dimension 4300 Desktop 
Advanced Performance, Smart Value 
• Intel Pentium 4 Processor at 1.7GHz 
• 128MB SOAAM at 133MHz 
• 40GB' Ultra ATN100 Hard Drive (7200 RPM) 
• 17" 1159" vis, .27dp) E771 Monitor 
• NEW 64M8 NVIDIA GeForce2 MX Graphics Card with TV-Out 
• 16X DVD-ROM Drive 
• SB Live! 1024V Digital Sound Card 
• Harman Kardon HK-395 Speakers 
• 56K' PCI Telephony Modem for Windows 

$1199 oraslowas $36/mofor45mos." 
No payments for 90 days 
for qualified customers. 
E-VALUE Code: 00776-501111a 

Recommended upgrade: 
• 256MB SOAAM, add SBO 

Dell I Solutions 

Software and Accessories 
• Lexmark" All-in-One Print, Fax and Scan, $199 
• HP" DeskJe 940C Printer, $99 after $50 Mail-In-Rebate• 

(Reg. $149) 
• HP ScanJet 4400Cse, $99 aher $50 Mail-In-Rebate• 

!Reg. $149) 

Dimension 8200 Desktop 
Cutting-Edge Technology 
• Intel Pentium 4 Processor at 1.9GHz 
• 256MB PC800 AOAAM 
• 40GB' Ultra ATA/100 Hard Drive (7200 RPM) 
• 17" 115.9" vis, .27dp) E771 Monitor 
• NEW 64MB NVIDIA GeForce2 MX Graphics Card with TV-Out 
• 16X DVD-ROM Drive 
• 16X/10X/40X CO-AW Drive with Aoxio's Easy CO Creator 
• Turtle Beach• Santa Cruz· OSP Sound Card 
• Harman Kardon HK-395 Speakers with subwoofer 
• 56K' PCI Telephony Modem for Windows 

$1699 oraslowas $51 /mofor 45mos." 
No payments for 90 days 
for qualified customers. 
E-VALUE Code: 00776-501116a 

Recommended upgrade: 
• 19" (18.0" vis, .26dp) M991 Monitor, add $80 

Service and Support 
How about some peace of mind to accompany your new 
Dell system? 

Dimension Desktop Service Upgrade: 
• Upgrade Dimension Desktops from 1-Yr Ltd Warranty? 

1-Yr At-Home Service' and 1-Yr 24x7 Phone Support to: 
3-Yr Ltd Warranty? 3-Yr At-Home Service' and 
Lifetime 24x7 Phone Support, add $119143DO and 
2100 series) or add $13918200 series) 

lnspiron Notebook Service Upgrade: 
• Upgrade lnspiron Notebooks from I-Yr Ltd Warranty' 

and 1-Yr Mail-In Service to: 
3-Yr Ltd Warranty,' 3-Yr Next-Business-Day 
On-Site Service' and 24x7 Lifetime Phone Suppo~. add $219 

Everything you'd ever want in a PC starts right here. Whether you're looking for high-performance multimedia to take 

on the road, or a versatile desktop that's perfect for home, Del l can custom-build a solution that is just right for you . And by 

making PCs to order and shipping direct instead of using a midd leman retailer, Dell is able to give you the very latest 

technology at a low price, all backed by an award-winning service and support team that knows your PC like it's their own. So 

go online or cal l today, and discover a better way of finding, buying, and owning the perfect computer. A better way that's easy. 

Easy to buy. Easy to own. Easy as ~L-
Order the easy way. Visit www.dell4me.com or call toll free 1-877-310-3355. 

CUSTOMERS OFFER VARIES BY CHEOllWOHrHINESS Of CUSTOMtR AS OETERMINEO BY lfNDER Under 90 Oays Same As Cash lemU1e, imernst ar.crues du1mg 111st 90 days Ii 
balance not paid v;ithm 90 days. Custornms not eligible for 90 Days Same As Cnsh feature may be oftered standard 48•month finm1cmg v;ith APRs ranging from lG 99% to 26.99%. 
Example $1650 purchase p11ce, at 19 99%. 48 monthly payme11ts at $51 Taxes and shipping charges extra and vaiy From CIT Online Bank to US. residents Mth approved credit 
ror rebate details and coupons call 800-128-9665 System and monitor purchase mat he required tor iahate Intel, Intel Inside. Pentium and Celeron are trademarks or registered 

trademnrks of Intel Corpmation or its subsidiarres in the Untteil States and other countries. lv1S. Mrcrosoft. MSN and WmdoNs are registered trademarks of Microsoh Corporation 
Dell cannot be responsible for mrors m typograph\' or phomgrnphy_ @2001 Dell Computm Cmpnrri11on. AU 11ghts resc:.rcd 

VALUE 

Keep your E-VALUE CODE 

handyl lt'stheeasies1way 

tolndand buildyourperfect 

PC - at the lowest pl' ice -

w'hen you decide to order 



Dell I Home Notebooks 

lnspiron·· 2500 Notebook 
Practical and Affordable Mobility 
• Intel• Celeron• Processor at 900MHz 
• 12.1" SVGA TFT Display 
• 12aMB Shared SDRAM at 100MHz 
• 10GB' Ultra ATA Hard Drive 
• Fixed Internal 24X Max CD-ROM Drive 
• Intel Integrated AGP 30 Video with up to 8MB 

of Shared System Memory 
• Sound Blaste~ Compatible 
• 4-Cell Li-Ion Battery 
• Internal 56K' Fax Modem 

$1 049 
or as low as $29/mo for 45 mos." 
No payments for 90 days 
for qualified customers. 
E-VALUE Code: 00776-801109m 

Recommended upgrade: 
• Add a Targus Deleon Security Device, $41 

Dell PCs use genuine Microsoft® Windows® 
www.microsoft.com/piracy/how1otell 

lnspiron 4100 Notebook 
Uncompromising Perfonnance in a Thin and Light System 
• Mobile Intel Pentium• Ill Processor at 866MHz-M featuring 

Intel SpeedStep Technology 
• 14.1. XGA Display 
• 128MB SDRAM at 133MHz 
• 20GB' Ultra ATA Hard Drive 
• Modular BX Max DVD-ROM Drive 
• 16MB DOR ATI Mobility Radeon• M6 4X AGP 30 Video 
• Sound Blaster Compatible 
• 8-Cell Li-Ion Battery wi th ExpressCharge· Technology 
• Internal 56K' Fax Modem 

$1599 or as low as $48/mo for 45 mos." 
No payments for 90 days 
for qualified customers. 
E-VALUE Code: 00776-801115m 

Recommended upgrades: 
• Add a Portable Canon• BJC-a5 Color Printer, $299 
• 14.1" Super XGA+ Super XGA+ TFT Display, add $99 
• ax CDRW Drive with Roxio 's Easy CD Creator.• add $99 

lnspiron 8100 Notebook 
The Ultimate Multimedia Notebook 
• Mobile Intel Pentium Ill Processor at 1.13GHz-M 

featuring Intel SpeedStep Technology 
• 15" Super XGA+ TFT Display 
• 256MB SDRAM at 133MHz 
• 20GB' Ultra ATA Hard Drive 
• Fixed Internal ax DVD-ROM Drive 
• 16MB DOR NVIDIA· GeForce2 Go" 4X AGP 30 Video 
• Sound Blaster Compatible 
• 8-Cell Li-Ion Battery with ExpressCharge Technology 
• Internal 56K' Fax Modem 

$2149 or as low as $64/mo for 45 mos." 
No payments for 90 days 
for qualified customers. 
E-VALUE Code: 00776-801122a 

Recommended upgrades: 
• 30GB' Ultra ATA Hard Drive, add $99 
• 32MB DOR NVIDIA GeForce2 Go Graphics. add $99 

"Telephone access (call your phone co. for details) and other surcharges for access may apply. Must register within 30 days of invoice and accept DellNet/MSN Tem1s of Service. You agiee to be billed mnmhly fees 
after the initial ser.J1ce period You may cancel seiv1ce at ;my time. Offer w1hd for new tllstomers only in US. households amt mu:-;t be over 18 years old Nith maim credit uml lmuted tm1e otfer 

Pnces. specifications and a·,ailabihty may change without notice. faxes and shipping charnes extra. and vary '/ahd for ll S. Dell Home Systems Co. nc·t-1 purchases only ~or a copy of our q11arantees or um,ted 'Nnrramws., write Den USA , 
LP, Attn. Wairanlies. One Dell Way, Round Rock. Texas 78682 'At-Home or On-Site service provided via thml-µarty cnntrac1 v11th cuswmer. Technician v11!1 be dispaiched as necessary follov11ng phone-basml uoublHshooting To 1etd ;e next 
day busmess service. Dell must nolify 1he seCV1ce providei beforn 5pm !customer's time!. Availability vmies Other condnmns apply ~or hdrd drives. GB means 1 biliion bytes. accessible capauty varies wl!/1 operaung env;ro11rnent Oovmload 
speeds I101,ted to 53Kbps. Upload speeds are less labo11t 30kbps) and vary by modr,m manufacturer and online cond111ons. Analog phone hne amt compatible server required Momhly pavment basmi on 13.911', APR fOR OUAI IFIEO 



Dell I Home 

Dimension"' 8200 Desktop 
Cutting-Edge Technology 
• Intel• Pentium• 4 Processor at 2.0GHz 
• 256MB PCBOO RDRAM 
• 40GB' Ultra ATNlOO Hard Drive (7200 RPM) 
• 17'115.9" vis .. 27dp) E771 Monitor 
• NEW 64MB NVIDIA• GeForce2 MX Graphics Card with TV-Out 
• 16X DVD-ROM Drive 
• 16X/10X/40X CD-RW Drive with Roxio's Easy CD Creator" 
• Turtle Beach• Santa Cruz· DSP Sound Card 
• Harman Kardon• HK-695 Surround Sound Speakers with subwoofer 
• 56K' PCI Telephony Modem for Windows• 
• MS" Windows• XP Home Edition, MS• Works Suite 2001 
• 1-Yr Limited Warranty.' 1-Yr At-Home Service,' 1-Yr 24x7 Phone Suppon 
• 6 Months of Dell Net· by MSN• Internet Access" 

$1899 Ask us about no payments for 
90 days for qualified customers. 
E-VALUE Code: 00740-501118 

Recommended upgrades: 
• Upgrade to 19" (18" vis, 26dp) M991 Monitor, add $60 
• 3-Yr Limited Warranty.' 3-Yr At-Home Service' upgrade, add $139 

Microsoft• 
Windows•xp 

Windows"'XP with Pentium"'4 
processor optimizations 

Feel the need for speed? How about owning 

one of the world's fastest PCs. With an Intel® 

Pentium® 4 Processor and dual channel 

RORAM, I've got more power than you've ever seen. Whether it's 

mind-blowing 30 graphics, live video or real-time audio you seek, my 

2.0GHz processor will more than satisfy your needs. And it all comes 

with my award-winning service and support team. So go online or call 

today I'll show you how easy it is to build a computer that will make 

your heart skip a beat. 

Unparalleled desktop performance. Easy as DeiLL" 

' ·, 

' 

Order the easy way. Visit www.dell4me.com 
or call toll free 1-877-310-3355. 

Dell PCs use genuine Microsoft"' Windows® 
www.microsoft.com/piracy/howtotell 

"Telephone access (call your phone co. for details) an~ other surcharges for access may dpply. Musttegister within 30 days of invoice and accept DellNel/MSN Tenns of Service. 
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