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PREPARE TO BE BLOWN AWAY 
" ... beyond anything you've 
seen before ... it's the new 
face of futuristic combat." 

-PC Gamer 

"You want it, we played it, 
it rocks! It's simply the most 
amazing thing I've seen on 
my monitor." 

-Computer Gaming World 

" ... . let's see how can I put this without sounding too ridiculous 
or over-the-top? Absolutely must-have-the-day-it-comes-out
pre-order-now-cuz-you-don't-wanna-be-the-only-one-without
it title. Top that with it being a definite contender for Game of 
the Year for 2002." 

-X-Treme Gaming Radio 

MVP OR DOA. WHICH Will YOU BE? 

www.unrea1tournament2003.com 
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FEATURE 

Bow to Pat Yourself' 
Into OT.Ara 

Looking to add a little pizzazz to your Grand Theft 
Auto Ill gaming experience? Then read our full 
guide on how you can play as yourself in the 

game. Follow our step-by-step guide on how to 
make a skin of yourself, and you' ll be bashing 
skulls (virtually, of course) in no time. 

SCOOPS 

10 Star Trek: 
Sta.meet <Jftrnrnaml m 

Taldren's hardcore strategy series returns, and 

this time, you can play as the Borg I Featuring 
a streamlined interface and updated graphics, 
SFC Ill could be the game that opens up the 
franchise to the success it deserves. 

J'ames Bond 007: 
N'lghtl'lre 

Finally, the PC gets a Bond shooter - and a slick 
one at that! This sweet-looking Bond adventure 
is packed with gadgets, weapons, exotic loca
tions, and super-hot women. Just how we like it. 

l2 Baads-C>D 
In the name of the Playtesting Gods, we put 

Battlefield 1942, Divine Divinity, Emperor: Rise of 
the Middle Kingdom, and Dragon's Lair 30 
through our grueling trials. 

http://www.pcgamer.com 



ON TBIS MONTH'S PCG CD Great balls of fire, our disc is packed! We've 

got demos of Hitman 2, Duke Nukem: Manhattan Project, Magic: The Gathering Online, 
and Syberia, and the full client version of sensational Half-life mod Day of Defeat. 
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STRATEGY 

120 :Neverwl.Dter :Ntchts 
The world of Neverwinter Nights is massive, 
with great danger lurking in every corner. Our 
walkthrough of the entire critical path will make 

sure you come out the other side intact. 

130 Ace oC'Wcmder D 
Our walkthrough of the main missions will have 
you conquering this strategy game in no time. 

DEPARTMENTS 

4 Letters 
This month the jackals sound off on Stevie Case's 
· assets," the fall of Justin Wills, and warp cores 
and deflector dishes. Uh, right. 

16 Eyewitness 
Get the inside scoop on the lobbying arm of the 
IOSA, the organization that protects the rights 
of gamers. Read how games are being used as 
marketing tools. And find out what's up with Team 
Fortress 2, Duke Forever, and other MIA games. 

114 Sim OollllllD 
With game boxes getting smaller, Andy offers sim 
gamers advice on how to get the most out of their 
much-loved manuals. 

116 JaJHng Boz 
Chuck speaks with the folks at ION Storm about 
Thievery, the Thief-inspired multiplayer mod for 

Unreal Tournament Confused? Then read on. 

116 Ezteluled Play 
The Worms series consistently provides some of 
the best strategy gaming anywhere. Dan relives 
the glory of the Worms Triple Pack collection. 

118 4lternate Lives 
Just how many hours of gameplay should an RPG 
provide? Steve addresses whether or not length 
is important .. . when finishing the latest RP Gs. 

Desktop General 
The General fires up a build of G.I. Combat and 
comes away impressed. Check out his full 

impressions of this forthcoming Strategy First title. 

136 Backspace 
It's another installment of our award-winning 

crossword puzzle. The New York Times has noth

ing on us! 
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Read These Letters! 
m We want to hear from you! Write to us at PC Gamer Letters, Imagine Media, 150 North Hill Drive, 
W Brisbane, CA 94005, or email us at /etters@pcgamer.com. 

ill ma-FAVORITISM? 
QUITE FRANKLY, I THINK YOU GUYS are a great 
magazine. I love reading your reviews, and on more 
than one occasion, they alone have talked me into 
purchasing a game I otherwise wouldn't have. But 
when it comes to MMORPGs, you guys make me 
sick. It's always • EverQuest is god; everyone else is 
out milking cows. " This simply isn't true. I'm inclined 
to believe you guys have never actually played half 
of the RPGs you review! I want you to change your 
damn fQ-only perspective! I have played Asheron's 
Call for over three years now, played different types 
of characters, and still come back for more. EQ, I 
left after three weeks of playing. 

- Drew "Be'zai" Smith 

As anyone who thinks we're a great magazine 
should know, Anarchy Online won our 2001 

Massively Mu/tip/ayer Game of the Year 
award. It won because we spent hours 
and hours with it We've played all the 
massively mu/tip/ayer games, talked to 
all our writers about the games they're 

playing, and continue to do so. 
EverOuest happens to be the biggest of 
the bunch and thus the obvious point 

of reference, but we're no EU-drones. 

ill YEDE INQUIRIES 
AFTER READING YOUR AUGUST 2002 
issue, I was shocked by an amazing simi
larity between the angle of protrusion of 
Yoda's ears and the angle of protrusion 
of Greg Vederman's ears. Is this just an 
improbable coincidence, or a physio

logical side-effect of Greg stuffing too 

PC GAMER 

much chicken into his mouth? The latter, I say. PCG 
owes us, the gaming public, a thorough investiga
tion into this anomaly. 

Seriously, though, you run a great magazine. 
The lower the score, the funnier the read. When 
you label a game a "must-play," I take your word 
as gospel, and have yet to be disappointed. 

- Kirk Meckem 

The ear resemblance is uncanny, Kirk. Greg 
responds, "I'd have gotten away with it, too, if it 
wasn't for you meddling kids.· 

DOES VEDERMAN ACTUALLY work there? I mean, 
is he legally employed? Because he sends out a 
message of being the clueless neighborhood kid 
that you guys took in, fed, and washed, and even 
thought it'd be cute to let him write some rambles 
for his "column." Beware: he sounds quite 
demented, and may be violent 

- llya Y. Rostovtsev 

We've been asking this same question for three 
years now, but Human Resources keeps hedging. 

ill OH, THAT KIND OF GAME 
I LIKE FIRST-PERSON GAMES like Soldier of 
Fortune, and I'm looking for a game that's adventur
ous but with some hardcore XXX parts. I've seen 
some of the graphics for comic-like stuff, and I 
have to say, they've come a long way. Has a game 
of this type been made, or is one in the making? 

- Oral Foreplay 

We're not aware of any such game. But if one 
should appear, we expect Vederman to be all over it 

http://www.pcgamer.com 
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letters 

m ARSENAL OF GAME·OCRACY 
WHAT IS ROB'S PROBLEM with Germans? 

-NickZilla 

You see, Nick, back in 1914, Germany invaded 
Western Europe, drawing Rob's native England into 
a world war that cost it hundreds of thousands of 
lives. Then, in 1939, Germany did the same damn 
thing again, only this time it sent waves of bombers 
across to England and inflicted horrific death and 

m KARMA 
I WAS DISTRAUGHT 
TO SEE your great 
magazine shedding 
light on a plague like 
Justin Wills in past 
issues: this "pro 
gamer's" comments 
were sickening, and 
his conceitedness 

shone as an attempt to compensate for a life 
spent as a nobody. But looking at my watch, I 
notice his 15 minutes of fame are up. And what 
better way to end it than a photo that shows 
who he truly is: a spoiled little boy who can 
dish it out, but can't take it when it comes back 
to him. He won't be missed. 

-Clay Estep 

HEY, I WANT TO KNOW more about that Justin 
Wills punk! You put a picture of him in your 
August 2002 issue and showed an arrest 
reportl What happened there? When you did 
that writeup about him a few months back, I 
felt like smackin' him senseless! Hopefully he's 
learned his lesson. 

- Joseph Sayler 

I HEARD SNICKERS WAS PULLING all the 
Justin Wills ads because of his new arrest. Is 
this true? 

-Mike Pesch 

We profiled Justin Wills because, for better or 
worse, he represents the new breed of elite 
young professional gamers. But as you point 
out, Wills has suffered a recent reversal of 
fortune: after his shocking arrest for shoplift
ing, Snickers pulled its sponsorship. Wills then 
suffered a devastating 20-19 loss in a Quake Ill 
championship, and has since lost his No. 1 
ranking and moved back in with his parents. 

-• OCTOBER 2002 PC GAMER I 

destruction on the English mainland. This, in a nut
shell, is Rob's problem with the Germans. 

MY WORLD HISTORY CLASS is just getting to World 
War II. It's a real boring class (sorry, Mrs. Cooper from 
Deep Creek High in Virginia), so as I was sitting there, 
I - like all other PC gamers, of course - started 
thinking about games like Medal of Honor, WWII: 
Desert Rats, Deadly Dozen, and other wargames 
where the U.S. helped win or won. Not to jinx us, but 
what if we'd lost? What would the games be like then? 

- Glen Jackson 

Glen, not even in our wildest imaginations can we 
conceive of America losing WWII. Dur doughboys 
got it done in fine style against Hitler and his Hun
hordes, and far be it from us to ponder any kind of 
alternate-present ruled by the goose-steppers. And 
it's a good thing, too, 'cause we 're not sure we could 
handle having to play games like Iron Cross: Axis 
Assault or Great Battles I: Standing Firm at Normandy, 
or watching movies like Saving Grenadier Schultz. 

m "YER IN" FOR A LAUGH 
HAVING JUST READ THE PLAYLIST Bests in your 
100th-anniversary issue [August 2002], I see that the 
silent tragedy stalking the gaming community has 
afflicted even two PCG staff members. I refer, of 
course, to the epidemic of incontinence. Gamers reg
ularly testify on message boards that the mere men
tion of a highly anticipated title causes them to soil 
themselves. Actual purchases lead to embarrassing 
disasters. It's time the industry stepped up to its 
responsibility with funding for research to prevent 
Game-Related Incontinence (GRI). Just think how 
much cheaper games would be if our local stores 
and software boutiques weren't required to maintain 
large stocks of cleaning supplies. It's time for the 
gaming industry to do what's right. They could at 
least include a free diaper in every box. 

- Gabriel Syme 

m ... LIKE THE WRATH OF A GEEK SCORNED 
IN YOUR JULY 2002 LffiERS section, a biatch 
(Andrew Briggs) insulted Chuck about his "error" in 
reviewing Star Trek: Bridge Commander. Chuck was 
actually right: although the Sovereign was made 
several years before the Enterprise, it included many 
improvements that the Enterprise-E did not, including 
an enhanced warp core and deflector dish. I hope 
this made you feel better, Chuck, so screw Andrew 
and let Chuck review any games he wants. 

- Brandon Dickens 

Chuck replies: "Brandon, thanks for your support. 
Now go outside and get some sun." 

m LOVE LETTER TO CHIAKI 
CHIAKI, WHAT IS IT LIKE to have all of these 50-
year-old fat doOds writing in to you asking for pic
tures? Nay, come with me! I can almost drive, and I 
will take you on a world tour of coolness, while at 
the same time owning fools in Counter-Strike. 

- The doOdmar 

Chiaki responds: "That is so tempting. Let me think 
about that. " 

m ALL THIS AND 
BRAINS, TOO 
I ENJOYED EVERY PART of 
your August 2002 issue 
until I got to the last page, 
which had an explicit pic
ture of a lady in an exposed 

1 T-shirt. The shirt is tight 
around her chest and she 
has nothing underneath it. 
I demand you put this let

ter in your magazine to tell all the guys out there that 
there's more to a woman than just her looks. 

- Julie Baker 

Along with her looks, our 200th-issue cover subject, 
Stevie Case, is a MENSA member and the current 
COO of Monkeystone Games. There, you happy? 

m FALCON STILL FLYING? 
IN SEPTEMBER 2001'S SIM COLUMN, Andy Mahood 
said that Falcon Vwould be released sometime in 
2002. I know we're only halfway through the year, 
but I've heard nothing new about it. Is Falcon V still 
a reality, or have the developers given up? 

- Dave Shertzer 

The rights to the Falcon series were acquired by 
G2 Interactive, and it's currently developing Falcon V. 
The game doesn't have a firm release date yet, but 
we now expect it to hit stores in 2003. We're eager 
to play it, too, Davel 
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Starfleet Command Ill 
IN A NUTSHELL 

I 
ur E3 tour of this upcoming Star Trek 
game (August 2002 issue) suggested 
that Starfleet Command III would 

deliver exactly what series diehards have 
been waiting for: more heated starship 
battles, a less-intimidating interface, another 
hardcore Trek story, and the same incredi
bly deep control that previous SFCs offered. 

A more recent look at the game 
reinforced our impressions. SFC Ill's 
changes start on the surface, with the 
visuals. According to Associate Producer 
Dan Hagerty, the graphics now support 
resolutions up to 1600x1200, and look 
sweet: ships will feature engine glow and 
location-based damage textures, planets 
will swirl in vibrant texture detail, and the 
explosions are more amazing than ever. 

In a shift for the series, the developers 
are distancing themselves from the Startleet 
Battles boardgame and the Classic Trek 
universe in favor of the Next Generation 
license. Because of this change, SFC III's 
single-player campaign (around 45 missions 
- 12 to 15 each as the Federation, Klingons, 
and Romulans) takes place just before the 
forthcoming Star Trek: Nemesis movie. In 
the setup, the Klingon/Federation alliance 
has built a space station to monitor the 
Neutral Zone - a scenario that you'll try 
to undermine as the Romulans and protect 
as the Klingons and Feds. A new NPC race 
that's attacking the station will figure promi
nently in the solo campaign, says Hagerty, 
and you'll encounter the Cardassians, the 
Ferengi, and some non-Orion pirates as well. 

The jump to the Next Gen universe 
means you'll command plenty of new ships, 
such as Federation Intrepid- and Defiant
class vessels - which, like other ships in the 

The Next Generation of strategy battles in the Trek universe 

game, will now have in-system warp. 
Warping will consume lots of power, so you 
won't be able to use shields or phasers in 
mid-warp, but you will be able to fire torpe
does, letting you stage lightning-fast hit-and
run attacks. Also, all ships are now fully 
customizable, so you can add weapons and 
transporters if you want to buff yourself out. 

The most welcome change, though, 
could be SFC ill's streamlined interface, 
designed to ease newbies into the game 
while still providing the depth that series vets 
demand. Power management is simpler, the 
number of sub-menus has shrunk a bit, and 
variables like number of shields have been 

reduced so you have fewer details to track. 
As for the game's officer-building com

ponent (revived from the original SFC), 
Hagerty tells us that this time you'll have 
tactical, navigational, security, science, engi
neering, and medical officers, all of which 
will level up - thereby becoming more pro
ficient - as you beat missions. Officers may 
gain new skills upon reaching Legendary 
status, such as launching torpedo spreads, 
and officers can die if your ship is damaged. 

In addition to offering multiplayer skir
mishes (via GarneSpy), SFC m will also fea
ture the latest iteration of the Dyna verse, 
where up to 128 players vie for control of a 
huge galactic map in groups of six as 
Klingons, Romulans, Feds, or Borg. This 
time, players will be able to form fleets and 
engage AI-controlled fleets in battle. SFC m 
will also boast a single-player Conquest 
mode that emulates Dynaverse play, pre
senting numerous non-story missions as 
you fight for control of the quadrant. 

SFC m definitely seems as deep and 
challenging as earlier SFCs, only without 
the off-putting interface. If the story and 
the combat live up to those games, strategy 
fans should get an intense, intricate, and 
accessible new Trek title. - Corey Cohen 
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scoops 

James Bond 007: Ni htfire 
IN A NUTSHELL 

J 
ames Bond hasn't had the best luck 
on the PC. Everyone's favorite super
agent adorned the cover of our 

September 2000 issue, which proudly pro
claimed that James Bond: The World Is 
Not Enough was coming to the PC and 
was going to kick all kinds of ass. Well, we 
all know how that one turned out - the 
game was released to great acclaim on 
consoles but our version was canned. 

All will be made right with the world, 
though, when James Bond 007: NightFire 
is released for the PC later this year. 
Under development at the currently hot 
Gearbox, NightFire will feature a story 
completely independent of the films. It 
seems that a certain Rafael Drake, a 
wealthy "green" industrialist, has been 
hired to dismantle nuclear warheads and 
get rid of the nuclear waste. Instead, he 
creates a private arsenal and plans to take 
over the U.S. Space Weapons Platform 
and hold the world hostage. 

The game will sport more than 20 loca
tions (counting both single- and multiplay), 
and though the story is original, Michael 
Condrey, producer of the PC version, 
promises that many of the environments 
will be familiar to fans of the movies. 

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

Another diabolical fool wants to conquer the world, and only one man can stop him ... 

"You'll move stealthily through a snow
covered Austrian castle, infiltrate a Tokyo 
highrise, blast through a fortified jungle 
base, maneuver through a low-gravity 
space station, and more, all in attempts to 
save the world from the most diabolical 
Bond villain yet!" he describes. 

Bringing all of those locales to life is an 
impressive-looking graphics engine, using 
a heavily modified version of Valve's Half
Life technology. Don't be put-off by that: 
NightFire is looking fantastic . The models 
and locations are packed with detail, to the 
point that Pierce Brosnan's likeness is used 
in the game and it actually looks like him. 

As you'd expect, Bond will have a full 
arsenal at his disposal - more than 20 
weapons and gadgets total - including a 
multi-purpose wristwatch and Q-Vision 
enhancement glasses, which will give you 
light amplification along with X-ray vision. 
The latter mode looks particularly exciting, 
as when spying through rice-paper walls 
you'll be able to see enemies in another 
room and then shoot them through the wall. 

Other weapons will include sniper 
rifles, fully automatic assault rifles, high
damage rocket and grenade launchers, 
and specially disguised ambush weapons 
such as the Sentry Suitcase Turret. The 
SST looks like a standard suitcase, but when 
it's deployed it unfolds into a turret gun 
that lights up anyone who crosses its path. 

Although NightFire will be a multi
platform release, Condrey assures us that 
the PC version will be packed with lots of 
PC-only goodies: "There are levels in both 
single-play and multiplay that will not be 
found on any consoles." The online multi
player component is also PC-specific. 
Additionally, the PC will have level-specific 
layouts and gameplay design that make the 
first-person-shooter experience using the 
keyboard and mouse exciting and different 
from that using any console control pad ." 

Multiplay will include all of the tradi
tional gameplay modes, such as death
match and capture the flag, but all of them 
will be played in Bond-themed levels. The 
current plan is for multiplay to support up 
to 32 players at once, and you'll be able to 
play via LAN or over the Internet. 

From what we've seen of NightFire, the 
long wait for a Bond game on the PC will 
have been well worth it. - William Harms 

November 211112 
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scoop! 

As big-name games finally near release, playable la 
we give hot-off-the-burner first impressions of how 

Some planes feature a 
rear-gunner position, 
wher.e a s.econd person 
can men·the gunlarid 
lay ii"own ·f ome serious 
firepower. 

• of Battlefield 1942, 
imagine the superb Haff-Ufa multiplayer mod Day of 
Defeat married with controllable vehicles and large, 
perfectly designed maps, Indeed, if 1942's beta is 
any indication, the finished game should be one of 
the most visceral and engaging shooters ever. 

Though the final version will have three modes 
of play (Team Deathmatch, Capture the Flag, and 
Conquest), only the latter was enabled in our beta. 
In Conquest, Axis and Allies vie for control of flags 
scattered around the map. Rags provide score points, 
but more importantly, they determine respawn loca
tions and vehicle control for the surrounding area. 

Two maps were available in our build (the final 
version will have 16, covering the entire theater of 
World War II). In the first map, the North African 
battleground of Tobruk, the British fend off a German 
tank assault The second map, Wake, perfectly 
demonstrates 1942's potential as the Americans 
defend the island against a Japanese invasion force. 

Situated offshore, the Japanese have an air
craft carrier and a destroyer. Every vehicle is con
trollable, which means you can fly the planes that 
spawn on the carrier's deck; take control of the 
destroyer and sail it around the map; load up land
ing craft with troops and head for shore; or even 
control the destroyer's cannons and shell the island. 

ifl OCTOBER 2002 PC GAMER 

The Americans have planes of their own (with 
which they can sink the carrier and destroyer), as 
well as anti-aircraft guns, tanks, half-tracks, and 
jeeps. As you can guess, all of these vehicles and 
options make for some truly gut-wrenching battles 
when the combined arms of both sides clash: AA 
guns desperately try to clear the sky of enemy 
planes, which, in turn, bomb armor on the ground 
- a struggle that paves the way for troops to seize 
an enemy flag, Trust us: it's truly exhilarating stuff. 

Best of all, controlling all the vehicles is 
extremely easy - simply use the same keyboard 
controls that you use when you're a grunt running 
around on the ground. (The exception to this setup 
are the planes, whose controls are a bit more 
complicated.) You can also toggle to a third-person 
mode, which comes in handy when flying or nego
tiating a tank through tight spaces. 

Our primary concern about the game - and 
it's a huge one - is whether 1942will be able to 
handle the bandwidth load. The developers prom
ise that some of the battles will feature 64 players, 
but we experienced slideshow-inducing lag on 
servers with only 28 players, and we're playing on 
a lightning-fast T3 line. We just hope the optimiza
tions in the final weeks before release allow 1942 
to nail its momentous potential. - William Harms 

http://www.pcgamer.com 



CONGRATULATIONS ON reading beyond the 
name of this hands-on. Pretty goofy title, huh? I 
seriously worry that Divine Divinity's name may 
stop people from picking it up, thinking it's some 
hastily thrown-together piece of European shovel
ware crappola. DD is European all right, but if the 
first 20 hours are any indication, it's far from 
deserving of any scatological comparison. 

DD's developers have gone out of their way to 
say that their game is no Diab/o II clone, but it 

clearly is - and as 
far as I'm con
cerned, that's just 
fine. The story is 
more than a little 
cliched, but it's 
compelling. You 
play as one of 
three character 

types - Warrior, Survivor, or Mage (male or 
female) - having awakened in a town of healers 
after being knocked unconscious by a strange 
magical force. Your job is to find out who you are, 
cure a strange plague that's been infecting the 
land, whoop up on ores/imps/skeletons/other 
beasties, and buy and find a ton of cool weapons, 
armor, and magical items along the way. 

In my explorations thus far, the game is filled to 
the brim with all manner of interesting quests that 
help progress the story, and thus make the adven
turing portion of the experience feel more like 
Neverwinter Nights than Diab/a II. Still, gameplay 
is very much a left-mouse-click funfest: See ene
mies. Click on them until dead. Repeat. Is all this 
hacking a bad thing? Personally, I'm digging it. 

DD's world is sprite-based and sports an iso
metric perspective. I'm not too fond of some of 
the monster designs, but the overall look of the 
game is very sharp (especially at 1024x768) and 
has a high-budget feel. Despite DD's 20 nature, 
many of its seemingly insignificant items - water 
jugs, food on tables, bales of hay on the ground, 
and so on - can be repositioned in the world. 
Sometimes jostling reveals nothing; other times 
you'll find hidden switches or doors - and in the 
hay example, you can even fashion a makeshift 
bed for quick resting and healing when health 
potions are low. Whatever you discover, this level 
of interaction helps make the world come alive. 

Expect DD to ship without multiplayer support. 
While this omission may scare a few hardcore 
RPGers, Larian is promising up to 200-plus hours 
of really fun and engaging single-player adventur
ing, so I'm not that concerned. - Greg Vederman 
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1 • • Impressions/Breakaway Games • 

THE STRATEGY'. GAMES produced by 
Impressions - Pharaoh, Caesar Ill, and Zeus
are some of the best around, brilliantly blending 
highly addictive city-building elements with com
bat, trade, and other random components. The one 
feature they've always lacked, though, is a multi· 
player suite. With Emperor: Rise of the Middle 
Kingdom, that situation is finally addressed. 
Emperor will feature two types of multiplayer 
games. In collaborative mode, you'll manage differ
ent cities in the same world but work toward a 
common goal; in competitive mode, you'll wage 
war on up to eight real opponents. TheVede and I 
spent several hours with the latest build of the 
game, and came away pretty impressed. 

We played a collaborative game, with the ulti
mate goal of completing a grand canal. Because of 
our respective locations on the map, certain 
resources were available to only one of us, which 
meant that Vede had to import stone from me to 

, • Fall 2002 

finish his section of the canal, while I had to buy 
rice from him. You set resource prices however 
you see fit (the stone I sold Greg was the most 
expensive in history), and you can also decide how 
many units you're willing to sell. 

As you'd expect, this setup led to some inter
esting situations as Greg and I yelled at each other 
about prices, who was buying what, and so on. It 
also created a delicious bit of strategic depth as 
we both raced to complete our section of the canal 
first, which meant balancing our economic need 
for trade with limiting just how much of a particular 
resource we were willing to trade. 

This game's already packed with potential -
the thought of marrying addictive Impressions-style 
gameplay with real human opponents sets my shorts 
a-jumping. It'll be interesting to see how the game
play pans out in the competitive mode, but from our 
playtest, we think Emperor is exploring some com-
pelling new strategy angles. - William Harms 





DEFENDINC CAMES 

G 
amers are well aware that their passion is 
routinely brought under fire by oppor
tunistic legislators and simple-minded 
public-interest groups. We all cringe 

when a senator unveils proposals to censor games 
and restrict our access to them. And we all shake 
our heads as yet another TV pundit laments the 
content of new games. 

But few gamers are aware that a dedicated lob
bying organization exists to fight on Capitol Hill and 
around the country on behalf of the gaming industry. 

The Interactive Digital Software Association was 
formed in 1994 as a trade association to defend the 
interests of game publishers. Its president is Doug 
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Lowenstein, who has been in the trenches for IDSA 
since its inception. Along that road, he's seen gaming 
grow from novelty to mass medium, and lias fought 
many of the battles faced by the gaming industry as 
it's suffered through cultural growing pains. 

"The first time I met a congressional staffer who 
actually played games was a cause for celebration," 
says Lowenstein. "But there were 1,000 people at 
our last annual Congressional Entertainment 
Software Day. So it's really come a long way in 
terms of overall awareness." 

When Senator Joe Lieberman proposed gov
ernment regulation restricting the content of 
games, it was the IDSA that challenged him on 

When politicians atta 
President Doug Lowenstein 
bites back. Politely. 

constitutional grounds. When 
retired colonel David Grossman 
traipsed the news networks 
decrying first-person shooters 
as "murder simulators; it was 
the IDSA that challenged him to 
produce any compelling study to 
back up his outrageous claims. 
(Which, of course, Grossman 
was unable to do.) 

"Our day-to-day business is 
to meet with various [political] 
decision-makers and educate 
them about games," explains 
Lowenstein. "We're working 
against a lot of assumptions and 
a lot of misinformation, so it's 
really just a constant process of 
educating people." 

As with any other Washington 
lobbyist, the nuts and bolts of 
Lowenstein's job involves a lot of 
lunches and dinner parties spent 
hob-nabbing with government 
legislators (made more palatable 
by an annual salary that, accord
ing to industry sources, is over 
$500,000). At the Congressional 
Entertainment Software Day, 
IDSA invites lawmakers to a 
banquet that includes demon
strations of new games and 
explanations of the game ratings 
system. In short, it's a daily grind 
of evangelizing the gaming indus

try for the nation's most influential people. 
While the IDSA deals with a wide spectrum of 

issues ranging from piracy to maintenance of the 
Electronic Software Ratings Board (ESRB), the orga
nization's most significant contribution is to repre
sent gaming among Washington lawmakers and on 
the national media circuit. 

OUR SHERIFF IN WASHINGTON 
THAT ROLE MEANS DEFENDING games when 
they're singled out for attention by lawmakers. A 
recent St. Louis county ordinance criminalized the 
sale of M-rated games to minors. (The law was 
specifically tailored to games, and made no mention 
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of sales of R-rated movies or explicit music.) The 
judge in the case ru led that games don't enjoy the 
same protective First Amendment consideration as 
other forms of expression. 

Needless to say, the IDSA was quick to file a 
brief in the federal appeal of the St. Louis case. The 
law was upheld at the federal circuit level, and could 
conceivably be decided in the U.S. Supreme Court. 

When California congressman Joe Baca intro
duced the mightily named "Protect Children From 
Video Game Sex and Violence Act" for considera
tion as federal legislation earlier this year, the IDSA 
found itself in yet another political struggle. Baca 
was specifically revolted by descriptions of Grand 
Theft Auto Ill. 

WIN A CRAND THEFT AUTO Ill T-SHIRT 
This month we're dressing 10 lucky winners in a super-swank GTA ///T-shirt. To be eligible for our random 

drawing, just send an email to eyewitness@pcgamer.com with "Dress Me Up" in the subject heading, and 
include your name and address in the body of the message. Only one entry per, person allowed. Contest 

ends Oct. 31 , 2002. See additional rules on page 135. 

a tireless effort at championing the artistic and 
entertainment value of games. 

"Most people just hear from someone that GTA Ill 
has some extreme violence," says Lowenstein. "They 
have no idea that the game is rated M for Mature, or 
that there is even a ratings system voluntarily in place 
for games. Our challenge is to make the ESRB ratings 
as widely known and well understood as movie rat
ings. And to show people that our ratings are actually 
far more specific and useful as content guidelines." 

Rockstar Games' VP of marketing, Terry Donovan, 
says that there were concrete benefits to IDSA 
membership when GTA Ill came under political fire. 

"As a member of IDSA, we had access to the 
statements, testimony, research, and other materials 

"It's hardly surprising that political attacks typically 
come from a generation of people 45 and older ... " 

"When kids play video games, they assume the 
identity of the characters in the game, and some of 
these characters are murderers, thieves, rapists, 
drug addicts, and prostitutes," Baca announced in a 
May press release. "Do you really want your kids 
assuming the role of a mass murderer or carjacker 
while you are away at work?" 

Baca's bill would make it a crime for retailers to 
sell or rent to a minor any game that depicts "violent 
felonies." (Baca apparently doesn't object to Hamlet, 
To Kill a Mockingbird, or the Bible.) 

Lowenstein's strategy for attacking such legisla
tion is centered on three main drives. The first is 
arguing the unconstitutionality of legislation such as 
that proposed by Lieberman and Baca. The second 
is to promote the ESRB ratings and educate the pub
lic about their use. And the third is simply to carry on 
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- Doug Lowenstein, IDSA President 

that IDSA has put together on the industry, its demo
graphics, the rating system, and the larger issue of 
violence in video games," he told PC Gamer. "These 
materials, plus the ability to benefit from IDSA's per
spectives and experience in dealing with general 
concerns about violent media, were invaluable to us." 

Despite occasional setbacks, Lowenstein is 
convinced that mainstream acceptance of video 
games/PC games is inevitable. 

" It's hardly surprising that political attacks 
typically come from a generation of people 45 and 
older who grew up with more traditional forms of 
entertainment," Lowenstein continues. "But the 
demographics are on our side. Twenty years from 
now, the people in power in this country will have 
been and still be gamers; they'll have grown up 
with this stuff." 



11The mobile Alienware is the fastest notebook we1ve ever tested. 11 

Intel• Pentium• 4 Processor at 2.8GHz 533FSB 
with 512KB Advanced Transfer Cache 
High-Performance Heatsink/Cooling with Arctic Silver Ill 
Intel°' 845MP+ ICH3M Chipset Motherboard 
512MB DDR266 SDRAM 
Exclusive Metallic Cyborg Green Laptop Chassis 
40GB ATAlOO 5400RPM Hard Drive 
15.0" UltraXGA TFT Active Matrix LCD 
NEW ATl8 Mobility RADEON '" 9000 64MB DOR 
with Dual-View Display Monitor and TV-out 
Removable 3.5' Floppy Drive 
Removable 16X/10X/24X CD-RW/BX DVD Combo Drive 
Wavetable 3D Stereo with S/PDIF Digital Output 
Sound Blaste Compatible with Wavetable 
5.1 3D Surround Sound with S/PDIF Digital Output 
Front Panel Audio DJ CD Player 
Allows CD Play While System is On or Off 
One Type II PCMCIA Slot 
Four USB Ports and One IEEE 1394 Port 
Infrared Wireless Fast IR Interface 
Internal 10/lOOMb Ethernet LAN and 56k Modem 
Dimensions: (H) x (W) x (D) : I. 7" x 13' x 11.4" 
Weight: 7 .61bs. without battery 
Exclusive 120-Watt A/C Adapter 
Microsoft°' Windows "' XP Professional 
1-Year Toll-Free 24/7 Technical Support 
with Aliencare On-Site Home Service 
AlienAutopsy: Automated Technical Support 
Personalized Owne~s Manual 
Optimized & Configured for High-Performance 
FREE Alienware"' Custom Mouse Pad 

$3,399.00 

- Maximum PC Kick Ass Product Award 

THE UL Tl MATE MOBILE 
GAMING MACHINE™ 

Award-Winning Systems 
· 9x listed on PC World Top 15 Home PCs Lists 

· 7 PC Gamer Editors' Choice Awards 

· 5 Computer Gaming World Ed itors' Choice Awards 

· 4 Maximum PC Kick Ass Product Awards 

· 2 CNET Ed itors' Choice Awards 

· 2 Computer Shopper/ZDNet Best Buy Awards 

Area-s1m™: Mobile Gaming 
The Area-s1m '" represents the first fully capable mobile gaming solution. The 
performance requirements of today's most cutting edge games have been simply 
too demanding for a laptop unit, until now. The Area-Slm '" plays games at 
blistering speeds, handles quick motion with incredible accuracy, and performs 
phenomenally high in benchmarks. Perfect for LAN parties and for those who 
simply cannot part from their desktop system's performance, the Area-51 m '" is the 
ultimate mobile gaming machine. 

FDR A LIMITED TIME ONLY! 

ALIENWAR~ MICE 
$59 

Available in many Custom Colors! 

Visit us at www.alienware.com/gearshop 

Intel, Intel Inside Logo, and Pentium are registered trademarks of Intel Corporation. Prices, configurations, and availability may change without notice. Actual case may vary in design. 



I! 

D 
2 -~ 
I w 
> -I 

I! 

"" ID 

~ a: 
Cl: 

Intel• Pentium• 4 Processor at 2.26GHz 533FSB 
with 512KB Advanced Transfer Cache 
High-Performance Heatsink/Cooling System 
Intel• 845E Chipset Motherboard 
512MB DDR266 SDRAM 
Black Floppy Drive 1.44MB 
60GB 7200RPM Ultra ATAlOO Hard Drive 
NVIDIA• GeForce4 '" TI 4200 64MB DDR 
Koolmaxx'" Video Cooling System 
Sound Blaster" Audigy'" Gamer 5.1 Sound Card 
16X/48X DVD-ROM Drive 
Black Dragon Full-Tower ATX Case 340-Watt PS 
Black Microsoft• Internet Keyboard 
Black Microsoft• lntellimouse Explorer 3.0 
U.S. Robotics V.90 56K Modem 
Intel• PR0/100 S Network Adapter 
Microsoft" Windows• XP Professional 
1-Year Toll-Free 24/7 Technical Support 
with Aliencare On-Site Home Service 
AlienAutopsy: Automated Technical Support 
Personalized Owner's Manual 
Optimized & Configured for High-Performance 
FREE Alienware• Custom Mouse Pad 

S'l,699.00 

Intel• Pentium• 4 Processor at 2.8GHz 533FSB 
with 512KB Advanced Transfer Cache 
High-Performance Heatsink/Cooling System 
Intel• 850E Chipset Motherboard 
512MB RDRAM PC-1066 
Black Floppy Drive 1.44MB 
120GB 7200RPM Ultra ATAlOO Hard Drive 8MB Cache 
ATI• RADEON ~ 9700 128MB DOR 
Koolmaxx~ Video Cooling System 
Sound Blaster" Audigy~ Gamer 5.1 Sound Card 
16X/48X DVD-ROM Drive 
PlexWriter 40X/12X/40X CD-RW Drive 
Black Dragon Full-Tower ATX Case 
Enermax EG651P-VE 550-Watt Power Supply 
Black Microsoft• Internet Keyboard 
Black Microsoft• lntellimouse Explo er 3.0 
U.S. Robotics V.90 56K Modem , 
Intel• PR0/100 S Network Adapter 
Microsoft" Windows• XP Professional 
1-Year Toll-Free 24/7 Technical Support 
with Aliencare On-Site Home Service 
AlienAutopsy: Automated Technical Support 
Personalized Owner's Manual 
Optimized & Configured for High-Performance 
FREE Alienware• Custom Mouse Pad 

$3.'199.00 

"Alienware's new Area-51 is the absolute 
fastest PC ever to grace our workbench." 

-PC Gamer Editors' Choice Award 

Now Shipping with the 
ATI® RADEON™ 9700 128MB DDR and 

ATI® Mobility RADEON™ 9000 64MB DOR 

Laptops and Desktops available in custom metallic colors! 

N EC MONITORS 
19' NEC 95F 
19' NEC FE991SB 
22' NEC FE2111SB 
18' NEC 1880SX 
20' NEC 2010X 

Flat CRT 
Flat CRT 
Flat CRT 
LCD 
LCD 

$329.00 
$389.00 
$759.00 

$1519.00 
$1779.00 

KLIPSCH SPEAKERS 
Kllpsch ProMedia 2.1 200-Watt THX-Certified $179.00 
Klipsch ProMedia 4.1 400-Watt THX-Certified $249.00 
Klipsch ProMedia 5.1 500-Watt THX-Certified $399.00 

ALIEN\NARE'I 
Custom Build your Dream Machine at WWW.ALIEN\IVARE.CDM 

For More Information Call Toll -Free: 800.494.3382 
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~GAMER PLAYLIST 

ROB Magic Online has sucked up most of 
my game time this month. I hadn't played in 
about seven years, and having a ready pool 
of players eager to kick my ass has resur
rected my fascination with the game. I use 
the cunning disguise of pcg_rob, so chal
lenge me if you see me online. Beyond that, 
I'm playing through Neverwinter Nights again. 

COREY Chuck's got me super-hooked on 
all the new Freedom Force mods at www. 
freedommods.corrr. I've been torching Skrulls 
in Fantastic Force, beating up half-demons in 
the Buffy mod, and laughing out loud at 
Wolverine's lines in The Great Hunt I can't 
stop diving into Halo co-op play, either. We 
need that way-better PC version now! 

DAN Battlefield 1942 is pretty much every
thing I've ever dreamed about in an action 
game, even at beta stage. Anti-aircraft fire, 
dive-bombing, even firing a destroyer's main 
guns at an enemy-held coastline - that's 
what I call gaming. On the other hand, I had 
to review Delta Force: Task Force Dagger, 
which made me wish I was playing 1942. 

CHUCK This is my sob story. I got 
hooked on Neverwinter Nights. Played it 
every night and every weekend - even got 
laid in the brothel. Then, in the middle of 
Chapter 2, my save game became cor
rupted and won't load anymore. Now I'm 
sad. At least there's the Great Hunt mod for 
Freedom Force. Best .. mod ... everl 

BILLY The beta of Battlefield 1942has 
consumed my every waking moment I 
absolutely cannot get enough. I love flying 
low in a plane and bombing the hell out of 
my own boys .. . wait, that's not right. 
Uh ... did I mention I'm also replaying 
Warcraft Ill's supremely excellent single
player campaign? Yes indeed. 

JOE Why can't I get laid in Neverwinter 
Nights? I was a man-stud in Arcanum, got it 
done in Planescape: Torment did my business 
in Baldur's Gate, BG/I, AND Throne of Bhaal ... 
so what do the women in NWN have against 
me? I can't even get laid in a brothel with a 
fistful of gold coins and a magical longsword I 
Any suggestions? Email joe@pcgamer.com. 

CHIAKI "To become the New Flesh, you 
first have to kill the old flesh." Welcome to 
Videodrome. I am ready. I was born ready. 
Sittin' here staring at my unopened Warcraft 
Ill Collector's Edition box. It slowly starts to 
breathe. Whoa, what was that? Holy crap -
I think it's actually trying to crawl toward mel 
It's all over now - give my love to the kids. 

GREG Divine Divinity, the doctor said, so 
that is what I played ... and played ... and played 
some more. Damn, what a goofy name. The 
game itself is actually good fun, though. A lot 
like Diablo II, but with a bit more meat on its 
bones. The beta I've got has some issues, but 
I'm confident they'll be worked out by launch 
time. Oh, and I also beat Neverwinter Nights! 

PC GAMER 

Escape Velocity -
Ported at Last 
Acclaimed Mac-only game is finally coming to the PC 

N 
ever let it be said that we're not equal 
opportunity gamers - if there's a great 
game out there, we'll fi nd it and play it. 
Case in point: Escape Velocity Nova, the 

third installment in the accla imed space-strategy 
series that (until now) has been available only for 
the Mac. That's about to change, however, as 
Contraband Entertainment is porting Ambrosia 's 
classic to the PC. 

EV Nova begins with you controlling a simple 
ship that you use to complete money-making 
assignments, such as del ivering cargo, so you can 
buy new weapons, upgrades, and better and larger 
ships. Along the way you battle pirates and rivals, 
but if you survive, you can eventually conquer entire 
planets. And naturally, the action is set aga inst a 
compelling story that you impact with your actions. 

Why is EV Nova's transition to the PC so note
worthy? For the longest time, publisher Ambrosia 
steadfastly refused to port the game, even going 
so fa r as to post on their site that they'd never 
make a PC port. So why the change of heart? 
"People were going to great lengths to run EV 
Nova on thei r PCs, trying all manner of emulators 
and such," expla ins Andrew Welch, president of 
Ambrosia . "We just decided that they'd have a 
much better experience if EV Nova wa s ported to 
Windows, rather than their trying to run it emu
lated [with mixed results]." 

One of the reasons for EV Nova's success is 
the game's large and vibrant mod-ma king commu
nity. You can find Star Wars- and Hitchhikers 
Guide to the Galaxy-themed mods online, and, 
according to Welch, all of the mods for EV Nova -
even those developed for the Mac version of the 
game - will work with the PC version. 

It's no sec ret that Mac and PC users are fero 
ciously protective of their respective gaming plat
forms, and PC gamers usually view the Mac as a 
second-tier gaming system (rightfully so). Welch 
doesn't think this stereotyping will hurt EV Nova's 
potential success. "If they like the game, I think 
they'll appreciate it," he says. 

The release date for EV Nova is currently 
undecided, but Welch tells us that the game 
should be entering beta phase within the next 
month. We'll snag a copy when it's available and 
give you a full hands-on report. 

FIRST-PERSON SHOUTERS 

WHO'S SAYING WHAT AROUND 
THE WORLD OF GAMING 
CARMACK'S SECRETS REVEALED ... NOT 
"Learn how to 9reate your own games without 
any programming ski lls." 

- Cover blurb for Awesome Game Creations, No 
Programming Requ ired, Second Ed ition 

DH NO - NOT MIMES! 
"The streets may seem safe, but beware, for what 
lies beneath is a festering underbelly waiting to 
cough up crime lords, thugs and mimes gone bad! 
That's right and mimesl " 

- Box blurb for Hero X (the grammatical 
errors are the publisher's) 

JUST WAIT UNTIL YOU SEE THE SWARMS OF 
SNAKES AND BATS 
"Oh shit, they're rushing with giant rats and fire 
beetles ... we' re all going to die!" 

- GrimWULFE on the announcement that an 
EverQuest real-time strategy game is being 
considered, from www.voodooextreme.com 

UH ... HUH? 
"In the first episode of Zelenhgorm- "The Great 
Ship" - we initially make contact with the strange 
world of Zelenhgorm in the shape of Arrikk Vaheirr. 
Arrikk is a young inventor from among the fisher 
folk of the Deyrec, who populate the island group 
of Senava, in the northeast corner of Zelenhgorm." 

- Plot synopsis included with a beta build of 
Zelenhgorm, the "first truly interactive movie" 

http://www.pcgamer.com 
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➔ PCG NEWS TICKER 
0 

In Hit the Pros, you'll be 
able to hit real-life pitches 

look at billboards 
fill d with advertising. 

0 

Camesas 
Marketing Tools 
The next big thing for online games might be interactive ads 

G 
ames based on licensed properties have 
been around forever, but the rise of the 
Internet has created an entirely new phe
nomenon: web-based games licensed 

from big commercial properties and developed 
specifically as marketing tools. Unlike the ··aver
age" licensed game, which is a game publisher's 
way of cashing in on a hot movie or television 
property, this new wave of games is designed to 
build brand recognition for specific products, 
shows, or events. And to play them, you need little 
more than your web browser. 

Fully embracing this concept is Fox Sports. The 
TV network recently teamed with WildTangent (the 
company helmed by DirectX architect Alex St. John) 
to create Hit the Pros, a browser-based baseball 
game in which you try to hit real-life pitches. 
Cameras in baseball stadiums capture telemetry 
data from each pitch and this data is uploaded to 

WANNA PLAY? 
➔ To try out a 
demo version 
of Hit the Pros, 
check out www. 
hitthepros.com. 

the game, where players 
can try their luck at hitting 
pitches from MLB's best. 

"We view this game 
and our overall interactive 
baseball product as a 
pure extension of what we 
do on TV," explains Adam 
Bain, VP of production 

and development at Fox Sports. "This game is the 
most aggressive convergent brand extension of 
MLB we've ever undertaken, and we believe we'll 
reach a unique demographic to continue to broaden 
the sphere of interest in baseball. 

"We're hoping to create a community of fans 
that are pushed to watch TV to see the real pitches 

that were thrown," continues Bain. "And from TV 
we're hoping to push an audience back to the online 
game to extend the experience they just had on TV. 
If we do our jobs right, we've supported and 
extended the TV experience by pushing people to 
watch more TV and converting fans into gamers." 

In addition to Hit the Pros, WildTangent has also 
developed marketing-related games for Toyota, 
Nike, and even TNT series Witchb/ade. St John is 
particularly bullish when it comes to the future of 
games as marketing devices. 

"Games are especially good at reaching certain 
audiences," he says, "particularly younger audi
ences. Some segments of the market spend more 
time playing games than consuming any other 
media. People will also spend hours at a time play
ing a branded game, which is a phenomenon no 
other media can duplicate." 

In St. John's eyes, games also add value to 
branding and media campaigns. For example, he 
believes it makes perfect sense for an advertiser who's 
paying for a 30-second ad during Witchblade to pay 
a little more and sponsor the online game, which 
will generate even more attention from each player. 

Beyond using games simply as marketing devices, 
St. John envisions a future in which games become 
the predominant form of entertainment, unseating 
TV from the top of the entertainment food chain. 

"Dur parents '{Vere raised on passive entertain
ment mediums lik'e radio and TV; we've been raised 
on interactivity-that's what the computer, gam
ing, and Internet revolutions have been about. The 
next generation of consumers will expect interactiv
ity from all of their media." Just as long as there 
aren't any bugs, that is. 
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eyewitness 

What's Coing On With ... 
We get updates on five of the hottest games currently in development 

W
e've profiled many big-name games, and 
along the way some of them vanish into a 
development haze. What happened, what's 
the story, and where are they now? Your 

questions forfive of the biggest games, now answered. 

TEAM FORTRESS 2 
ORIGINALLY PLANNED AS A FREE Half-Life add-on, 
TF2 has been delayed for nearly four years now after 
making our list of the Top 10 games of 1999! So what's 
going on at Valve? Are they even working on TF2? 

"TF2 is in development on Valve's next-generation 
tech," says the studio's director of marketing, Doug 
Lombardi. "We'll be releasing more information on the 
project soon." Unfortunately, Lombardi wouldn't reveal 
any other details, but it's nice to know that the hotly 
anticipated online shooter is still going forward, contrary 
to what the Internet jackals would lead you to believe. 

LORDS OF THE REALM Ill 
LAST YEAR WE NAMED LORDS OF THE REALM Ill one 
of the Top 10 games to be released in 2002; unfortu
nately, the third installment in the acclaimed Realms 
series isn't going to ship this year. We caught up with 
the game's product manager, Alex Rodberg, to see 
how things are coming along. 

"We're currently in full production," Rodberg 
explains. "Designers are still hammering out important 
game systems and sub-systems and the programmers 
are [working toward) maximum playability with mini
mum hardware requirements." 

As you'd expect, a large potion of this extended 
development time is being spent tweaking the game play 
and deciding which features will (or won't) make the 
final cut "As the design becomes more refined, we're 
able to examine each element and see if that part is 
really fun or not," says Rodberg. "We routinely examine 

everything from field combat to the amount of manage
ment involved to make sure gamers get a highly pol
ished, fun game that's never a me-too product" 

And what is the current release date for Lords /Jn 
"Right now we're targeting 2003," Rodberg tells us. 

SOVEREIGN 
ORIGINALLY DESIGNED TO BE VERANT'S follow-up to 
EverQuest, Sovereign was going to be the first mas
sively multiplayer real-time strategy game. Initially not 
shown at E3 2001, Sony brought it onto the show floor 
for the last day on the back of positive vibes from 
those who had seen it behind closed doors (including 
us). We haven't seen it since. 

So what's going on? Unfortunately, Sony is being 
very tight-lipped about where Sovereign now stands, 
though they've confirmed that it's still in development 
- albeit in a different format from its last showing. 

DUKE NUKEM FOREVER 
WE HARASS THE FOLKS AT 3D REALMS on a monthly 
basis about what's going on with ONF, and every 
month the answer is the same: "Not yet. " But we'll 
keep asking. We still believe - we really do. 

REPUBLIC 
ANOTHER ONE OF THE GAMES WE CALLED out in our 
Top 10 Games of 2002 feature was Republic, a real
time strategy game in which you'll try to manipulate 
power in a former republic of the Soviet Union. We 
asked if any changes had been made to the game. 

" In development. No significant changes have 
been made, still pursuing the course," says Demis 
Hassabis, CEO of developer Elixir. It's hard to argue 
with that kind of unbridled enthusiasm! 

As for Republic's release date, it's on track to ship 
at the end of this year. 
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l:ITY DF HERDES 
HDLDINli DUT FDR A HERD? NEXT YEAR . YDU.LL HAVE BILLIDNS TD CHDDSE FRDM. 

e'II be the first to admit 
there are so many new 
MMDRPGs coming out that 
an online implosion seems a 
forgone conclusion. To suc• 
ceed in this brave new 

broadband battlefield, you're going to have to (1) be 
backed by a killer franchise (Star Wars, Warcraffl 
or (2) give gamers a sensational hook that "the 
other guys" can't match. The massively multiplayer 
superhero game City of Heroes belongs firmly in 
the second category. 

Based on fan feedback (and our own geeky 
queries), we put comic purists' most-asked ques• 
tions about COHto Lead Designer Rick Dakan. 

PC liAMER: So, has Cryptic Studios changed its 
collective mind about not allowing us to play as 
supervi llains in the game? 

RICK DAKAN: Allowing people to play the role 
of a villain is certain ly something that Cryptic con· 
tinues to examine. We're very interested in possibly 
bringing that aspect into the game, but currently 
don't have any details we can discuss beyond that. 

►UM OCTOBER 2002 PC GAMER 

PC liAMER: You've spotlighted the "organized" 
villain groups in Paragon City. What other types of 
super-baddies will we face? 

RICK DAKAN: City of Heroes will have two 
classes of supervilla ins. Up until now, we've talked 
only about massive, terrifying villainous cabals like 
the Fifth Column. But sometimes just a lone mad· 
man and his cadre of devoted followers can pres• 
ent a threat. These villain groups won't play as big 
a part in ongoing story elements, but they will pop 
up around the city at various times and cause 
mayhem. For example, there's Vahzilok, the self· 
proclaimed zombie lord who steals cadavers and 
uses his insane science to reanimate them. He's 
even created a kind of zombie exo-skeleton that he 
wears in battle. Another example is the Clockwork 
King, a junkyard technical wizard who creates an 
army of small but deadly automatons from spare 
parts. We have a number of such " lesser" villains 
planned for the game. 

PC liAMER: MMDRPGs tend to have lots of cool 
"stuff" to collect Since most superheroes don't need 
weapons and armor, what can players expect to find? 

■ ,__ ii t:lfrol,,.,._wiD be drawn fnlRt 
_..paelicl.agic,......,end chamical 
are,Nllllllallbndioa. 
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■ The evil Franken-creations of the mad zombie 
lord Vahzilok will make you do-gooders pay. 
Bwa-ha-ha-ha-ha! 
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Rll:K DAKAN: COHwill definitely have its 
share of items, although they won't be the focus 
of character development. Some hero types, like 
gadgeteers, will tend to use items much more than 
others. Many of the items will be things like cos
tume enhancements, charms, and other small, 
limited-use items that meld into the character's 
costume. There'll also be a variety of weapons that 
characters with the right skills can use if they want 
to make a character who specializes in firearms or 
melee weapons or the bow and arrow, for example. 

Pl: liAMER: Naysayers are worried that 
Paragon City will be saturated with superheroes. 
What about that? 

Rll:K DAKAN: Right now we're planning on 
having about 2,000 active players per server (or 
"continuity," as we call them). It's very unlikely 
that you'll see heroes outnumbering civilians. 
Furthermore, an important part of GOH is accept
ing and completing special missions. Teams of 
heroes go off to special locations where only they 
(and, of course, the villains) have access. This 
setup definitely tends to cut down on crowding. 

Pl: liAMER: We can't wait to don the spandex. 
So when's the public beta? 

RICK DAKAN: It's currently slated for Q1 2003. 
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DX2: INVISIBLE WAR 
THE REAWAKENING DF SUBLIME MASTERPIEl:E DEUS EX SPINS A l:DNSPIRAl:Y 
THRILLER WDRTHY DF THE " l:LDNE RANGER" 

[I] 
t just may be the best game 
you never played. The 
genre-defying Deus Ex never 
quite achieved the commer
cial success worthy of a 
Game of the Year winner (as 

PC Gamer deemed it for 2000). But all that 
shou ld chang e for 2003's follow-up, DX2: 
Invisible War - it's got the pedigree, the mas
terfu l direction of a reinvigorated Ion Storm, and 
the buzz necessary to win over critics and 
gamers alike. 

In case you've missed our last few issues, 
here's a brief catch-up: DX2 is set 15 years after 
the conclusion of the original game (though 
from which of its three endings has yet to be 
revealed). You play as a male or female clone of 
Deus Eis anti-terrorist agent J.C. Denton, and 
you're intent on finding the whereabouts of the 
missing original. Throughout your Unreal 
Warfare-powered adventure, you'll journey to 
such diverse locations as Seattle, Cairo, 
Germany, and Antarctic a. 

Up until now, Ion Storm's development think 
tan k hasn't talked much about how NPCs can 
impact your mission structures in DX2. But after 
a fe rvent arm-wrestling match with Project 
Director Harvey Smith, he cried "Uncle!" and 
told us exactly what we wanted to know, fresh 
from the writer's keyboard. 

,,., OCTOBER 2002 PC GAMER 

"We have a pilot-choice dynamic fo r mis
sion entry points," Smith told us, explaining how 
your choice of helpers can alter the course of a 
mission. For example, he notes that when you 
start the game "in old Seattle, pilots are scarce. 
A few smugglers and mercenaries hang out at 
the Gravel Pit [one of DX2's seedier hangouts] 
down by the docks. One pilot might agree to 
take a dangerous job - for the right price." 

Not everyone you encounter wi ll attempt to 
bleed you dry, but getting the job done right will 
play a big factor in who you want to hire along 
with you on missions. Just like in Neverwinter 
Nights, there are trade-offs in terms of what a 
henchman can bring to the party. 

"Another pilot works for cheap but insists 
on using a safe drop-point," says Smith, 
describing how using inexpensive (and cau
tious) pilots can result in a little more stea lthy 
legwork on the ground since they won't pla ce 
you as close to your target as a hotdog flyboy 
could. "You choose the best approa ch for each 
new assignment," he explains. 

Just so you know who to look out for when 
you saunter into the Gravel Pit, ask for Sid 
Black and Ava Johnson, and te ll 'em that PC 
Gamer sent you. Expect to meet more of DX2's 
supporting cast in the coming months as we 
bring you continuing coverage of one of next 
year's most anticipated titles. 

■ Because DX2will also be appearing on the 
Xbox and PlayStation 2, its interface will be much 
simpler than Deus Exs. 

■ Ion Storm is cramming the Unreal Warfare engine 
with detail: real-time shadow effects, intricate 
character models, and ornate level design. 

http://www.pcgamer.com 
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EVERDUEST II 
A WHDLE NEW WDRLD WILL DPEN UP IN THE SEl:DND l:DMING 

egular EverQuest players know 
every last inch of Norrath. They 
k~ow all the nooks and crannies, 
c1t1es and zones strewn across 
the orig inal world, and those 
encompassed in the expansions. 

That level of knowledge creates a comfort zone for 
gamers - knowing where to go, how to get there, 
and what you'll find when you arrive is part of the 
payoff for investing most of your waking hou rs 
online. For the sequel, SOE is very carefully balanc
ing the number of familia r areas with new zones. Of 
course, even the old zones will have the high-res 
makeover inspired by the fresh story background 
and powered by the game's new graphics engine. 

In our ongoing behind-the-scenes coverage of 
this shoe-in to be a top-selling game in 2003, we got 
the skinny on some of the new locations: 

Once called the Foreign Quarter, First Gate of 
Neriak, Fallen Gate still exists in Norrath, but its 
structure and look have changed due to the cata
clysmic events that have passed in the timeline 
from Everauest to Everauest II. The only access 
to this area is via a natural fissure located in 
Subtunaria (under the continent of Antoni ca), a 
part of the Underfoot. 

Located in a currently uncharted island in Erud's 
Crossing, Busheldown will be home to the scum 
and villainy of Norrath. According to EverUuest /l's 
writer, Anthony Garcia, this new location was 
" constructed by the will of a ruler hoping to 
marshal new forces from the dregs of lawful 
society." It'll be home to shadow knights, necro
mancers, and nefarious rogues. 

IGI OCTOBER 2002 PC GAMER 

l:ASTLE NEKTRDPDS 
A formerly noble castle, this location is secreted in a previously unknown area of Nektulos Forest. 
Apparently an unknown creature works in secrecy in the bowels of the castle "in hopes of striking 
back at those who transformed this fortress of nobility into a place of eternal torment.· Sounds 
like a lovely place to hang out with buddies. 

http://www.pcgamer.com 
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FULL THRDTTLE 2 
ADVENTURE GAMING EVDLVES WITH THE RESURREl:TIDN DF AN DLD l:LA5511: 

ew games inspire more nostal
gic recollections than Full 
Throttle, the beloved SCUMM
engine adventure from 
LucasArts. Now, eight long 
years after the game's release, 

Ben is making a bold return into a genre that has 
limped into what many feel is its grave. Can the 
sequel's designers resurrect Ben in fine form? And 
can Full Throttle 2 both honor and transcend the 
fond memories of its classic forebear? We got the 
first scoop on the developers' plans from FT2 
director Sean Clark. 

PC liAMER: How similar will Full Throttle 2 be to 
the look and feel of the SCUMM engine? 

SEAN CLARK: Isn't that like asking how the 
new Ford Thunderbird compares to the 1956 ver-

if:i OCTOBER 2 0 0 2 PC GAMER 

sion? Although there are many similarities, they 
really aren't the same. Just like you can recognize 
the 2001 reissue model as a T-Bird, you'll find 
aspects of FT2familiar if you've played SCUMM 
games. Some design elements never really go out 
of style, but implementations change, technologies 
change, and new ideas continue to present them
selves. In the end, it's really about how well we can 
tie those things together into a great experience. 

PC liAMER: Same voices? 

SEAN CLARK: Unfortunately, Roy Conrad, who 
played the voice of Ben, passed away last January. 
He was a great actor and a very nice guy, and it 
feels sacrilegious to recast Ben. For the rest of the 
returning roles, we'll try to use the same talent as 
in the first game, but there are several new char
acters that we'll need to cast from scratch. 

PC liAMER: What's the basic story for the sequel? 

SEAN CLARK: Ben, the leader of a biker gang, 
gets himself entangled in a greedy plan to destroy 
a town and, more importantly to Ben, all the roads. 
In the process of preserving this dingy corner of 
the world, he meets, greets, and beats up a 
menagerie oftough and gritty characters, and goes 
toe-to-toe with a variety of other gangs. Oh yeah, 
and he gets to blow up a lot of stuff, too. 

PC liAMER: What are the major differences 
between FT and FT2, design and otherwise? 

SEAN CLARK: None - I stole everything from 
the first game. Well, okay, there are some differ
ences. The first thing you'll notice is that it's 3D, 
although the visual design is very similar to the pre
vious game's. The other major difference is the 
action. Full Throttle broke new ground in the 
adventure genre by adding some action-based 
activities, like the bike fighting. We're taking that 
aspect further by adding fist-fighting, brawling, and 
a new take on bike-to-bike combat. There's a new 
story, new locations, and plenty of new characters 
as well. But not so much that it isn't recognizable. 
Many characters from the first game return, and 
Ben is still a badass in a big, bad world. 

PC liAMER: We've read elsewhere that the 
"adventure genre" was dead. Is FT2 a pure/classic 
adventure game, or some newer genre hybrid? 

PC liAMER: Who keeps saying that? [The genre] 
isn't dead - it's evolving. FT2 adds compelling ele
ments of action to the story and adventure themes. 
Being a tough biker guy and being relegated to 
experiencing only things like "use itching powder 
with muskrat pelt" doesn't seem all that satisfying. 
FT2 is an adventure game at its core, but we 're 
using action elements as a means to create more 
immersion. We want the player doing things that 
the character would do. The first game tried to 
address this desire, but was limited by the technol
ogy available at the time. If that leads people to call 
the newer game a hybrid, or bemoan that it isn't a 
"pure adventure," so be it. Regardless of how you 
classify it, FT2will be fun and unique. 

■ Yeah, it's an adventure gam,i. But what would a 
Full Throttle game be without some old-fashioned 
ass-whomping? And with a big grin, too. 

http :/ /www.pcgamer.com 
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HALD 
REMEMBER. "PDRT" ISN'T A DIRTY WDRD WHEN IT'S A PDRT DF A liREAT liAME! 

00 
a king a leaf from Grand Theft 
Auto Ill's spectacular transl a• 
tion from the PS2 to PC, 
Microsoft finally announced 
that it has a developer lined up 
to bring Xbox smash Halo to 

your high-res, mouse-and-keyboard-controlled 
power machine. With the ink still wet on the con-

tract, we bended arms and ears to get the 
skinny on this hot hit-in-the-making. 

For starters, Halo PC will essentially be 
a port of the Xbox version. But as we've said 
before, ports should be embraced, not feared 
(if you still don't believe us, just play GTA 11n. 

Halo is already a 
great game, scoop
ing all manner of 
accolades from the 
stry, as well as 
and shoulders above 
disappointing initial 
icrosoft's console. 

So of course 
it's 

going to be a great game on the PC. The only real 
question is, What's going to be done to make the 
PC version even greater? Multiplay is the key area 
for enhancement, as the core technology to allow 
matchmaking and competing across the Internet 
needs to be implemented. According to Hamilton 
Chu, the lead program manager at Bungie Studios 
(the developer of Xbox Halo), the maps chosen for 
Internet play will also need tweaking: "Our map 
selection in the Xbox game is really tailored to the 
console experience [i.e., the maps are designed for 
split-screen play, and for two to four players]. 
rather than to larger numbers of players, which 
would be possible with Internet matchmaking. So 
we know that we need to have a selection of maps 
that's appropriate for PC play." 

The Xbox version of Halo has been honored for 
the way it controls (after some practice), but obvi
ously it can't achieve the fidelity of the mouse-key
board format. To help, Xbox Halo has six different 
subtle targeting aids that allowed the levels to be 
designed with vertical options such as targeting an 
enemy high in a tower through a sniper scope. 
(Other console FPS titles have had to "flatten" the 
environments to make them gamepad-friendly.) On 

the PC, looking around with the mouse-keyboard 
combo is as instinctive as it is intuitive, and so 
most of those aids will be removed. "When we do 
this, it also impacts the balance of the game [e.g., 
head shots], and we have to compensate for these 
effects in the damage model," says Chu. 

So expect the same compelling single-player 
sci-ti experience, all the vehicular combat, and an 
enhanced suite of multiplayer options when Gearbox 
escorts Halo to its rightful home on the PC in 03 2003. 

■ Details on new multiplayer modes are still to be 
decided at Gearbox, but the maps should be 
designed to accommodate at least 16 players. 

http://www.pcgamer.com 
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HDMEWDRLD2 
ALEX GARDEN BLASTS BAl:K INTD SPAl:E WITH AN UPDATE TD 1999'5 BEST GAME 

C Gamers 1999 Game of the 
Year was Homeworld, a dizzy
ingly original RTS that fea 
tured balletic three-dimen
sional outer-space battles. 
Blessed with sizzling graphics, 

clever design, and a surprisingly involving single
player storyline, Alex Garden's space opera had 
us riveted for months. 

Relic Entertainment and Sierra are reuniting 
after a long and messy series of delays, ready to 
unveil the first glimpse into the development of 
next year's sequel. Homeworld2 builds on the orig
inal's strengths, incorporating a host of new ideas 
(many suggested by the hardcore gamer faithful) . 

We pinned down Relic CEO Garden to get an 
exclusive insight into the second installment of 
the interplanetary opus ... 

Pl: liAMER: Tell us about the new improve
ments to the old system. 

ALEX liARUEN: Some of [the enhancements] 
are designed to address concerns we had with 
Homeworld's interface, and some of them are 

Piecn of this 
111111118d 111111 .,.._ 
Relic Is ollvloaly 

paying I lot of attenliOR 
tada111gelffecll. 
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■ An ion cannoa cuts through • ship's hull. At last. 
we've achieved the fabled "blow-through" effect 
11en in sci-fi shows like Babylon 5. 

designed to let us create new gameplay features 
that weren't possible [before]. One example of the 
latter is a streamlined movement mechanism that 
includes the ability to click on objects in the world 
to move directly to them. 

Pl: liAMER: Same engine? Improved engine? 

ALEX liARDEN: Homeworld2will feature a 
brand-new 3D engine that has been designed to 
bring out the best features of all the new 3D cards. 
It's going to once again totally redefine the 3D 
space-combat RTS genre's graphical expectations. 

Pl: liAMER: The multiplayer goodness: 

■ Even a squadron of lowly corvettes looks like 
• mob of ass-kicking greatness when it's flying 
in tight formation. 

■ Dramatic mothership angles provide soma 
grandiose set-pieces for the action. When 
attacked, expect Death Star-type battle scenes. 

ALEX liARDEN: You can expect a lot better! 
The soundtrack is being done by the same team 
that did Homeworld's, and they have a ton of 
ideas that they're going to use to take music and 
sound to the next level in the spirit of a true 
sequel. {But we 're saddened to learn that aging 
rockers Yes will not be contributing their talents 
to the new project! - Ed.] 

Pl: liAMER: Tools for the game's long-suffering 
mod community: 

ALEX liARDEN: Homeworld had one of the 
most active mod communities in the RTS world, if 
not the most active, and, as you all know, we 

"WITH ITS BRAND-NEW. BUILT-FADM-SCAATCH 2iD 
ENGINE. HDMEWDALD2 WILL DNCE AGAIN TDTALLY 
REDEFINE THE 2iD SPACE-CDMBAT ATS GENRE'S 
GRAPHICAL EXPECTATIDNS." - RELIC'S ALEX GARDEN 

ALEX liARDEN: Multiplay will be online six
player. We are going to be significantly extending 
the multiplayer experience in the core game, and 
since we're making the game so mod-able, you're 
going to be able to extend it even further this time. 
The maps in Homeworld2 are a huge leap forward 
from the "void maps" of Homeworld. I can't give 
too much away just yet, but I can say that you're 
no longer working exclusively in the void . 

Pl: liAMER: The music and sound design that 
earned Homeworld a Special Achievement in 
Music award from PC Gamer. 

http://www.pcgamer.com 

didn't do a great job of providing tools and sup
port to enable it. Relic Developers' Network is a 
new initiative that we are really excited about... 
RON is an initiative that we started to provide 
tools and support for the community in an effort 
to let you extend the game engine in all the ways 
that you've dreamed of. Hopefully, it'll be a new 
way to encourage modmakers. You 'll have access 
to all the same tools that we do. You'll have 
documentation. In some cases, you'll even have 
developer support. And we are totally committed 
through RON to give you the tools that you need 
to make world-class mods. 
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• 256MB DOR PC2100 SDRAM • 256MB DOR PC2100 SDRAM • 384MB DOR PC2100 SDRAM 
• 30GB* Ultra ATA Hard Drive • 20GB* Ultra ATA Hard Drive • 30GB* Ultra ATA Hard Drive 
• Bx Max DVD-ROM Drive • 24x CD-RW/DVD Combination Drive with Roxio's Easy cb Creator" • 24x CD-RW/DVD Combination Drive with Roxio's Easy CD Creator" 
• 16MB DOR NVIDIA" Geforce2 Go" 100 AGP 4x Graphics • 32MB DOR NVIDIA" Geforce2 Go" 100 AGP 4x Graphics • 64MB DOR NVIDIA" Geforce4 440 Go" AGP 4x Graphics 
• Sound Blaster" Compatible • Sound Blaster" Compatible • Sound Blaster" Compatible Sound with Wavetable 
• 59WHr Li -Ion Battery (B cell) • 59WHr Li-Ion Battery (8 cell) • 66WHr Li-Ion Battery with ExpressCharge" Technology (8 cell) 
• Internal Modem and Network Card • Internal Modem and Network Card • Internal Modem and Network Card 

$1479 oras lowas $45/mo~ 
E-VALUE Code: 13108-800914m $1699 or as low as $51/mo* 

E-VALUE Code: 13108-800916m $2099 or as low as $63/mo* 
E-VALUE Code: 13108-800920m 

Make this your perfect PC: Make this your perfect PC: Make this your perfect PC: 
• 24x CD-RW/DVD Combination Drive, add $170 • 384MB DOR PC2100 SDRAM, add $200 • Advanced Port Repl icator Bundle with Keyboard, Mouse and 
• 32MB DOR NVIDIA" Geforce2 Go" 100 AGP 4x Graphics, add $100 • 30GB* Hard Drive, add $99 Monitor Stand, add $249 
• Notebook Backpack, add $79 • Microsoft" Dffice XP Small Business, add $129 • Mobile Intel• Pentium• 4 Processor-M at 2GHz, add $200 
• 15" XGA TFT Display, add $100 • Custom Leather Case, add $99 • Extra Li-Ion Battery, add $99 

• Deluxe Nylon Carrying Case, add $49 

Dell recommends Microsoft® Windows® XP Professional for Mobile Computing 
*AOL: New members only. Must register for AOL within 30 days of invoice. To avoid paying monthly membership fees, cancel during the 6-month promotional period. Even during promo period, telephone access 
charges on your phone bill (call your phone co. for details) and surcharges for premium services and 800# access may apply, including in AK. Availability may be limited, especially during peak times. For new, 
18+ U.S. members with major credit card or checking account only. limited time offer. 
Prices/Availability: Prices, specifications. availability and terms of offers may change without notice. Taxes and shipping charges are extra. and vary. Cannot be combined with other offers or discounts. Valid for U.S. Oell Home 
Systems Co. new purchases only. Dell cannot be responsible for errors in typography or photography. Limited Warranty: You can get a copy of our limited warranties and guarantees by writing Dell USA L.P., Attn: Warranties, One 
Dell Way, Round Rock, Texas 78682. To purchase warranty only or for information on other service options please call 1-800-915-2355 or visit dell4me.com/termsandconditions. Service: At-Home or On-Site service provided via 
third-party contract with customer. Technician wi ll be dispatched, if necessary, following phone-based troubleshooting. Availability varies. Other conditions apply. Hard Drives: For hard drives. GB means 1 billion bytes; accessible 



Dell I Home Desktops 

Dimension"' 4500 Desktop 
Superior Performance, Smart Value 
• Intel• Pentium• 4 Processor at 2GHz with 512K L2 Cache 
• 128MB DOR SDRAM at 266MHz 
• 40GB* Ultra ATA/100 Hard Drive (7200 RPM) 
• NEW 17" (16.0" v.i.s .•. 27dp) E772 Monitor 
• 32MB ATl0 RAGE" Ultra Graphics Card 
• 16x Max DVD-ROM Drive 
• Integrated Audio 
• NEW Harman Kardon HK-206 Speakers 
• 56K* PCI Telephony Modem 

$899 or as low as $27 /mo• 
E-VALUE Code: 13108-500908m 

Make this your perfect PC: 
• 256MB DOR SDRAM at 266MHz. add $50 
• 24x/10x/40x CD-RW Drive with Roxio's Easy CD Creato~add $20 
• Harman Kardon HK-395 Speakers with Subwoofer, add $30 
• SB Live! 1024V Digital Sound Card. add $20 
• NEW 19· (18.0" v.i.s .• .26dp) M992 Flat Screen Monitor. add $190 

Dell I Standard Features 

Standard Features 
• Microsott- Windows• XP Home Edition 
• Microsoft9 Works Suite 2002 • 
• Dell Picture Studio Image Expert Standard Edit ion 
• Dell Jukebox powered by MUSICMATCH• 
• 6 Months America Online• Membership Included* 
• Dimension Desktops shown here include 

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

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

Dimension"' 4500 Desktop 
Superior Performance, Smart Value 
• Intel• Pentium• 4 Processor at 2.40GHz wi th 512K L2 Cache 
• 256MB DOR SDRAM at 266MHz 
• 40GB* Ultra ATA/100 Hard Drive (7200 RPM) 
• NEW 17" (1 6.0" v.i.s ... 25dp) M782 Flat Screen Monitor 
• NEW 64MB DOR NVDIA0 GeForce4" MX Graphics Card with TV-Out 
• 16x Max OVO-ROM Drive 
• 24x/1 Ox/40x CD-RW Drive with Roxio's Easy CD Creator" (2"' bay) 
• SB Live! 1024V Digital Sound Card 
• Harman Kardon HK-395 Speakers wi th Subwoofer 
• 56K* PCI Telephony Modem 
• 10/100 PCI Fast Ethernet Network Card 

$1199 or as low as $36/mo~ 
E-VALUE Code: 13108-500911m 

Make this your perfect PC: 
• 15" E151FP Flat Panel Display, add $220 
• Turtle Beach" Santa Cruz" OSP Sound Card. add $40 
• Harman Kardon HK-695 Surround Sound Speakers with 

Subwoofer. add $30 
• BOGB* Ultra ATA/100 Hard Drive (7200 RPM). add $60 

Dell I Solutions 

Software & Peripherals 
Desktop: 
• Epson• Stylus CBO Color Printer (Color-Matched to System). $149 
• Lexmar1<" XB5 Multi-Function (Prints. Scans. Copies. and 

Faxes). $199 
• Belkin• SurgeMaster" Gold Series Surge Protector, $39 
• Canon• PowerShot" A200. $199 
Notebook: 
• Tripp-Lite Portable Surge Protector. $20 
• Targus• Auto/Air Adapter. $99 
• Kensington• SaddleBag, $49 
• Kensington• Slim MicroSaver" Security Cable, $37 
• Canon• BJC-85 Portable Printer, $299 

Dimension"' 8200 Desktop 
Cutting Edge Technology 
• Intel• Pentium• 4 Processor at 2.53GHz with 533MHz System Bus 
• 256MB RDRAM 
• BOGB* Ultra ATA/100 Hard Drive (7200 RPM) 
• NEW 19· (18.0" v.i.s .•. 26dp) M992 Flat Screen Monitor 
• NEW 64MB DOR NVIDIA" GeForce4 Ti 4200 Graphics Card 

with TV-Out and DVI 
• 16x Max DVD-ROM Drive 
• 40x/10x/40x CD-RW Drive with Roxio's Easy CD Creator" (2"' bay) 
• Turtle Beach" Santa Cruz" DSP Sound Card 
• Hamnan Kardon HK-695 Surround Sound Speakers with Subwoofer 
• 56K* PCI Telephony Modem 
• 10/100 PCI Fast Ethernet Network Card 

$1599 or as low as $48/mo~ 
E-VALUE Code: 13108-500915m 

Make this your perfect PC: 
• 512MB RDRAM. add $140 
• NEW DVD+RW/+R* Drive with CO-RW including Sonic" 

MyDVD" and Roxio's Easy CD Creato~ add $299 
• NEW 128MB DOR ATl0 RAD EON™ 9700 Graphics Card 

with TV-Out and DVI. add $250 

Service & Support 
Upgrade from Standard Warranty and Service to: 
3-Year Limited Warranty:3-Year At-Home Service•: 
• Dimension 4500 and 8200. $159 
3-Year Limited Warranty: 3-Year On-Site Service*: 
• lnspiron 2650. $219 
• lnspiron 8200, $299 
Accidents Happen! 
Protect yourself with CompleteCare· Accidental Damage Protection*: 
• Dimension 1-Year. $39 
• Dimension 3-Year. $99 
• lnspiron 1-Year. $99 
• lnspiron 3-Year. $169 

With Dell, you can have it all. Looking for the latest in PC technology? Look no further than Dell. Featuring high performance 

Intel® Pentium® 4 Processors. Dell PCs deliver exceptional speed and performance to any application. Whether you need a 

versatile desktop that's ready for anything, or a powerhouse notebook for when you're out and about. Del l can custom-build a 

PC that's just right for you. And since it's made to order and shipped direct. a new Dell PC is always available at a price that's 

right for you. too. There truly is a better way of finding, buying, and owning a computer. A better way that's easy. 

The perfect PC, at the perfect price. Easy as _,.__L 
To order visit www.dell4me.com/pcgamer or call toll free 1-877-749-3355. 

capacity varies with operating environment. 56K Modem: Download speeds limited to 53Kbps. Upload speeds are less (about 30Kbps) and vary by modem manufacturer and line 
conditions. Analog phone line and compatible service required. Purchase Plan: Dell Preferred Account: Offered by CIT Online Bank to qualified U.S. residents. Taxes and shipping 
charges are extra and vary. CompleteCare: CompleteCare service excludes theft. loss. and damage due to fire or intentional damage. CompleteCare is currently not available in all 
states. Not available for Oell Home Sales customers in CA. Fl or NY. Not available for Employee Purchase Program customers (Government, Health Care and Relationship/Faculty, 
Staff and Students) in CA or FL. May not be available to all customers. For complete details. visit hnp://www.dell.com/us/en/gen/services/ service_service_contracts.htm. DVD+RW/+R 
Drives: Discs burned with this drive may not be compatible with some existing drives and players: using DVD+R media provides maximum compatibility. Trademarlls/Copyright 
Notices: Intel, Intel Inside. Pentium and Celeron are trademarks or registered trademarks of Intel Corporation or its subsidiaries in the United States and other countries. Microsoft 
and Windows are registered trademarks of Microsoft Corporation. America Online. AOL, the Triangle logo and Buddy List are registered service marks of America Online. Inc. 
©2002 Dell Computer Corporation. All rights reserved. 

VA LU E 

Keep your E•VALUE 
CODE handy! It's 

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



CDVER STORY ■ LH'S UNTITLED WWII PRDJECT DIVILDPIR TDTALLY liAMES PUBLIIHIR LUCASARTS RILIAII DATI FALL ZDD:5 

h's World War II. 
Tha sides are most 

definitely unfriendly. 
Get ready to dogfight in 

an actiOII-Cllllllnld flight 
sim "for Iha rest ol - • 

LARRY HDLLAND'S 
UNTITLED WWII PRDJEl:T 
IF WE TDLD YDU ITS NAME. WE'D HAVE TD SEND YDU PLUMMETING "fD YDUR DDDM 

e're pleased to break the 
story on a game so far under 
wraps that it doesn't even 
have a name yet. But it most 
definitely has a pedigree: 
Larry Holland's Totally Games 

is the workshop behind cockpit classics TIE 
Fighter(1994) and Secret Weapons of the 
Luftwaffe (1991) . And now, after finishing up this 
year's Bridge Commander, Holland's returning to 
the action/sim-lite genre that he helped perfect. 

The setting will be World War II once again. 
Engines will roar and bullets will sing as the Allies 
take their airborne arsenal of democracy up 
against the Axis for control of the skies ... 

Pl: liAMER: First off, what are some ideas for 
the name of the project? Will it be an obvious 
namesake to Secret Weapons of the Luftwaffe? 

LARRY HDLLAND: At this point we have only a 
secret codename for the project, a name that can 

'*' OCTOBER 2002 
PC GAMER 

llelp bring down some of the 
secret weapons pf the Luftwaffe. 

• .0 
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be whispered only in the dark corner of the bot
tom floor of an abandoned parking garage. (Hey, 
we 're paranoid - you never know who's listen
ing .) In terms of a product name, we usually 
wait until after the first few levels are playable 
and a good portion of the game story is solid 
before honing in on one specific name. After 
that the legal beagles go to work to make sure 
it's available for copyright, and then you reserve 
the web address and then go public. As far as 
any relation to Secret Weapons of the Luftwaffe 
- or SWOTL, as we affectionately refer to it -
we've considered the pros and cons but really 
haven't decided. 

Pl: liAMER: Will the focus be action-based 
or more toward a realistic sim experience? 

LARRY HDLLAND: The hallmark of Totally 
Games' earlier air-combat games was their 
emphasis on action and accessibility rather 
than being a detailed simulation of particular 
aircraft. While not highly technical, those games 
totally involved the player in great events and 
epic air battles, creating a strong sense of 
authenticity. This [gameplay] is the tradition and 
legacy from which we're build ing this new 
series of games. I'd describe the last decade of 
flight sims as generally more clinical and exact
ing - they didn't have broad appeal, particu
larly to action gamers. This title will be an 
action game through and through. 

Pl: liAMER: Will you be flying from both 
sides of the conflict? 

LARRY HDLLAND: No, you'll fly from just 
one side of the battle. We're holding details of 
the story secret until we can be assured that 
they've all been properly declassified. What I 
am at liberty to say is that you'll be a part of an 
elite squadron seeing action in several regions 
of the world. 

Pl: liAMER: One of the things everyone loved 
so much about TIE Fighter was its story-driven 
single-player campaign. Every mission added 
plot and character development. Will we see 
the same kind of single-player campaign in your 
World War II game? 

LARRY HDLLAND: Yes, the game will defi
nitely have a compelling story-driven single
player experience. There will defin itely be some 
twists and curves thrown in, with many exciting 
secret events only recently uncovered from 
World War II archives. Other modes of play will 
be included, but we'll be able to disclose that 
information only at a later time. 

Pl: liAMER: Can you list some of the major 
aircraft that will be available in the game? 

LARRY HDLLAND: You'll get a sol id mix of 
the classic WWII fighters, including the Spitfire, 
the P-38, the P-51 , the Zeke, and the Fwl 90. 
Additionally, there'll be a number of exotic fi ght
ers, including the famed ME262, the ME163, the 
lesser-known XP-56, and other experimental air
craft. A few bombers will be featured as well. 

http://www.pcgamer.com 

THE liAMES WE KNDW 
ARE 1:: a MIN Ii ,.uT TH■ D■V■LDP■R■ AR■N·T TALKING) 

T 
here are some games we just know (or is that believe, or even unadulterated hope?) are com
ing out in 2003, but the pesky game makers are keeping their lips sealed up tight on the who, 
what, where, and how. Here are some of the biggest that no one's talking about right now: 

DDDM Ill 
WHAT WI KNDW: id's bloody head-ripping 
ode to space marines everywhere made a huge 
impression on us at this year's E3. Unfortunately, 
these two amazing new screens are all we could 
pry out of 'em (for now, anyway). 
RIA■DN THIY WDN'T TALK: It takes at 
least two months to translate John Carmack's 
explanations of the 3D rendering technology into 
a language normal humans can understand. 

HALF-LIFE 2 
WHAT WI KNDW: Valve apparently hasn't 
been doing much work on Team Fortress 2, so they 
must be doing something, right? Rumors are flying 
like head crabs that the developer is readying the 
return of Gordon Freeman for sometime next year. 
RIA■DN THIY WDN'T TALK: The Men in 
the Suits at Sierra. 

THE MATRIX 
WHAT WI KNDW: lnfogrames paid Interplay 
some $47 million for developer Shiny. Despite 
Shiny's lack of success with its last few prod
ucts, David Perry's group snagged the rights to 
the Matrix license, and that was enough to jus
tify the price tag. With two movies due out next 
year, The Matrixwill be everywhere. 
RIA■DN THIY WDN'T TALK: We're 
promised stunning technology and games that 
push further the movie's ground-breaking effects. 
And apparently that'll take a while! 

MAX PAYNE 2 
WHAT WI KNDW: Though new publisher 
Take-Two Interactive publicly announced in May 
that Rockstar and Remedy had begun working on 
a sequel to our Action Game of 2001, Max Payne 2 
hasn't been seen nor heard from since. 
RIA■DN THIY WDN'T TALK: Still too 
early in development to talk about. Plus, Max has 
"gone Hollywood" since his movie was green-lit. 

QUAKE IV 
WHAT WI KNDW: Raven's sequel to the 
best-known FPS franchise on the planet will use 
the Doom Ill engine .. . and that's about all we know 
(though a strong single-player game is promised). 
RIA■DN THIY WDN'T TALK: Don't 
expect to hear much about Quake /Vuntil Doom 
Ill has its day. Raven can't spill the beans on the 
engine before id does. 
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i:ASINO EMPIRE SUPPLY 

LOADED DICE 
By C'UJ(JV/4 

~ 
Put Lady Luck in the palm of your hand FOR GOOD 
with these house-friendly, odds-enhancing dice 
featuring breakthrough INVISI-CON Technology. 
Then stand back and watch your customers 
throw their money at you ... LITERALLY. 

Luigiville Slugger® 
KNEECAP BAT 
Nothing says "Pay up, punk" like a few 
home-run ~"".ings to the patella. These _ ... /']l ···· 
rock-hard Joint busters are heavy ·==?J,;.;f 
en?ugh to split a knee open like ··::\J;} .. . · 
a npe melon, yet light enough ... ~ .:/~ 
for all-night jobs WITH ~(._..::==··:·· · 
LITTLE OR NO ARM · :-{ · . 
FATIGUE. 

ese eager-to
work "overtime" for 
references from 
with their own · 
Say "Nyet!" to -
COST INCLUDES 

• PINE 

• ALUMINUM 

• OR RAZOR-WRAPPED 
"COLLECTOR'S EDITION" 

"HOSPITALITY" 

.···... . 

·.;..·.·.·.·.·.·. y :.: .. ....._ 

Make your troubles disappear with these deluxe 
"pennanent vacation• ~ located in private, 
seldomly patrolled 8"'" just outside city limits. 
HUSH MONEY IIAY IE IIIUIRED UPON PURCHASE. 

FEATHERED HEADDRESSES 
Who knows why audlerioes love gaudy, six-foot 
headdresses so much. .. BUT THEY 
DO! Watch touristS FLOCK 
to these sky-high crowd- . ·· 
pleasers, each made 
with the feathers 
12 simulated ostrich 
es! And with 
titanUn . 

limited 
height 
an 

1 run 
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RBLEX STATUARY 
By SKULPTED 

KLASS IX 

TW 

From the world's top 
Kraftsmen come these 
semi-original reproduc
tions of actual historical 
celebrities. Each can be 
modified to spray water 
from ANY ORIFICE! 

Choose from: 
MICKEY ANGELO'S DAVID, 
CAESAR, NAPOLEON, 
LIBERACE. 

RATIONAL POSTERS 
ad the spirit of 
eless exploitation 
these full-color 

•Ganda reproduc
perfect for office 

employee restroom. 
WORKS 

lfJE: 
DYAL.TY. Or else." 

Didn't See A Thing." 
the Instant classic: 
LT is for Nuns." 

GENUINE FOOL'S GOLD 
GILDED FRAMES EXTRA. 

ASINO EMPIRE SUPPi; 

The 1Jiu.eJla.:_,._ 1JUJt.e..Pr..© 
LARGE-TYPE SLOTS ·······•·❖.·.•.·· ..... •• ...... • ... •• ========:=:::: 

CATARACTS?! WHO CARES?! e-z E o :l1i1!:ll1: 
Introducing the perfectly legal tt::.~--===:.=.ll ·-:\ 
way to tap into the life savings 
of the LEGALLY BLIND. With 
lemons the size of medicine balls 
and cherries that could choke a 
whale, these glaucoma-friendly 
slots give your clients the pleasure 
of reallocating their retirement 
funds to the plinkity-plink tones 
of disappearing coins. 

1 HITE TIGER CUBS 

REATFOR ~ 
Magic Shows ~& a 
Lobby Attractions BRAND 
Petting Zoos 

"Accidental" Mauling of Competitors 

Masterfully bred for a gentle-ish temperament and 
flame-resistant fur, these albino showstoppers will soften 
the hearts and loosen the purse strings of animal lovers 
everywhere. As seen on stage and TV's "When Exotic 
Pets Maul Their Handlers." 
AVAILABLE IN: MALE, FEMALE & GENDER•MYSTERIOUS. 



l!DVER STDRY ■ RISE DF NATIONS DEVELOPER BIG HUGI GAMES PUBLISHER MICRDIDFT RELEASE DATE MARCH ZDD:lll 

RISE DF NATIDNS 
HERE ARE FIVE REASONS WHY BRIAN REYNOLDS' OPUS WILL l:HANGE TH E FAl: E 
DF REAL-TIME STRATEGY GA MING IN 2DD:5 .. . AND BEYOND 

■ You can engage the enemy head-to-head, but for 
best results, use flanking maneuvers. Bonuses are 
applied for well-formed attack strategies. 

■ Once your economy is up and running, you can 
dedicate all your time to the fine art of war. More 
land = more resources= more opportunities. 

■ Most of the control interface will be instantly 
.. · familiar to anyone who'.s played Ensemble's 
· extraordinary Age of Empires games. 

Nil . 'OCTOBER 2002 PC GAMER 

5 NATION VS. NATION 
Movable national borders ring your ter
ritory and will expand as you bui ld new 

cities and conquer enemy territory. Expanding 
your territorial reach will give you control of addi
tional resources, including valuable bonus riches 
(like diamonds) that are scattered across the map. 

Borders will also impact how combat plays 
out. To prevent players from betraying each other 
by stationing troops in a friendly nation in prepa
ration for an offensive, your troops wi ll suffer hit
point loss through attrition if they enter a friend ly 
territory. In other words, if you want to attack, you 
must openly declare war; under-handed tricks 
won't work to your advantage. 

II l:DNDUERING THE 
ENEMY 
Instead of simply razing enemy cities, 

you can seize control of them and incorporate 
them into your territory. You do so by attacking 
the city center: once it's taken a certain amount 
of damage, the city is essentia lly up for grabs, 
and whoever has the most military units in the 
area takes control. The city then goes through 
an assimilation period, where it's relative ly easy 
for the ousted player to retake the town. Once 
this period is over, you contro l all of the city's 
assets and resources, and you need to develop 
_enough forces to maintain the conquered city 
after your initial attack. This requirement will 
likely deter aggressive nations from expanding 
before they're truly capable. 

3 MANAGING RESDURl:ES 
RoN has all the standard resource man
agement, such as chopping wood, 

growing food, and mining metal. Unlike other RTS 
games, though, you build trade caravans that will 
automatica lly go from city to city within your bor
ders, simulating the buying and selling of materials. 
This process creates a commerce rating, which 
impacts how much gold enters your treasury. 

In addition, idle workers will automatically 
determine where they are needed and head off to 
work. And all of the resources are infinite, mean
ing that once you have a logging camp set up, it'll 
always produce lumber. 

2 SEA TRAVEL 
Moving troops across a body of water is 
extremely simple: select your units, 

click on the water, and they'll turn into transport 
ships. Once the ships reach their destination, the 
transports turn back into land troops. 

I l:DNDUER THE WORLD 
In addition to the standard single-player 
campaign and full multiplayer suite, 

RoN will also include a complex single-player 
mode ca lled Conquer the World, which is exactly 
what it sounds like: There's a map of the world, 
you control a small segment of it, and you must 
crush any and all rival nations beneath your boot 
hee l. We've been waiting an eternity for a Risk
inspired gameplay mode like CTW in a RTS, and 
we're confident we won't be disappointed. 

h ttp:/ /wVVV11.pcgamer.com 









l:DVER STDRY ■ UNRIAL II DIVILDPIR LllilND INTERTAINMENT Pu■LISHD INPDliRAMES 11111.UR aan EARLY zaa:5 

UNREAL II 
LEliEND l:D·PRDJEl:T DIREl:TDR/PRINl:IPAL DESlliNER MIKE V ERDU SPDUTS DFF 
DN WHY UNREAL II WILL RDl:K YDUR WDRLD 

■ The updated Unreal engine looks fantastic and promises all kinds of rude-dazzle. According to 
Venlu, this new tech will sport an insane amount of polygons. an amazing particle system. and lo1S of 
technical features that will make the characters more lifelike and the outdoM levels more realistic. 

+•+ OCTOBER 2002 PC GAMER I 

PC GAMER: You have 100 words to tell me why I 
should buy Unreal II. Go. 

MIKE VERDU: Playing Unreal //feels like living 
through an epic science-fiction movie. There's a 
feeling of adventure and a growing anticipation for 
finding out "What happens next?" and "Where will 
they take me next?" Unreal II has a pace and style, 
a "feel" that's unique - lots of very high-intensity 
combat combined with richly realized worlds, com
plex characters, and an unfolding story. 

PC GAMER: What kind of updates and/or 
changes have been made to the Unreal engine? 
What are some of the new tricks it can pull off? 

MIKI VERDU: You only realize the scope of the 
underlying engine improvements when you see sub
tle touches like realistic smoke lit from a nearby fire 
or being blown about in an explosion; fields of grass 
moving slowty in the wind; an incendiary grenade 
going off in multiple fiery explosions that set nearby 
enemies ablaze; or the lifelike pulsing movement of 
the skin on a creature the size of a building. 

PC GAMER: The beginning of Unreal introduced 
a few cool scripted events, but those tapered off as 
the game progressed. Will Unreal //feature consis
tent use of scripted events throughout the game? 

MIKI VERDU: We look at the current generation 
of games as our departure point for in-game story
telling, rather than going all the way back to Unreal 
Yes, we're packing in lots of in-game scripted 
sequences that not only add color and excitement 
to the game, but are also instrumental in moving the 
story along. One example is an encounter between a 
group of unfortunate colonists and a Skaarj raiding 
party that takes place in front of you. Another is the 
destruction of an atmosphere processing station as 
the planet surface buckles and collapses around you. 

PC GAMER: Are there any features that you 
wanted to include in Unreal II but were unable to? 

M E VERDU: We really wanted to have robust 
multiplay, but we realized that we were biting off more 
than we could chew. Building a compelling, best-of
breed single-player game is challenge enough. 

PC GAMER: What are some cool Unreal //fea
tures that we might not have heard about? 

M KE VERDU: We're adding a bit of strategy to 
the FPS action by allowing the player to set up turrets 
and shield walls in single-player missions. For exam
ple, you can position these units as perimeter defenses 
for an area or even deploy a turret to help you in a 
firefight Enemy NPCs can also use these placeable 
units, so the player will come up against turrets and 
shield walls during missions. The end result is a sub
set of missions that have very dynamic gameplay. 

httf>://www.pcgamer.com 









l:DVER STDRY ■ WDRLD DF WARCRAFT DIVILDPIR BLIZZARD PUBLIIHIR BLIZZARD RILIAII DATI SECDND HALF ZDDll 

WDRLD DF WARl:RAFT 
TEN WAYS IT'LL VANQUISH EVERY DTHER MASSIVELY MULTIPLAYER liAME 

I a l:INIMATll:51 
You're used to Blizzard's unrivaled story 

cinematics advancing the plot of single-player cam
paigns, but you'll be awestruck when these gor
geous CG sequences pop up on an ongoing basis to 
advance WoW's evolving story. 

!I ■LIZZARD•ITYLI l:LANI/PARTIII 
From fiercely proud Ore tribes to regal Human 

dynasties protecting the "nobler" race, you can 
etch your place in the intricate histories of these 
clans, as well as party with a cross-section of fel
low adventurers in racial sub-clans. 

a WATIR·■AIID INTIRAl:TIVITY 
The bodies of water in the earlier games haven't 

been forgotten. WoWwill feature full interactivity 
with oceans, lakes, and rivers, including swimming 
excursions into underwater tunnels and hidden areas. 

7 TDP TRANIPDRTATIDN 
Everyone can use a lift getting from place to 

place. Board a galleon to cross an ocean channel, 
hop aboard a zeppelin for an aerial ride across the 
continent, or use other transports from the series. 

& NUMIRDUI WIATHIR l:HANlill 
Snow. Fog. Rain. You'll see it all in WoW, and 

you'll also see how it affects gameplay. Day/night 
cycles and weather effects will impact game physics 
as well as graphics, upping the level of immersion. 

5 TRAD■ IKILLI 
With a full spectrum of classes and trade 

skills, you can participate in an ongoing economy 
and maybe earn some coin moonlighting on the 
side of your adventuring job. 

11 IT'I THI liRAPHll:I, ITUPID 
There's just no comparison between the vibrant 

animation-style visuals of WoWand those of any 
other MMORPG in development The world looks lush, 
rich, and lived-in, with dense foliage and detailed 
structures - and those intricate character models I 

'!It A NIW PLAYA■LI RAl:I 
iiiil Fans of the series' evolving story will enjoy the 
new dimension added by playing the Tauren, nomadic, 
"bull" -figured hunters who just want to live in peace. 

2 l:AIUAL PLAY ALLDWID 
You won't have to sink your real life for maxi

mum enjoyment of WoW With quests that can be 
solved in a short amount of time (but which provide 
plenty of XP and cool loot), you can advance in the 
game without devoting five hours a night to it. 

I LANDI DP LlliEND 
You'll explore the familiar but fabled stomping 

grounds of Azeroth, Lordaeron, and Khaz Madan 
from the close perspective of a single character. 
And the lands are littered with tributes to the 
Warcraft series, such as statues of fallen heroes. 
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■ You might try to convince one head of this 
two-headed nasty to turn on its brother. Or, more 
efficiently, you can just stick a sword in 'em. 

■ No MMORPG boasts a more detailed, lush 
graphical environment. The flora and fauna are 
rendered with dazzling clarity. 
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"OBJECTION OVERRULED." 
Control an office full of steamy, passionate love affairs, 

hateful rivalries and intense jealousy in The Partners , a 

life simulation game that puts you in a fast-moving law 

office where the daily ups and downs are anything but 

mundane. 

All the spirit of a soap opera in a video game 

- and you write the script! 

• Over 100 possible interactions between characters. 

• Over 250 actions can be performed throughout the 

working day. 

• Over 100 far-fetched cases for your lawyers to sink 

their teeth into. 

• Campaign mode features three campaigns each 

with seven different missions to complete. 

• Freeplay mode lels ~ conlrol the daly agenda as you wish. 







Instructions so easy to u 

It's the dream of every 

GTA Ill owner - replace 

main character Joe 

Anonymous with your very 

own strikingly handsome 

mug. Unfortunately, the 

manual 's sketchy instruc

tions don't give you the 

full story on how to create 

a skin of yourself . Don't 

worry - even if you've 

never so much as skinned 

your knee, just follow 

these easy steps and you'll 

soon be busting heads in 

Liberty City ... as you! 
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MEET YOUR SKIN 

G 
o to wherever you installed Grand Theft Auto Ill on your com
puter (the default directory is C:\Program Files\Rockstar Games\ 
GTAIII\) and open the Skins folder. You'll see two bitmap files 

here - player and playa2. These are the default player skins used in 
the game, and are the templates for Mini-You. 

Open both skins in Microsoft Paint and choose the one with cloth
ing that suits you best. Notice how the skin is broken up into pieces. 
You 'll also notice that he's literally half a man: there's half a jacket, half 
a face, one shoe, and one pants leg. This split is important to remem
ber because any changes you make to the skin (including your face) 
will need to be perfectly symmetrical. Also, you may notice that GTA Ill 
doesn't have any female models - so ladies, if you 're intent on making 
a skin of yourself, prepare for a sex change. 

2 TAKE YOUR PHOTO 

http://www.pcgamer.com 

N ow that you've seen an 
example of where and 
how your face should be 

positioned in the skin, take your 
picture! Using a digital camera 
(or a regular camera if you have 
a good scanner), shoot two pies 
of your face: one straight-on 
and one of your right side. (Don't 
cock your head to the side. 
Remember: Your face needs to 
be symmetrica l. ) For best results, 
take both shots in front of the 
same background (a plain mono
colored wall should do nicely), 
use the same expression, and 
exaggerate your features, espe
cially your eyes. (Your skin may 
look "squinty" otherwise.) Then 
save both shots as .bmp files. 

3 FACIAL MANIPULATION 

MS PAINT 

T his next step depends largely 
on what kind of image-editing 
software you have and how 

well you know how to use it. We 
strongly recommend that you use a 
professional program like Paint 
Shop Pro (www.jasc.com) or 
Adobe Photoshop (www.adobe. 
com) because they offer more flexi
bility. Free evaluation copies of 
both programs are readily available 
from their respective websites. 

That said, you can still make a 
skin of yourself using old Microsoft 
Paint, which comes free with Win
dows. Just don't expect perfection. 

If you have PSP or Photoshop, 
you'll want to blend the two photo
graphs of yourself into one. Mesh 
the photo of your right side with 
your face as shown here. Flatten 
the image and then use a clon ing 
tool to fill in any missing flesh or 
hair and to blend the line dividing 
the right/left sides. When you're 
done, the completed pie should 
have a "wrap-around" effect similar 
to the face in the original skin. Be 
sure to even out differences in skin 
tone and hair color. (Sorry, you're 
stuck with the character's hairstyle.) 

Just have MS Paint? Use the 
Select and Free-Form Select tabs 
to draw a cut-out of the right side 
of your face like we have below. 
Try to make the cut right down the 
center of the nose. (You won't need 
your profile shot if you go this route.) 
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CREATE THE NEW YOU 

N ow that you've skinned your face, resize 
it to the same size as the existing face in 
the Player skin 164 x 64 pixels). If you've 

created a blended face, simply copy and paste 
it over Mr. Anonymous. 

However, if you had to make a "mask" of 
your face in MS Paint, copy and paste it to 

the Player skin and try to 
center it the best you can. 
Unless you're very tan, the 
skin colors won't match. 
IWe told you to use 
Photoshop!) Experiment 
until you get a good fit, 

but be warned that the finished skin may still 
make you look like Leather/ace from The 
Texas Chainsaw Massacre. 

ACCESSORIZE YOURSELF 

Y ou've got your skin - now it's time to 
customize your outfit. We've accessor
ized Mini-Chuck here with these totally 

bitchin' PC Gamerlogos. !Using the same resize/ 
copy/paste technique that we used for the 
face.) Just remember that any logo or markings 
you add to your skin's right side will also show 
up on his left. I So, no, you can't write "The Ve de 
Rocks!" across the back of your jacket.) 

You can even change the color of your 
pants or create a whole new outfit for yourself. 
When you're satisfied, save your final skin 
under a new name as a 24-bit .bmp file into 
your Skins folder. This skin will be selectable 
the next time you go to the player select 
screen under Options. Choose yourself, grab a 
trusty wooden bat, and get back to work! 
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• rev1e s 
VOUR ULTIMATE GUIDE TO NEW GAME RELEASES 

THIS IS THE 
SPACE THINKER'S 
FINAL WARNING! 

~ GAMER RECOMMENDS 

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

The herald of the cosmic rulers demands that games shape up fast 

H 
ear ye, Earthlings - I am the Space 
Thinker! Hovering in my asteroid 
fortress just outside the Earth's 
atmosphere, I have monitored human 

development through the aeons. And on 
behalf of the Galactic Overlords, I am here 
to announce that the continued sorry state 
of your "budget gaming" industry threatens 
your very existence! 

Over one year ago, I issued a grave 
warning : shape up your PC games, or face 
the wrath of galactic powers you can 
barely comprehend. But instead of heeding 
my advice, you continue to recklessly pub
lish budget shovelware and shoddy ports. 
Your pathetic Hooters racing games and 
firefighting "sims" are a new low. 

Accordingly, I am issuing this Final 
Warning to all the associated peoples of 
planet Earth: Change your wicked ways, or 
I shall, with great sadness, be forced to 
unleash the Cosmic Jackals. They will 
swoop down upon your planet like a pesti
lence, bringing great woe and destruction . 

Now, no one likes woe and destruction. 
Least of all the Galactic Overlords. We like 
to think of ourselves as evolved, supra
intelligent overbeings who swore off vio
lence long ago. But when I see the titles 
thrust out by Head Games, Gonzo Games, 
ValuSoft, and the various other charnel 
factories of the PC gaming business, even 
a master intellect such as the Space 
Thinker can hardly contain a continent
shattering rage. 

I wish to impress upon you the exact 
and extreme nature of Cosmic Jackal
ization . When we let loose the Cosmic 
Jackals, you can expect them to devour 
every city, drink every ocean, and defecate 
mightily throughout the lands. In short, it 
will not be a pretty sight. We hate to do it, 
but the dozen or so human survivors of 
this calamity will thank us in the end, 
because at least it will bring a stop to the 
Backyard Sports series. 

Do not fail in this test, humans. And mark 
my warning well, for I am ... the Space Thinker! 

HOW WE RATE THE CAMES: THE BREAKDOWN 

It's not easy to 
get here, end 
games in this 
range come 
with our unqualified 
recommendation. 

i:§1 OCTOBER 2002 

These ere excellent 
games. Anything that 
scores in this range is 
well worth your purchase. 
and is likely a great 
example of its genre. 

PC GAMER 

79'"-70•;. 
GOOD 

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

69'"-60¾ 59'"-50¾ 
ABOVE AVERAGE MERELY OKAY 

Reasonable, above- Very ordinary games. 
average games. They They're not completely 
might be worth buying, worthless, but you can 
but they probably have a definitely find numerous 
few significant flaws that better places to spend 
limit their appeal. your gaming dollar. 

49'"-40'" 
TOLERABLE 

Poor quality. Only a few 
slightly redeeming fea 
tures keep these games 
from descending into 
the utter abyss of the 
next category. 

39'"-0'" 
DON'T BOTHER 

Just terrible. And the 
lower you go, the more 
worthless you get Avoid 
these titles like TheVede's 
smelly socks, and don't 
say we didn't warn you I 
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Lead Your Forces-to ~Victory 
with -

Black grilles ship with product Maroon or Blue 
grilles FRE.E. with purchase while supplies last 
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lcewind Dale II 
In a year of powerhouse RPGs, an old warrior rises to the challenge 

H 
ow many years have we been play
ing Infinity Engine games? The 
answer is four - Baldur's Gate hit 
the pavement hot and sizzling in 

November 1998. That makes l cewind Dale 
II Black Isle's last tango with yesterday's 
golden-child technology. 

But everything you may be thinking 

VITAL STATS 
CAftGORY Roleplayiag 

ESRB RATING T 

DEVELOPER Blacl Isle Sllldloo 

PUBLISHER l ... rplay,VIVHdi 

about this game is 
probably wrong . Like 
an aging veteran who 
somehow crafts one 
last no-hitter, Jcewind 
Dale II defies the 

REQUIRED P11 31111 o, AMD Ki-Ill 
41111.-RAM. -BHD 

odds, demonstrating 
WE RECOMMEND PIN-0<AMD that gripping game
lhlroo/Alllloo, ,_, RAM, 1.115GB HD play and design 
MAXIMUM PLAYERS 6 finesse can rise for a 

fitting conclusion. 
With some nifty tweaks to the engine, 

A-class writing, and a dazzling implemen
tation of the D&D 3rd Edition rules, 
Icewind Dale II is like hauling out yester
day's burrito casserole and realizing that it 
tastes even better reheated. 

HIT ME, BLACK ISLE, ONE MORE TIME 
THE TALE PICKS UP 10 YEARS AFTER THE 

events OF Jcewind Dale II, in the region of 
the Forgotten Realms known as The Spine 
of the World. If you ever wondered where 
you'd live on the volatile continent of 
Faerfrn, here's a little tip: avoid this place. 
These folks get more trouble than that luck
less bunch in the Lemony Snicket novels. 
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Things get rolling in the port town of 
Targos, where the lord of the city has 
issued a caU for heroes to help beat back 
an uppity goblin army that's somehow 
managed to breach the town's wooden 
defense perimeter. Your peppy band 
answers the challenge and sets sail for 
Targos to convert another raging horde of 
bloodthirsty fiends into fertilizer. 

Unlike the more story-driven Baldur's 
Gate titles, the Icewind Dale series is defi 
nitely in the "combat-oriented" category. ID II 
manages to snaz up the formula a bit, how
ever. For one, the writing features some of 
the richest and most enjoyable dialogue 
since Planescape Torment. I kept clicking 
through the dialogue trees half-expecting the 
conversations to devolve into the mundane, 
but they maintained a quality of charm and 
purpose. Sub-area descriptions (accessed 
by clicking on specific locations, objects, or 
devices) are plentiful, rivaling Baldur's Gate 

for depth and frequency, and in a nod to 
the Ultima series, characters wilJ carry on 
their own (often quite amusing) chit-chat, 
which changes based on your actions. 

But combat is most definitely the main 
aim. You're flung into the thick of battle just 
minutes after disembarking at Targos port. 
From there, it's a wild r ide through glacial 
cityscapes, and from spooky dungeon crawls 
to uber-arctic battles. Through the game's 
six chapters you'll lay your vengeance upon 
the hordes of evi l and travel for miles from 
the Dragon's Eye to the Underdark and 
beyond. It's still fairly linear stuff, but 
honed to such a high-gloss sheen that the 
rails are hardly noticeable as you're ralJied 
along by the epic sweep of the story. 

FEATURING MORE FEATURES! 
WHAT ELSE IS NEW IN I CEWIND DALE II? FOR 

starters, you get a nearly complete inte
gration of the D&D 3rd Edition rules. 

PC GAMER OCTOBER 2002 i :Y 



Taking strides beyond even Neverwinter 
Nights, the developers have included the 
ability to play as Human Aasimar or 
Tieflings; Shield, Gold, or Gray Dwarves; 
various subtypes of Gnomes and 
Halflings; and (perhaps most importantly 
to R.A. Salvatore fans) the foreboding 
Drow - all with accurate ruleset stats . 

Barbarian, monk, and sorcerer classes 
are here, including subsets like "Monk of 
the Old Order" or the cleric-derived 
"Morning lord of Lathander." Black Isle 
gave the interface a complete overhaul to 
accommodate the fresh ruleset, adding 
details like four melee weapon and shield 
quick-configuration slots for streamlined 
combat, as well as slick, elegant screens 
for feats , abilities, and skills. 

The engine's been tinkered with, too, 
allowing for some enormous battles with 
dozens of malevolent abominations deter
mined to snack on your party's quivering 
carcasses. Like never before, group-com
bat tactics will play a critical role in bring
ing you through still smelling like a daisy. 

The only glaring omission occurs in 
the journal screen, which has been 
reduced to one view per chapter. What 
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happened to the trusty old "quests out
standing" and "quests completed" views? 
Hunting through this stacked accumula
tion of text can be a bit of a kludge, given 
that your entries can exceed 100 for the 
prologue alone! 

The world of Icewind Dale II is packed 
with opportunities, with the developers 
claiming the game is over twice as long as 
the original. Expect to get at least 60 to 80 
hours of play out of this one before it 
gives up the ghost. Then there's the 
"Heart of Fury" mode, which, if you find 
the game too easy, hops up all the mon
sters on steroids (thus increasing their 
experience value) and unlocks dozens of 
high-level items. Add in diverging mini
quests, over 300 spells, a bevy of new 
beasties, the ability for your characters to 
reach level 30, and several unique ways to 
solve each crisis (based on character class 
and ability ratings), and ID Il's got the 
Energizer Bunny by the throat. 

So it's a good game, to be sure, but 
papa's not-so-brand-new bag pops out 
only so many new tricks . The animations 
are rough around the edges. Characters 
and creatures cycle in an endless jerking 

loop when standing still. And the fog-of
war effect seems just plain dated once 
you've experienced the smooth transi
tions in Dungeon Siege or the more 
realistic approach used in Neverwinter 
Nights (where on1y the map was obscured 
during exploration). 

Still, Diablo II didn't lose any devotees 
with its ho-hum graphics, so refined was 
the gameplay. For the same reasons, 
Icewind Dale II is a game that no fan of 
this time-honored engine - or an intense 
RPG - can afford to miss . Besides, where 
else are you going to get your D&D 3rd 
Edition party-play fix? - Matthew Peckham 
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Airborne Assault 
A Bridge Too Far becomes a game too good to miss 

T 
he Arnhem campaign is a tasty 
paradox. It was, by far, the boldest 
strategic gamble the Allies ever 
made - and it was the brainchild of 

the stodgiest, most cautious of generals, 
Field Marshal Bernard Montgomery. 

It unfolded in two stages . First, a mas
sive airborne drop near Arnhem, Holland, 
followed by the swift seizure of at least one 

VITAL STATS 
CATEGORY S!rnt'I 

ESRB RATING T 

PUBUSNER-

REQUIREO Pll 4151,- RAM, 

-HD 
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major bridge across 
the Rhine. Stage Two 
was riskier: the elite 
but lightly armed 
paras would have to 
hold their gains until 
Montgomery could 
push an enormous 
armored column north 

MAXIMUM PLAYERS 2 to relieve them. 
A successful Allied 

Rhine crossing at that time (1944) would 
have outflanked all of Hitler's fortifications, 
leaving the critical Ruhr industrial region 
vulnerable to quick capture - and the 
Germans unable to wage war any longer. 
The war would have been over five months 
sooner and untold thousands of lives spared. 

But Montgomery, having devised a 
scheme of breathtaking audacity, flinched 
from executing it with all the might and 
momentum at his disposal. In the most 
excellent Airborne Assault: The Red Devils 
at Arnhem, you can explore what might 
have happened if someone like, say, Patton 
(or you) had been running the operation. 

The Arnhem campaign's been gamed 
before, of course, but Panther Games 
has trumped every other effort here. 
Grognards will slaver at the ocean of 
realistic detail that churns beneath the 
game's elegant interface. 

Command-and-control coherence is crit
ical to managing an operation this vast and 
complex. I like the designers' approach: 
basically, you highlight a "super unit" (usu
ally a brigade or division HQ), assign an 
overriding objective (move, attack, seize a 
bridge, and so on), and let the superb AI 
come up with a sound operational plan. 
Then, to whatever extent gets you off, you 
can fine-tune the tactics by tweaking the 
sub-units' orders for movement (fastest, 
safest, shortest routes), level of aggression, 
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acceptable losses, rate-of-fire for artillery, 
even frontage, depth, and facing. 

With brilliant use of symbols and color
coding, each unit icon is jam-packed with 
information. Secondary tabs yield deeper 
info about cohesion, morale, equipment, and 
general attitude infused by individual lead
ers. (I liked to use "fanatical" outfits led by 
"pig-headed" officers for the real wet work.) 

Red Devils does a lot of things differ
ently, so even experienced wargamers will 
encounter a pretty steep learning curve at 
first. But it miraculously comes with an 
honest-to-goodness 241-page printed 
manual! It's well-written, clear, and organ
ized with admirable logic, making the 
game very learnable. 

I have to deduct a few points for the 
game's clumsy waypoint system (which 
often results in your ordering a unit to a 
spot 20 kilometers from where you thought 
you were sending it). And unless you're 
running Devils on a real screamer of a sys-

tern, expect huge lapses in input/response 
time during the big, climactic battles. 

But I can live with a few little pissers 
when the overall game is so exciting, exquis
itely designed, and meticulous in its historical 
accuracy. I think I've played every "Market 
Garden" game since 1986, and this one is 
quite simply the best. An extra salute, too, 
for a manual that puts most others to shame. 
Good show, lads! - William R. Trotter 
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Mobile Forces 
An online-focused shooter that strongly suggests "riding shotgun" 

W 
hat's better than a tactical 
shooter? How about a tactical 
team-based vehicular multi 
player first-person shooter? Like 

Halo, perhaps? Not just yet! 
Mobile Forces lets you sharpen not 

only your run-and-gun weapons skills, but 
also your driving expertise from behind 
the wheel of four military-issue vehicles. 
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This Grand Theft Auto 
III-style vehicular 
combat component 
certainly adds a dis
tinct twist to the 
genre, but unfortu
nately, not quite 
enough to rescue 
Mobile Forces from 

MAXIMUM PLAYERS 32 being a lifeless single-
player game and a 

decidedly bumpy online experience. 
With LAN and Internet multiplayer 

action as its primary focus, Mobile Forces 
offers very little in the way of offline play. 
Although you can drive or shoot your way 
through any of the eight multiplayer 
gaming modes with AI bots enabled, the 
absence of any linear story turns the 
entire exercise into a glorified practice 
arena. Factor in some moronically pre
dictable AI enemies (who don't seem to 
know how to jump out of the way of a 
moving truck), and there's precious little 
reason to play offline. 

Things do improve when you hook up 
with human opponents through the built
in matchmaking utility, largely due to the 
game's unique driving component. You 
can hop into a Dune Buggy, Humvee, 
'Iroop 'Iruck, or APC, and haul through 
Mobile's 11 maps as either a roadkill-facili
tating wheelman or a teammate's gun
toting passenger. Each vehicle type drives 
quite differently, with the varied environ
ments (ranging from a Rail Yard to a Polar 
Research Facility) dictating your choice 
of transport. You can even shoot out the 
tires and witness an immediate degrada
tion in a vehicle's mobility. 

Your equipment loadout is limited by 
the relative weight of each of the nine 
weapon types (the heavier stuff will actu
ally slow down your foot speed), but unfor-
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tunately, the game's designers have made 
some of these guns completely ineffectual. 
For instance, the sniper rifle and heavy 
machine gun both exhibit horrible recoil 
effects and generally have about as much 
stopping power as a .22 target rifle. For 
the sake of the task at hand - namely, ven
tilating bad guys and blowing up trucks -
there's really not much point in packing 
anything but the M-16 or rocket launcher. 

Most of the weapons do boast an 
alternate-fire mode that can be handy 
with items like the satchel charge, which 
you can set to operate as either a proxim
ity explosive or a laser-triggered trip 
bomb. Standard knife, pistol, shotgun, 
and grenade selections round out the 
available weaponry slots. 

Mobile Forces makes effective use of 
Epic's Unreal engine to produce several 
attractive-looking battle scenes and some 
impressive pyrotechnics. But the ridicu-

lously jerky character animations destroy 
any proper suspension of disbelief: think 
"mannequins on trampolines," and you'll 
appreciate just how clunky these dodges 
and turns can get. 

Without an attempt at any kind of plot, 
and with only passable action gameplay, 
Mobile Forces probably won' t appeal to most 
discerning shooter fans. - Andy Mahood 
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USAR Hooters ProCup Racing 
CATEGORY Racing ESRB E DEVELOPER Hoplito Rtsttrch PUBLISHER lnlogr■mts REQUIRED PII 550, 64MB RAM, 16MB 30 conl WE RECOMMEND P1111&6, 121MB RAM, 32MB 30 conl MAX. PlAYERS 16 

T 
he runaway success of Papyrus' 
NASCAR series has generated such 
a heightened level of interest in PC 

stock-car racing that variations on the oval
track theme were only a matter of time. 
Enter USAR Hooters ProCup Racing, a new 
short-track racing title that hopes to cash 
in on the unique American pastime of 
flooring the gas pedal and turning left. 

USAR is based on the same-named 
semi-pro series for high-horsepower stock 
cars that runs on small asphalt ovals 
throughout the eastern U.S and Canada. 
Featuring 22 individually rendered tracks 
from St. Augustine, Florida, to Cayuga, 
Ontario, USAR ProCup delivers a large col
lection of half-mile bullrings on which to 
test your circular driving skills. 

Legion 

Supplementing its 
impressive selection of 
licensed tracks, USAR 
ProCup also offers one of 
the most expansive car 
setup menus I've seen in a 
game of this type. Unfortu
nately, the physics model
ing is so unsophisticated 
that tinkering with things 
is a colossal waste of time. 
(Simply maxing out the tire 
pressures and lengthening 
the gearing will allow you 
to sprint away from the Al 
drivers on every track.) 
The absence of any usable 
baseline setups and the 
inability to save any of your settings adds 
further to the mechanical frustration. 

USAR ProCup is also hobbled by 
dated-looking graphics, tinny audio effects, 
wonky Al, and persistent hardware lock
ups. Turning off caution flags does improve 
the Al issue somewhat (mostly by parking 
the crack-smoking pace-car driver), but the 
absence of any significant challenge from 
the computer-controlled drivers seriously 
devalues any long-term replay value. A 
perfunctory LAN and TCP/IP multiplayer 
option has also been tossed in, but finding 

someone online to race against is a hit-and
miss proposition at best. 

USAR ProCup does deliver a passable 
hot-lapping exercise for gamers who simply 
wish to enjoy the quintessential American 
experience of short-track oval racing. But 
serious PC racers will certainly find much 
better offerings elsewhere. - Andy Mahood 

CATEGORY Strategy ESRB T DEVELOPER Slitherine/Paradox Ent PUBUSHER Strategy First REQUIRED P233, 64MB RAM, 2MB vidao cud WE RECOMMEND PII 400, 128MB RAM MAX. PLAYERS 1 

T ake Shogun and nix its awesome Al, its 
ultra-addictive turn-based and real-time 
elements, and everything else that made 

it a strategy classic, and you've got Legion. 
The game offers four campaigns - set 

in Britain, Gaul, Italy, and Norway during 

http://www.pcgamer.com 

the days of the Roman Empire - with the 
ultimate goal of unifying all of the territories 
by diplomacy or brute force. Oddly enough, 
every nation pretty much declares war on you 
immediately, so diplomacy is a waste of time. 

Like Shogun, Legion is broken into two 
primary gameplay 
modes: a turn-based sec
tion where you build new 
units, manage cities, and 
collect resources, and a 
real-time combat mode. 
Unlike Shogun, however, 
you don't have any direct 
control over the combat 
- you simply issue 
extremely basic move
ment and formation com
mands, then sit back and 
watch the battle unfold. 

Once the fighting 
starts, you have zero con
trol over your forces . The 
manual says this limita-

tion is meant to "simulate" the chaos of 
Roman-era combat, and indeed, the battles 
are pretty damn chaotic. They're also devoid 
of fun, have little rhyme or reason, and often 
leave you with no idea why you won or lost. 

Legion's turn-based element is equally 
worthless. Turns are divided between the 
seasons, with all the new construction and 
unit creation occurring in the spring. 
Because of this setup, the other three sea
sons are useful only if you're waging war; 
otherwise, you'll find yourself simply click
ing "next turn" to get to the spring. A sys
tem wherein each new building or unit took 
a specific number of turns would've been 
much more useful. (Not to mention fun .) 

Ultimately, Legion just made me impa
tient for the release of Shogun sequel 
Medieval: Total War. Avoid. - William Harms 



Britney's Dance Beat 
Instead of putting you in Britney's pants (and who doesn't want to go there?), this game is simply ... pants 

W 
hat U See Is What U Get" with 
the pop superstar's version of 
Dance Dance Revolution. Like the 
immensely popular arcade game, 

Britney's Dance Beat is played by synchro
nizing your shoddy avatar's dance-combo 
moves with simple directions. But while 
DDR and even last year's Cyber Groove 

VITAL STATS 
CATEGORY mi,,i,m Actia 

ESRB RATING E 

DEVB.OPER Hyponpoce Cowglrts 

PUBLISHER THO 

REQUIRED PU B, &4M8 RAM, 
,_HD.NIB ridoo canl 

WE RECOMMEND PIii .. 
121MBRAM 

MAXIMUM PLAftRS 1 

(April 2001 PCG; 77 % 
rating) gave you a 
decent workout jump
ing around dance 
pads, all the action 
here is done on your 
keyboard's four arrow 
keys and spacebar. 
You'll get no sense of 
"Satisfaction" here, 
aural or otherwise. 

In gameplay, keystrokes scroll down a 
left sidebar rather than down the middle of 
the screen, making it tough to focus on both 
what to press and how your flailing dancer 
responds at the same time. Each set of key 
combos does in fact correspond to a dance 
move; these can all be explored in the free
dance mode, where you can tap keys to your 
heart's content while "The Beat Goes On." 

You'll easily finish each of the game's 
seven levels (three auditions and four con
certs), letting you unlock behind-the-scenes 
footage of real Britney Spears concerts. But 
the video clips show more of stagehands 
and directors, with barely a second of 
exposed midriff from the diva herself. 
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Those "Anticipating" an interactive 
music video with Britney will be sorely dis
appointed. A virtual dancing Britney doesn't 
even show up for some "Bombastic Love" 
until the secret last level; even then, her 
polygonal model doesn't gyrate with any flu
idity. All told, BDB took less than 
30 minutes to beat, and there's 
no point in playing it again. 

Fanatic tweeners may enjoy 
the trivia mini-game, which 
quizzes your Britney knowledge 
with a few dozen questions like 
"What's Britney's middle name?" 
Truthfully, it just made me feel 
"Lonely" and pathetic to know 
the answer is Jean. 

Don't even expect the 
game to be worth your time 
as a compilation of Britney's 
songs: only five actual Britney songs are 
featured in BDB, in addition to a single 
remix of each. The songs are almost a dis
traction, and prolonged sessions may even 
drive you "Crazy." Clips from music videos 
accompany each song during gameplay, 
but the swinging camera cuts all view of 
Britney to a bare minimum. A rendered 
version of Britney plays in cut scenes, but 
uses a voice actress that sounds like Laura 
Bush; she's more scary than striking. 

Sure, buy the game for the included 
"limited-edition poster" of rendered Britney. 
But "Don't Go Knockin' On My Door" for 
your 30 bucks back. - Norman Chan 

WHAT IT'S LIKE TO BE BRITNEY 
Want to put this gama to some real use? Study 
the dance steps in the Free Play mode and 

mimic those motion-captured moves to 
wow your friends at your next party. 

Authentic Britney Speers choreography is 
sure to impress. Who said gaming couldn't 
win you popularity? 

http://www.pcgamer.com 





Delta Force: Task Force Dagger 
We'll spare you the too-obvious "Delta Farce" gag ... oops, guess we didn't 

W 
ith missions set in such CNN
validated locales as Kandahar 
Airport, Mazar-e-Sharif, and 
other Afghan battlegrounds of 

the Enduring Freedom campaign, Delta 
Force: Task Force Dagger is definitely 
timely. Unfortunately, its technology 
most definitely isn' t. 

Built with the same base code that 

VITAL STATS 
CATEGORY ---
ESRBRAffNG T 

DEVILOPER flonLotl,: 

PUBUSHER _,.... 

REQUIRED Pl--11AM, 
-IID.-:llcan 
WE RECOMMIND PIH .. 1---··-
MAXIMUM PUlYERS 11 

drove Delta Force: 
Land Warrior (2000), 
this "new" game is 
more of a glorified 
mission pack for Land 
Warrior (a fact 
NovaLogic developers 
seem ready to con
cede in online chat 
transcripts). And 
along with the same 

3D-augmented voxel-graphics engine 
comes the same terrible artificial intel
ligence - enemy AI so bad, it makes the 
game's challenges pointless . 

Shrewdly marketed, Task Force Dagger 
cloaks its mediocrity in a veneer of topi
cality and "hardware accuracy." It's chock
full of all the right acronyms, featuring 10 
different Special Forces character types 
and a plethora of heavy-duty weaponry. In 
the early set-up, you're so giddy selecting 
your SFOD-Delta operator and his M4 
SOPMOD with HK MP5SD6 secondary 
weapon that you can't help but be pumped 
full of adrenaline for your first mission. 
Alas, before your boots even touch vox
elized ground in the opening parachute 
jump, you' ll feel like an utter tool for hav
ing bought this game. 

Why? Because behind the Clancy-riffle 
window dressing, Task Force Dagger is a 
limping, brainless echo of an 18-month
old game that was behind the curve when 
it first appeared. The technology is good 
for one thing, and that's spacious land
scapes, of which I'm a big fan . But the 
Afghan landscapes are, as you might 
guess, empty and deso\ate. Enemies, on 
the other hand (they're almost exclusively 
"towel-heqded" Afghans - literally towel
headed, as if leaping straight from Pat 
Buchanan's nightmares), are hideously 
rendered and animated. 
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TFUs five sniper rifles should meet all your distance
shooting needs . Recognize this interface? 

But the AI is the real cake-taker. Your 
foes do one of three things: stand around, 
crouch around, or roam around as if glid
ing on an air cushion across the sands. You 
can run down a long hallway right up 
behind a pair of crouched enemies, and not 
have to worry about them turning around. 
I'll go that one better - at a few different 
locations, an enemy would be running right 
at me, then run right past me, then con
tinue running away from me. I'd shoot him 
in the back wfrh an incredulous look on my 
face. Then he'd fall halfway through the 
wall, victim of "clipping-corpse" syndrome. 

Dagger's multiplay is a bit more inter
esting, with a surprisingly healthy number 
of folks participating in battle on Nova
World's servers. (For whatever reason, co
op mission play is no longer an option - a 
decision that bites ass.) The "search and 
destroy" mode, which requires each team 
to take out specific objectives, is almost as 
much fun as Flagball, a cool flag-snatching 
game popular in paintball. 

But I just don't understand how you can 
plop down the money for Task Force 
Dagger when there are so many better 
games in this niche of the genre. It's a tes
tament to the dullness of this game that its 
25 missions feature a wide variety of mis
sion types, yet all of them feel like the same 
monotonous hunts for brain-dead adver
saries. Yes, you can view video footage from 
unmanned aerial drones. But the view is, 
shall we say, uninspiring. - Daniel Morris 

http://vvvvw.pcgamer.com 





HeroX 
For every trendsetter, there's always at 

least one abysmal copycat trying to 
leech from its success. The folks at 

Irrational Games should feel flattered: 
Hero Xis Freedom Force's very first coat
tail-rider, and yep, it's pretty darn awful. 

In this action/adventure budget title, 
you play Hero X (or an original persona 
created by you), a former sidekick who's 
graduated to solo superhero-hood. The 
American Super Heroes Association has 
assigned you to protect the aptly named 
Smalltown from the types of evildoers 
that generally terrorize small towns . 
Judging from the first two missions, that 
means bikers and frat dudes. The devel
opers must be saving the rampaging 
hordes of soccer moms for the sequel. 

Starting out, you' ll select three super
powers from a beginning menu of 16, 
which includes Super-Speed, Super
Strength, X-ray Vision, and so on. Certain 
powers, like Fireballs, are fairly useful, 
but others - most notably ESP, which 
shows you enemies' utterly random, 
completely useless thoughts - aren't 
very super. As the game progresses, new 
powers are added to your arsenal via the 

Powermaker, a contraption built by your 
pal The Professor. 

Supervillains do show up to test your 
skills eventually. Unfortunately, the 
Fallout-style graphics and Rock 'Em-Sock 
'Em Robot fight animations don't exactly 
convey a clash of the titans. With barely 
five hours of gameplay, no voiceovers, 
non-existent AI, and amateurish chapter
ending cartoons, Hero X can't even rightly 
be called a decent bargain-bin pick. 

The plot does have one bona fide twist 
- precisely one more than I was expect
ing. The writers obviously knew just how 
atrocious this game was going to be, and 

Jazz and Faust 

At one point in the 
game, Hero Xis 
invited to the mayor's 
mansion for a private 
party in his honor. Can 
you spot the supervil
lain? (Hint: He looks a 
lot like Lex Luthor.) 

kept themselves amused with the self
servingly silly dialogue. And a couple of 
the puzzles showed me that the designers 
did try, however little. 

But all things considered, the only true 
villainy here is if you were to pass up the 
far superior Freedom Force to buy this 
game instead. Just like kryptonite, Hero X 
should be locked in a lead box and shot 
into the sun. - Chuck Osborn 

CAftGORY Adventure URB T DEVB.OPD Saturn-Plus PUBLISH& 1C aGUIRED PH 300, 32MB RAM, 800MB HD, 4MB 30 card wa IIECOIIIIIIEND PII 400, 64MB RAM, 16MB 30 card MAXIMUM PLAYERS 1 

Unbearable drek like Jazz and Faust is 
the reason some people keep saying 
that the adventure genre is dead and 

buried . It's one of those games moved 
along not by "story" or "events," but by 
the objects you have to search out and 
collect. If it weren't for the decapitated 
heads, the slavery, and the fact that 
you help other characters smoke opium 
not once but twice, I would've assumed it 
was a kids game. 

There are really two adventures in Jazz 
and Faust: one played as the smart-alecky 
rogue Jazz, and the second as the 
straight-laced ship captain Faust. Both 
take place in the same Aladdin-esque 
Middle Eastern world, which allows their 
stories to overlap on occasion . 

Jazz somehow finds himself solving a 
murder-mystery with a wrap-up so 
absurd it'd make Scooby Doo blush, while 
Faust ... well, near as I can tell he just tails 
a girl he met once because she's hot. (In 
the real world, we call this stalking.) 

Jazz and Faust is a game about picking 
things up and sticking them on every 
object in the environment, hoping some-
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thing will happen. What's especially 
annoying here is that some items will mag
ically appear in previously visited loca
tions, forcing you to revisit old territory 
every time you get stuck. Knowing what 
you can pick up requires an exhilarating 
pixel-by-pixel search of the screen with 
your mouse cursor, as you wait with bated 
breath for a hotspot that'll turn your cursor 
into a "grabby hand." Woo-hoo - that's 
exactly how we don't like our adventures! 

Initially I thought that the Russian 
heritage of Jazz and Faust's development 
accounted for some of the game's oddball 

dialogue. ("Ringed with wings clipped! 
Bad fortune" is one such Confucian 
rejoinder.) That is, until I realized that the 
obviously bored English-speaking 
voiceover artists recorded this nonsense, 
but didn't tell anyone the Lines were gib
berish. (Two of the clunkers are captions 
above.) If the guys making the game don't 
care, why should you? - Chuck Osborn 

http://www.pcgamer.com 
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hstrlnity 
Building a new PC can be a thrilling experience, but picking the wrong parts by mistake 
can end the joyride in a hurry. Luckily, we're here to help you select the best parts for the job. 
The prices listed below (obtained almost entirely from www.pricewatch.com) are the lowest 
we could find as we went to press. (Note: Prices do not include shipping costs.) 

■ ENTRY-LEVEL SYSTEM ROUGHLY S750 ■ MIO-RANGE SYSTEM RDU6HLY S1 ,250 
CASE CASE 
300-watt ATX form factor $50 300-watt ATX form factor $50 
PRottSSOR PROCESSOR 
AMO Duron 1.3GHz $51 AMO Thunderbird 1.4GHz 266MHz $75 
MOTHERBOARD MOTHERBOARD 
Asus A7V-133 $80 Gigab:t!e GA-7DX (revision 4.3) $60 
MEMORY MEMORY 
256MB PC-133 SDRAM $28 256MB PC-2100 DOR SDRAM $32 
CD-ROMLDVD-ROM DRIVE CD-ROM/DVD-ROM DRIVE 

Pioneer 16x DVD-ROM $60 Pioneer 16x DVD-ROM $60 
FLOPPY DRIVE FLOPPY DRIVE 
Samsung 3.5-inch 1.44MB $8 Samsung 3.5-inch 1.44MB $8 
HARD DRIVE HARD DRIVE 
40GB Maxtor 7,200rem $68 80GB Maxtor 7,200rpm ATA-133 $120 
SOUND CARD SOUND CARD 
Creative Labs Audigy (whjte box) $59 Creative Labs SB Live! Audigy MP3+ $85 
MODEM MODEM 
3COM #2976 56K v.90 Hardware Modem $45 3COM #2976 56K v.90 Hardware Modem $49 
MONITOR MONITOR 
17-inch Oetiguest 071 $130 19-inch NEC FE950+ $292 
VIDEO CARD VIDEO CARD 
GeForce4 MX440 64MB DOR $75 NVIDIA GeForce4 Ti 4200 $149 
JOYSTICK JOYSTICK 
Microsoft SideWinder Joystick $25 Microsoft SideWinder Precision 2 $45 
GAMEPAD GAMEPAD 
Logitech WingMan Rumbleead $23 Logitech WingMan Rumbleead $23 
SPEAKERS SPEAKERS 
Logitech WingMan z.340 (2.1) $39 Logitech Z-540 (4.11 $60 
KEYBOARD KEYBOARD 
Addtronics $15 Addtronics $15 
MOUSE MOUSE 
Logitech or Microsoft USB $39 Logitech or Microsoft USB $39 

TOTAL S795 TOTAL S1 .162 

■ DREAM SYSTEM ROUGHLY S3,000 AND ABOVE 

CASE MODEM 

400-watt ATX form factor $100 3COM #2976 56K v.90 Hardware Modem $40 

PROCESSOR MONITOR 
Intel 2.53GHz P4 $620 22-inch Viewsonic P220f $647 
MOTHERBOARD VIDEO CARD 
Intel D850EMV2 $150 NVIDIA GeForce4 Ti 4600 $300 
MEMORY JOYSTICK 
Twin sticks of 256MB PC-1066 RDRAM $290 Thrustmaster HOTAS Cougar $269 
CD-ROM/DVD-ROM DRIVE GAMEPAD 
Pioneer 16x DVD-ROM $60 Logitech WingMan Rumbleead $23 
BURNER 

SPEAKERS 
Plextor 40x12x40 CD-RW $115 

Kliesch ProMedia 5.1 $399 
FLOPPY DRIVE 

Samsung 3.5-inch 1.44MB $8 
KEYBOARD 

Microsoft Natural Keyboard Pro $40 
HARD DRIVE 

160GB Ma~r ATAl00/133 $230 
MOUSE 

SOUND CARD 
lntelliMouse Explorer 3.0 $50 

Creative Labs SB Live! Audigy Platinum 5.1 $160 TOTAL S3.501 
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■ TOTALLY AWESOME COMPUTERS, WWW.TOTALLYAWESOME.COM, 888-965-8844 ■ PRICE $2,949 

I ENTRY I 

~ Ridiculously Insane lnt __ el ---.... 
Model 13200XP ~ :J 
SMOKIN' MACHINE, BUT THAT NAME'S JUST A BIT OVERKILL 

It's 10 months since we reviewed a "Totally 
Awesome Computer" (December 2001), but 
reader email still trickles in telling us how 

annoying the company's founder and president, 
Dell Schanze, is. With 10 retail outlets in its home 
base of Utah, TAC reportedly sells over 2,000 
systems per month (that's a ton). But the outfit runs 
what we're repeatedly told are the most silly, irri
tating TV commercials ever, featuring Dell himself 
as the guy who'll do anything to promote his com
pany. According to TAC representatives, a yet-to
be-released spot features Dell and his dog. 
Kissing. With tongue. Oh my. 

Creative marketing gets you only so far in th is 
business. TAC seems to understand this, and its 
new Ridiculously Insane Intel Model 13200XP 
manages to live up to its lofty name. 

TAC built this system with Intel's new 2.8GHz 
P4 CPU. The good news: this machine is really fast, 
and at resolutions of 640x480 and 800x600 in a lot 
of today's games you should expect to see frame 
rates as much as 25 frames per second faster than 
those on an identical system built with a P4 2.53GHz 
instead. The bad news? At 1024x768 the difference 
drops to about half, and at resolutions above that, 
there's really no difference at all. Why? Believe it 
or not, we're starting to reach the fi ll-rate ceiling of 
the venerable GeForce4 Ti 4600! At high resolu 
tions, where a lot of your precious fill rate is spent, 
a super-fast CPU isn't enough to get faster frame 

■ 30Mark2001 SE 
(Tests run at 1024x768 in 32-bit 
color with triple frame buffer, 
24-bit Z•butfer, compressed 
ternJres, hardware T&L enabled, 
and V-sync disabled.) 
3DM■rtca: 12,477 
Game 1: Car Chase 
High Detail: 74.2 fps 
Game 2: Dr■gothlc 
High Detail: 112.1 fps 
Game 3: Lobby 
High Detail: 87 .9 fps 
Game 4: Nature: 53.6 fps 
Fil Rate: 2,315.9 per second 
Vertex Shader: 101.9 fps 
Pixel Shader: 129.5 fps 
Advanced Pixel Shader. 98.2 fps 

■ OUAKEIII 
(Tests run in full 32-bit color 
with tri linear filtering, max.-res 
textures, compressed textures, 
and V-sync disabled. Second 
number is with 2x antialiasing; 
third number is with 4x AA.) 
640x480: 30Z 1 fps 
800x600: 294.6 fps 
1024x768: 261.3 fps, 177.B fps, 
113.3fps 
1280x10Z4: 1B8.7 fps, 107.5 fps 
1600x1ZOO: 135.Bfps, 71.Sfps 

■ MDKZ 
{Tests run in 32-bit color with trilin
ear filtering, malt-res tHtures, T&l 
enabled, and V-synch disabled.) 
640x480: 273.5 fps 
800x600: 273.1 fps 
1024"768: 267.7 fps 
1Z80x1024: 2US.3 lps 
1800x1ZOO: 151.3 fps 
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rates with this card. 
There are excep

tions, like Jedi Knight 
II. Based on a heavily 
modified Quake Ill 
engine, it's a good 
example of a game 
that's CPU-limited 
rather than video card
limited at all but the 
highest resolutions. 
The super-fast 2.53GHz 
Alienware we reviewed 
back in August scored 
roughly 98 fps at all 
resolutions up to 
1280x1024 in JKl/with
out any anti-aliasing. 
At 1280x1024 with 2x 
AA it scored 93.9 fps, 
and with 4x AA it scored 
58.7 fps. By comparison, 
the TAC scored roughly 
110 fps at all resolutions 
up to 1280x1024 without 
AA, 97 .3 fps with 2x AA, 
and 57.5 fps at 4x AA. 

PC GAMER 

■ System 
Processor 
Motherboard 
Memory 
■ Storage 
Primary Hard Drive 

Secondary Hard Drive 
RAID Controller 
DVD-ROM Drive 
CD-RW Drive 

■ Expansion 
5.25-inch baya 
3.5-inch baya 
AGP Slot 
PCI Slota 
RAM Slots 
■ Audio 
Sound Card 

■ Video 
Primary Display Adapter 

■ Other 
Mouse 
Keyboard 
Network Card 
Recovery CO 
Full Version of Windows 
Warranty 

Intel P4 2.8GHz 
Asus P4T533-C 
512MB PC-1066 RDRAM 

80GB Western Digital 
7,200rpm 
Yes !same) 
Promise Fastlrak 100 
Toshiba 40x 
Plextor 40x12x40 

411 free) 
311 free) 
Yes 
511 free) 
4 (2 free) 

Sound Blaster Audigy 

GeForce4 Ti 4600 

Microsoft lntelliEye 
Microsoft Internet 
Yes 
No 
Yes 
Three years 

What do these numbers tell us? That without 
anti-aliasing enabled, some games will show 
performance increases when moving from a 
2.53GHz to a 2.8GHz at low and high resolutions, 
but they're minor. Once AA is enabled, the fi ll-rate 
limitations of the video card suck those differ
ences right out from under your feet. .. er, PC. 

TAC's also got a terrific warranty. The company 
gives you a minimum of three years parts-and
hardware coverage, along with 24-hour tech sup-

:1 ·, ...... ,. ·: ~ 
, ... 

. - J . . 
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TIC'S WIRING IS DEFINITELY A CUT ABOVE AVERAGE. NOT 
QUITE WHAT WE'D WANT TO SEE THROUGH A WINDOW, 
BUT THEN, TICS DON'T COME WITH ONE, SO IT'S A-OK! 

Want more frames per second out of the cur
rent generation of games on that new 2.8GHz 
CPU? You may have to wait until the next genera
tion of video cards arrive, which is right around 
the corner. In the meantime, all but the most 
diehard PC enthusiasts may want to save some 
cash by going with a 2.53GHz P4 instead, if they 
can't wait for a card like ATl's super-powerful 
RAD EON 9700 (which hopefully will ship by the 
time you read this). 

Now that we've got that all squared away, we 
should tell you a bit more about this TAC. For 
starters, it's built very well, with brand-name parts. 
Unlike most of its competition, none of the parts 
are overclocked. Fewer case fans are required as 
a result, the ancillary benefit being relative silence. 
Despite its lack of overclocking, this TAC still 
proved faster in several tests than the overclocked 
2.8GHz-based Elite PC reviewed on page 108. 

port (manned by actual TAC employees, not an 
answering service). And you get lifetime service 
(covering just about anything aside from physical 
damage) should things go wrong in the future. 
They'll even buy your old hardware back from you 
if you want to upgrade! Cool policy. Great computer. 

http://vvww.pcgamer.com 





TBE ULTIMATE MONTHLY GUIDE TO GAMING GEAR 

■ ELITE PC, WWW.ELITEPC.COM, 480-317-0825 ■ PRICE $2,999 

:E:::v: Colossus 5 
1.-roREAMI GOOD PRICE, LOOKS ELITE - BUT SOMETHING'S MISSING 

Right out of the box, someth ing didn't seem 
quite right about this 2.8GHz P4-based sys
tem from Elite PC. We heard a rattling noise 

coming from somewhere inside the computer 
when we picked it up. A quick look through the 
handsome window on the left side of the tower 
revealed that the extra drive ra ils that ship with 
the system -the ones that usually fasten firmly 
to the inside bottom of cases like the one Elite PC 
uses - had come loose during shipping. Not the 
end of the world, though it was our first impression. 

Our next impression came as we were set
ting up the system for the first time. That hand
some window we mentioned before looks right in 
at the heart of the computer - and while such 
things tend to be subjective, to us, said heart 
looked a bit garish. Wiring is neat and organized 
overall, roughly on par with that of the TAC 
reviewed on page 106, but it's not nearly as good 
as that in ma chines built by companies like 
Voodoo or Hypersonic - two builders that also 
install windows in their cases. The biggest prob
lem here is color. Neon green cable ties with 
yellow, black, and blue cable wra ps? It all looks 
good when the lights in your room are out, what 
with the system's interna l neon-blue case light, 
and colorful case fans making it all seem like a 
Grateful Dead show. But when the lights come 
back on, the bad trip begins, and those colors 
clash, putting a quick end to your summer of 
love. Now, these wraps and ties can easily be 
changed out to a more aesthetically pleasing 
pa lette, so th is setup isn't the end of the world, 
though it was our second impression. 

-
■ 30Mark2001 SE 
(Tests run at 1024x768 in 32-bit 
color with triple frame buffer, 
24-bit Z-buffer, compressed 
textures, hardware T&L enabled, 
and V-sync disabled.I 
3DMaru: 12,993 
G■m• 1: Car Chase 
High Detail: 74.7 tps 
Game 2: Dragothlc 
High Detail: 119.2 fps 
Game 3: lobby 
High Detail: 89.4 fps 
Game 4: Nature: 57.9 fps 
RH Rate: 2.504 MegaTexels/sec. 
Vortax Shader: 1116.7 fps 
Plxal Shader: 139.8 fps 
Advancod PIHi Shadar: 1116.7 fps 

■ QUAKE Ill 
(Tests run in full 32-bit color 
with trilineer filtering, max.-res 
textures, compressed textures, 
and V-sync disabled. Second 
number is with b: AA; third 
number is with 4K AA.I 
640x480: 309.7 fps 
800x600: 300.1 lps 
102,x788: 252.4 fps, 
179.6 fps, 115.7 fps 
1280x102,: 168.9 fps, 107.9 fps 
1800x1200: 117.1 fps, 69.7 fps 

■ MDK2 
(Tests run in 32-bit color with tri1in
eu filtering, max.-res textures, T&l 
enabled, and V-synch disabled.I 
640x480: 278.0 fps 
800x600: 277.3 fps 
102,x788: 259.6 fps 
1280x1024: 181.0 fps 
1800x1200: 125.8 fps 
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Power-up time! 
3DMark2001 SE spit 
out the fastest score 
we'd ever seen: at 
12,990 points, the 
Elite PC beat the 
comparably 
eq uipped TAC by 
over 500 points. But 
then there's the part 
where Elite PC over
clocked Colossus' 
video card to an 
unbelievably high 
324MHz/770MHz (core 
and memory speeds, 
respectively - up 
from 300M Hz/650M Hz 
default). Amazingly, the 
system ran stable at 
this speed - it never 
locked once - proba
bly due to the excellent 
cooling system. It did, 
however, produce ter
ribly ugly artifacting in 
any and all games we 

PC GAMER 

■ S)'.stem 
Processor Intel P4 2.8GHz 
Motherboard Intel 850EMV2L 
Mamo!} 512MB RDRAM 
■ Stora9e 
Prima!} Hard Drive 120GB Western Digital 
Second&!} Hard Drive Yes (same) 
RAJD Controllar Adaetec 2400ATA 
DVD-RDM Drive 40x DVD 
CD-RW Drive 40x CD-RW 

■ Exeansion 
5.25-inch bar! 412 free) 
3.5-inch bars 6 (3 free) 
AGP Slot Yes 
PCI Slots 5 (3 free) 
RAM Slots 412 free) 
■ Audio 
Sound Card Sound Blaster Audigt 
■ Video 
Prima!} Dis~l•r Ada~ter GeForce4 1i 4600 
■ Other 
Mousa Microsoft lntelliMouse 

Ex lore, 
Karboard Microsoft Ottice 
Network Card Yes 
Warranty Three years 

tested - artifacting that should have been 
plainly obvious to Elite PC's techs. We had to 
lower the speed to 324MHz/729MHz to get the 
distortion to go away. After that, the system 
benchmarked faster (12,993)! Why? Because it 
turns out that faster clock speeds sometimes 
interfere with delicate memory timings and trans
fers, effectively negating your clock bump. Again, 
Elite PC should have known this result and not 
gone apeshit with GF4 Ti 4600's memory clock. Now, 
it's true that we do sometimes have to clock video 
cards back down to make them stable when test

ing review systems, so this situ-

• 

ing that the small bottleneck in El ite's system lies 
somewhere between the video card and the 
motherboard. But hey, these differences in per
formance were relative ly small, and El ite PC sells 
this system for a good price, so th is discrepancy 

ELITE PC DOES A GOOD JOB WITH WIRING. JUST MAKE SURE 
YOU SPECIFY WHICH COLORS YOU WANT THEM TO USE FOR 
YOUR CABLE WRAPS AND TIES, LEST YOU BE SURPRISED. 

ation isn't the end of the world, 
though it was our third impression. 

As for overall system performance, like we 
said before, the Colossus produced the fastest 
3DMark2001 SE score we've seen in any shipping 
.PC to date. And in games like Quake Ill, MOK 2, 
and Jedi Knight II, it produced very zippy bench
mark scores - on average, about five frames per 
second faster than the TAC. That is, until the 
Colossus hit high resolutions of 1024x768 and 
above. Then, the TAC, with its standard-clocked 
GeForce4 Ti 4600, beat the Colossus by as much 
as 25 fps - which surprised even us, given the 
nearly identical system specs. 

In JK/1, there was almost no difference at all 
between the two systems, but then, JK/1 is CPU
limited rather than video card- limited - suggest-

isn't the end of the world, thought it was our fourth 
impression. And sadly, we didn't really need to hit 
the fifth to know that the Colossus 5, while decent, 
isn't quite up to the level of its peers. 

http://vvww.p c gamer.com 
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TBE ULTIMATE M ONTHLY GUIDE TO GAMING GEAR 

■ GUILLEMOT/THRUSTMASTER, WWW.THRUSTMASTER.COM, 877-484-5836 ■ PRICE $299 

1::::vl HOTAS Cougar 
IM'oREAMI THE ALPHA AND OMEGA OF JET-SIM CONTROLLERS 

T hrustmaster's long-awaited HOTAS Cougar 
is definitely notyour father's flight-sim con
troller. It's nothing if not the most visually 

and mechanically impressive peripheral of any 
kind ever introduced for the PC. [True, that. - Ed.] 

Weighing a tad over 16 pounds, this throttle
and-stick combo is a beast of a controller that's so 
impressive it'll wow your friends and maybe even 
your non-techie significant other, tool Why? 'Cause 
just like all the best toys when you were little, the 
Cougar is made almost entirely of die-cast metal. 
Bases, handles, and buttons - all meta/I The darn 
thing looks and feels like it was ripped right out of 
an F-16, which was Thrustmaster's goal. 

New from the ground up, the Cougar is the lat
est addition to TM's high-end line of flight-control 
systems like the F-22 Pro, F-16 TOS, and FLCS. All 
told, HOTAS Cougar's throttle and flight stick fea
ture 28 programmable buttons; 7 axes; adjustable 
resistance for the throttle, afterburner, and idle 
detent; as well as five programmable hat switches 
and 16K of internal memory. In addition, a thumb
controlled micro stick makes its home in the throt
tle, handling mouse-control duties quite well. 
Upgraders take note: Cougar's flight-stick handle 
can be swapped out with other handles modeled 
after famous aircraft (such as the venerable F/A-
18 - a stick TM plans to make available 
sometime down the road). 

ware 
is the 
stick's pri- : 
mary utility pro
gram, and tlongtime 
Thrustmaster users should 
find it familiar and fairly easy to 
use. Everyone else is likely to be a bit 
intimidated, however - at least at first. Still, the 
programming capabilities of the Cougar are virtu
ally limitless, and the software and programming
language syntax are about as simple as they can 
be, given the level of precision on display here. 

The Cougar hardware is an 
absolute breeze to set up, partic
ularly when compared to previ
ous TM sticks like the FLCS. 
Just install the drivers, plug the 
throttle into the flight stick, 
attach your analog rudder ped
als if you've got 'em (they're not 
included in the package, but don't 
worry- the unit's built-in micro stick 
can be used to handle rudder duties if 

Thankfully, Cougar's documentation is 
excellent - though, strangely, no 

printed docs for Foxy are included 
"LIKE ALL THE 

BEST TOYS 
WHEN YOU WERE 

LITTLE, IT'S 
99% DIE·CAST 

METAi:' 

(they're in digital form instead) -
and you can use the Loader 
and/or Control Panel applications 
to bypass Foxy altogether, using 
any of the stick's factory-supplied 
control schemes - or any of the 

hundreds of user-created schemes 
avai lable online. Because the list of 

games with ready-made schemes is 

you're sans pedals), and you're almost home! 
Plug the unit into an available USB port and 
Windows XP instantly recognizes Cougar. 

Here's where confusion is likely to set in. 
Cougar's software suite includes not one, not two, 
but three separate applications that can be used 
to program, test, calibrate, and download configu
rations to the hardware. Foxy Cougar Edition soft-

11111 OCTOBER 2002 PC GAMl!R I 

flat-out enormous, including everything from 
Mech Warrior 4 and Crimson Skies to Falcon 4.0, 
Flanker 2.0, and /l-2 Sturmovik, you may actually 
be able to avoid using Foxy altogether, which will 
be a real plus for gamers who just want to jump 
into their favorite games without a lot of hassle. 

Joystick jockeys used to very loose, arcade
type controllers may be shocked by the resistance 
of Cougar's flight stick. It's incredibly stiff, requiring 

Say hello to 
the last joystick 
you'll ever own. 

quite a bit 
of muscle when a 

lot of throw is required. 
Luckily, the metal base is heavy 

enough that it stays in place through it all. Just as a 
real F-16 flight stick doesn't move, but rather reacts 
to the forces applied to it, Cougar's stiffness is very 
realistic and helpful in sims where super-precise 
movements are the order of the day. The downside 
is that, out of the box, Cougar isn't terribly fun or 
efficient with prop-based or arcade-style sims. 

Then again, Cougar wasn't built to play 
arcade games. Nope. It's the controller that hard
core jet-simulation junkies have been demanding 
for years. A better-made, better-looking, more 
programmable throttle-and-flight-stick control 
system doesn't exist. Cougar is the very best 
high-end controller we've ever seen. If you're a 
hardcore flight simmer, this hardware can do no 
wrong. The software? Well, that's another story . .. 

http://www .pcgamer.com 
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Manuals Go "Outside the Box" 
Scaled-down packaging means bye-bye bulky paper manuals. What's a simmer to do? 

T he environmentalist in me 
applauds the switch from Buick
sized PC game boxes to the 

dinky, more manageable 5x7 format 
we're seeing on retail shelves today. But I 
still have to dab away a tear or two when 
I think of the impact that this change has 
on long-suffering sim fans. 

You see, unlike the FPS crowd - who 
can get all the d9cumentation that they11 
ever need from the back of a 9mm shell 
casing - military-Sim stalwarts are an 
insanely regimented lot, and demand 
monolithic volumes of raw printed data. 
We want to clearly understand the inner 
workings of an F-16's AN/APG-68 radar, 
and the launch procedures for a CBU-89/B 
cluster bomb. We've been so spoiled by 
publishers like Jane's and MicroProse 
(whose 580-page, three-ring-binder Falcon 
4.0 manual still sets the standard for com
prehensive "systems documentation") that 
we even started bitching when European 
Air War's 256-page manual wasn't loosely 
bound enough to lay flat on a desk! 

Well, let's face it, folks : big-ass boxes 
are pretty much history, and those huge 
manuscripts that we simmers have grown 
so used to just aren't gonna fit into one of 
those puny new Cracker Jack containers. 

With the resulting proliferation of 
PDF-only manuals, it behooves all sim-

heads to adapt to this new packaging 
with the same pluck and resourcefulness 
that we once used to defeat Manfred von 
Richtofen in Red Baron 3D. Recent 
releases like Flanker 2.5 prove that digital 
documentation can be every bit as volumi
nous and informative as the hardcopy 
stuff, anyway. Electronic manuals are 
here to stay, and 
there's no point in 
yelling at Microsoft 
about it (though the 
bastards started the 
whole e-manual trend 
in the first place with 
Flight Simulator 98). 
Instead, we'll just have 
to figure out the least 
painful way of con
verting them into that 
tactile paper format 
that we so desperately crave. 

There are a couple of ways to do this. 
The no-brainer approach is simply to take 
the game CD down to Kinko's and tell the 
PlayStation-weaned clerk to print out the 
PDF file for you. (The kid probably won't 
understand why you're doing this, but 
don't let it get to you - he wouldn't know 
an AIM-9 Sidewinder if it fell on his col
lection of Eminem CDs.) An hour later, 
you'll walk out with a snappy-looking coil-

bound primer for your 
newest sim. Apart 
from the $10 to $15 
photocopying charge, 
nobody gets hurt. 

The second solution was actually sug
gested to me by longtime sim producer 
Carl Norman of SSI fame, and I must say 
it certainly has merit. After all, why should 
some faceless Quick Copy chain get all of 
our hard-earned money when the people 

who publish these 
complex military sims 
for us in the first place 
are far more deserving 
of the revenue? (Carl is 
just a bit biased here, 
but let's cut him some 
slack for now.) 

Under the Norman 
Plan, each new sim 
release would include a 
convenient mail-in 
card (or URL) that con
sumers could use to 
order a printed man

ual . Just pop the sucker in the mail with a 
nominal $10 fee, and a professionally bound 
hardcopy manual arrives at your door a 
few days later. Many hardcore sim fans 
have been quite vocal about their willing
ness to pay extra for a properly docu
mented "gold version" of their favorite sim. 

This simple procedure seems to offer a 
win-win scenario for everyone involved. 
Sim publishers can earn back much of the 
goodwill that was lost after the demise of 
the old Jane's-style printed manuals -
without the hassle of trying to distill 300 
pages of documentation into some absurdly 
thin jewelcase pamphlet. And all of those 
cheapskate gamers with after-hours 

access to an employer's photocopier 
can still print off their own manuals 
gratis from the CD's PDF file. 

These new Lean Cuisine game 
boxes may be here to stay, but that 
doesn't mean that we all still can't 
get what we want out of our favorite 
hobby - information-starved sim
aholics included. But I'd like to 
attach a rider to Carl's plan: Seeing 
as how you developers will be saving 
so much money on the production 
end of games, how about giving us 
all a $10 reduction at the retail end? 

- simcolumn@pcgamer.com 
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Be all that you can be. 

VIDEO GAMER MOVIE GOER CHANNEL SURFER 

Without ever leaving your desktop. 

NextVision ™ 5 
from Viewsonic® 
turns your monitor 
into a high-resolution 
gaming, TV and 
multi-media center. 
When you're on your game, 
you're using all your senses - multi

tasking at the highest level. Shouldn't 

your computer monitor do the same? ViewSonic, the Visual 

Technologies™ leader, hos revolutionized the way you see 

gaming and TV. The new NextVision 5 Video Processor 

transforms any CRT or LCD monitor into a powerful TV 

and multi-media viewing center. Connect a cable feed or 

antenna and with the press of a button , switch from your 

"Top notch and tor hardcore video game or computer application 
gamers will be something that to full screen, ultra high-resolution tele-
is used every singte day " vision viewing (up to 1024x768) via 
- IE Magazine, Dec. '01 , on the the built-in TV tuner. Or plug in your 

VB50HRTVfirstgenerationVideo Xbox~ PloyStotion 2® or Nintendo® for 
Processor from ViewSonic. 

Desktop Mobile a. 
DI splays Projector PIH ma Tablet PC Wireless Advanced TV 

on awesome visual 

experience like none 

before. NextVision 

5 even connects 

DVD players, VCRs and 

digital cameras. Complete w ith 28-

key remote control, NextVision 5 is the perfect 
desktop addition for dorm rooms, 

bedrooms, stud ies, anywhere space 

is too tight for a separate computer 

display and television. And setting 

up NextVision 5 is as easy as a TV. 

No complicated cards or software 

to install. Use the included cable to 

connect the N5 directly to your 

monitor (you don't even need a PC). 

Turn an ord inary desktop into an 

extraordinary viewing - and gaming -

experience. Visi t ViewSon ic.com and 

See the Difference® 

El Set-up with 
KGB in/ out, 

S-Video input, 
Video Input, 

Stereo Audio 

speaker out. 
Just plug 
ond play. 

••M• • 
Availabiity. p,tcng and -ttk:ations subject to change witoout notice. COrporate 
names and trademal1<s are Ille propeny ol llleir respectlYe °""""'ies. Copyright 
C 2002 VoewSoolc COrporation. All rights reserwcl. 110641-00E 07/02] 

ViewSonic41 

See the diff'erence." 
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The Unlikeliest Mod Ever 
"Hey, you got your Thief in my Counter-Strike ... " 

D eep down, I've always been a single-player kind of guy. The loose can
non. The rogue wolf. The teammate in Team Fortress Classic who balked 
at being the medic. 

This probably explains why I die so often in team-based combat: since I'm so 
self-absorbed, nobody's covering my butt, either. Hence my love for Looking Glass' 
Thief II: of all the single-player "shooters," it's the most quintessentially solitary. 
As master thief Garrett, stealth and cunning are your stock in trade, the shadows 
are your only friends, and a quiver your sole backup. There is no multiplay. Ever. 

Until now. An amateur mod team has released Thievery for Unreal 
Tournament (www.thieveryut.com), a professional-quality multiplayer-only mod 
that lets you play a team-based Thief-style game online. Essentially, it's Thief II.5 
- the visuals, controls, weapons, and gameplay are all faithfully re-created, right 
down to the disposable bodies. 

Here's how it works: Games are broken up into Thieves vs. Guards. A team of 
thieves breaks into a domicile and has to avoid (or kill, if they' re feeling really 
lucky) a crew of guards while burgling a quota of treasure and/or evidence 
within a limited time. Thieves can purchase a loadout of arrows, potions, swords, 
and picks, while the guards purchase swords, maces, bolts, and traps. Not only 
does it work, but it's actually fun, too . 

But wait ... Thief III is in development at Ion Storm. How do they feel about the 
mod community mucking about with their cherished property? 

"I'm sure there's some lawyer somewhere who sweats bullets over issues of 
copyright and trademark infringement," asserts Ion's grand poobah himself, 
Warren Spector. "But I don't think anyone involved in Thief development sees 
mods as anything other than a win for us and for players. The enthusiasm and 
feeling of the community validate our work in a way that even big sales can't ." 

The Thief III team has tried out Thievery, and seems duly impressed. "So far 
it's been great fun, " says Jon Storm designer David Riegel. "It's a big power trip 
to be able to sneak around live opponents, and I'd say almost as fun to find 
someone hiding and hunt him or her down." 

So the big question is, Has Thievery made Ion Storm reconsider adding multi
play to Thief III? Not quite. 

"It's hard to overstate the amount of ef{ort that would be required, as I'm 
sure the Thievery guys can tell you," explains Lead Designer Randy Smith. 
"Right now, we've got our hands full trying to make the best single-player Thief 
experience of all time, and we have to stay focused on that." Amen, brother. 

- killingbox@pcgame,com 

MY GAMES Of THE MONTH· 1 FREEDOM FORCE. 2 NEVERWINTER NIGHTS. 3. GRANO THEFT AUTO Ill. 4. SOlOl[R Of FORTUNE II. 5. ANARCHY ONLINE 
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extended play 

TID"V Soldiers, 
Big Glllls, and 
Lots o€Laugbs 
AN ORGY OF MISSILE bombardment, exploding 
sheep, and napalm rain. The greatest strategy 
game in history isn't Civilization or StarCraft, it's 
the nutty nihilism of Worms Armageddon and its 
genocidal genus of infamous invertebrates. 

I first discovered the joy of worming with 
Wonns .Z way back in 1997. Alf productivity in my 
office ceased after 3 p.m., as huddles of people 
assembled around a single machine to engage in 
worm deathmatches. Few pleasures beat directing 
amoral worms through sprite-animated 2D slaughter. 

But while this spirited series is a blockbuster 
franchise in Europe, it's more of a cult phenomenon 
in the States, having garnered limited sales. So for 
most of you, a mere $20 will score you an unholy trin
ity of hardcore greatness via the Wonns Triple Pack. 

The bundle includes Wonns .Z Wonns 
Annageddon, and Wonns World Party. 
Annageddon and Party added online capability to 
the mayhem (via Team17's WormNet servers), but 
otherwise, the basics of play haven't changed 
since the original Wonns. Two or more 
teams of annelids go at it in a last-worm
standing war. Battles occur in a wide 
variety of playful 
settings, with 
environmental 
factors such as caves, cliffs, and water 
to consider. During each "tum," you have 
limited time in which to give orders to the worm 
selected. You can steer the little guy over the map, 
placing him in ideal position to wax an enemy (or 
multiple enemies, once you're experienced), and 
then pull down a menu of hilarious weaponry to 
squeeze in some violence before your turn expires. 

Wonns is one of those games that's ultra-sim
ple but demands a lifetime's investment to master. 
You'll develop such tactics as rope-swinging - in 
which your worm uses a grappling-hook gun to 
swing Spidey-style across the environment - and 
parachuting or bungee-jumping to lower ground. 
Once you're used to the surprisingly lifelike physics, 
you'll hone a sharp aim for ricocheting grenades off 
waifs or judging the arc of a mortar round. 

And, as always with this series, the carnage is 
accompanied by a never-ending stream of worm 
obscenities, curses, taunts, and death rattles. With 
Annageddon and World Party. added voice sets 
provide a wealth of audio, plus the ability to drop 
your own voice sets into the game. What makes the 
two older titles worthwhile is not only nostalgia 
value, but also their unique single-player missions. 

These may be the most enjoyable head-to
head computer games in history. If you've never 
played them, here's a great opportunity to start. 

- extendedp/ay@pcgam•,com 



VELOCIT~ 
m i C r 

"If you demand no compromise in your 
gaming equipment investment, Velocity 
should be at the top of your shopping list. " 
Editor's Choice 
HardCoreSim Racer, June 2002 

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

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

pentium ~ 

When you demand the very best equipment to enhance your computing experience, 
Velocity Micro™ is the clear choice to pump-up your performance to a championship 
level. With more premium component choices, meticulous hand assembly, individual 

performance tuning, and powered by the world's fastest Intel® Pentium® 4 Processor 
at 2.53GHz and beyond, everyone can configure their idea of the perfect system. 

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

0 2002 by Velocity Micro, Richmond VA Intel®, the Intel® inside logo, and Pentium® are registered trademarks of Intel® Colporation in the United States and other counlriel. 
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A Peek at G.I. Combat 
Superb realism lets you plan like a general and fight like a soldier 

L ike all conscientious reviewers, I try to put in as much time as possible with a 
game before I cover it in print. But there's such a buzz of anticipation about 
G.I. Combat that I can't resist offering a few first impressions, despite the 

fact that I had only two days to play with the "E3 Press Demo" before my deadline. 
Interest in this title is unusually keen because it is, after all, the "next level" vision 

of the design team that gave us the precedent-shattering Close Combat games (now 
flying under the logo "Freedom Games" and 
signed on with a new publisher, Strategy 
First). Despite my being able to play only one 
scenario of the demo (in which numerous 
features were non-functional, such as off
screen fire support and what looks to be a 
dynamite scenario editor), I saw enough to 
be mighty damned impressed. 

G.I. Combat seems like a mix of the best 
elements from Close Combat wedded to some 

of the more pioneering features of Combat Mission. It incorporates a host of features 
that RTS addicts have long dreamed about, including an infinite freedom of view that 
gives you a god's-eye view of the battlefield when planning your tactics, then lets you 
follow the ensuing action from over the shoulder of any soldier, vehicle, or squad. 

Aesthetically, the game's a 3D knockout. Animation of individual soldiers is so 
good that it marks a quantum jump in the quest for a totally engulfing, photo-real
istic "personal war movie." Terrain and structures (unless you bump into them at 
certain angles) don't took pasted-on, but surround you as integral parts of the envi
ronment. And the sound in G.I. Combat is positively stunning - in directionality, 
realism, and in its contribution to the total gaming gestalt. 

It's hard to judge the AI on such limited acquaintance, but the Germans I 
fought certainly acted in a historically plausible manner, throwing sharp local 
counterattacks and puJling off some very cunning and upsetting flanking maneuvers. 

At its best, the game does an absolutely spooky job of re-creating the claustro
phobic menace of hedgerow combat. I am very impressed - this could be a land
mark wargame. My only worry is that Strategy First will throw it onto the market 
before its creators have had time to fine-tune the engine and give the whole game 
the polish it deserves. One would hope the company learned something from the 
appalling debacle of World War II Online's premature release. 

For a game with this much potential, we' ll wait as long as it takes to get it right. 
- desktopgenera/@pcgamer.com 
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alternate lives 

Collf"esslons or 
an RPG Addict: 
PartD 
JUST A FEW MONTHS AGO I was grousing about 
not having enough new single-player roleplaying 
games, and now I'm drowning in them: Dungeon 
Siege, Morrowind, Neverwinter Nights, 
Geneforge, Might & Magic IX, and soon, 
lcewind Dale II and Arx Fata/is. 

A recent email from a loyal reader, "Lasalos 
Clearshot," got me thinking: How many of these 
games could I even hope to finish? Lasalos 
wrote pleading for help with the following prob
lem: He had 15 to 20 RPGs, all of which he loved, 
but felt he hadn't the time to give any its due, 
let alone complete them all . He wanted me to 
provide the secret to getting the job done while 
also having a real life. 

Well, Lasalos, I'm sorry to say that your 
letter has only served notice of just how dire my 
own situation is. Looking at my personal book
case of games, I see at least a dozen major RPG 
releases in the last several years. Of these, I've 
honestly "finished" only Baldur's Gate II, Pool of 
Radiance: Ruins of Myth Drannor, Diablo, 
Dungeon Siege, and /cewind Dale; the 
rest I've devoted anywhere from 10 
to 20 hours to 
and still not 
witnessed the 
finale . (And these are just the RP Gs on 
the shelf, mind you - 1 have many more 
that I haven't dared unearth.) 

I'd still like to finish the Fallouts and 
Wizardry 8. Of the current crop of games, seeing 
the ending of Neverwinter Nights may be in 
doubt, since I've had to move on to other games 
that need reviewing, but beating Dungeon Siege 
is a safe bet, as it's relatively short (and easy) in 
comparison. The trouble with being a fan of this 
genre is that the depth of every game almost 
precludes any serious attempt at finishing them 
all . You end up facing a mountain of goodness 
that takes a pathological commitment to get over. 

Forced time management is just the penalty 
we pay for being hardcore RPG players - for 
liking what are the deepest, and therefore most 
time-consuming, games available. But with all the 
editors and mods to play with, do we really want 
100-plus hours of gameplay with each new RPG? 

I'm starting to think Chris Taylor's design 
goal of "having as many players finish the game 
as possible" is the right way to go. I'd like to be 
able to spend 100 hours with a game, but is that 
practical? ls it possible to get just as "deep" and 
"rich" an experience from a 20- to 40-hour game? 

I'm curious: how many RPGs do you own, 
and how many have you finished (without 
cheats, thank you)? Email me and let me know! 

- alternatelives@pcgamer.com 
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If everwinter lfigbts 

➔ THE PROLOGUE 
When you've completed your training 
meet Aribeth, the Paladin ofTyr. Fight off 
the invaders that appear in the room, and 
then get the scoop on what's going on. 

Head through the double doors and 
fight off the few enemies in the corridors . 
Along with your henchman, Pavel, be 
sure to fight monsters one at a time 
wherever possible. Use the "stand your 
ground" command to leave Pavel safe, 
then draw out an enemy and run back to 
him. When a monster is close, change 
Pavel's command to "guard me" and beat 

it to death. Move carefully, never race 
into an unchecked room, and if faced 
with multiple enemies, use obstacles such 
as doorways to limit the number of crea
tures within striking distance. 

➔ CHAPTER1 
After discovering that the prickly Desther 
is Fenthick's mentor, and having your 
hopes of scoring with the hottie Aribeth 
dashed when she reveals that she and 
Fenthick are lovers, you need to collect 
the reagents from the four creatures scat
tered around Neverwinter. 

THE UNUSUAL SUSPECTS 

NAME: Tomi NAME: Grlmg11w NAME: DHl11 NAME: Sherwya 
UINlergallewl CLASS: Moak al Red Tiger CLASS: Bani 
CLASS: Rogue lilt Lo■g De■lh , CLASS: Rghter VERDICT: Greet 
VERDICT: Greet VERDICT: Tougk, VERDICT: M ..... , willl defensive 
lllief, good liglller greet i• • fight alllle Red T,ger spells i■ battle; 
(b1'1.._,11 (■specialty et Ulllgtrdt bib■ . can pick loctca end 
reagad ■ttacksJ; ~igkerl ... laJ, Very tough In ling aonga (giving 
kia 1111k -ks ■■d hanlty ever comllet. bat 111111'1 you higktr attack 
do utvy d-ge. dies. I.awful Evil. about it rolls end auchJ. 
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Talk to Aribeth to get her 
take on the rumors that point 
to where the monsters might 
be among the four districts 
branching off from the 
Neverwinter City Core. 

■ THE PENINSULA DISTRICT 
Get the lowdown on the 
Head Gaoler, Alaefin, from 
Captain Kipp. Find Sedos 
Sabile in the Guard 
Headquarters located in the 
eastern portion of the map. 
She wants you to go to the 
prison and kick ass! 

There are two routes. The 
ftrst is to get the key to the 
front door from the Gang 
Leader: he's tough, and you'll 
have to fight his bigger 
buddy, too! 

The second (and easier) 
path is through the Tangle
wood Estates underground 
passage. Look under the mat 
at the front door for a key to 
the estate! You should be 
about level three before 
fighting the creatures guard
ing this route. Going down 
the passageway to the left of 

the front door, you'll come to a huge 
chessboard that's rigged with loads of 
traps, so tread carefully. 

Go through the portcullis to get to 
the prison. Talk to the guard Emernik, 
who can point you to a room of supplies. 
Fight through the three levels (Prison 
Main level, Prison Containment Level, 
and the Prison Pits where the Head 
Gaoler awaits) . Through the tunnels of 
the Pits, fight Kurdan until he surren- ., 
ders, then get ready for a tough battle. 

The Head Gaoler is under the control 
of an Intellect Devourer. You have to kill 
the guards it possesses until there are no 

NAME: Linu NAME: Boddy-
l.a'nerel knock Gllnckle 

CLASS: Cleric CLASS: Sorcerer 

VERDICT: Cuts VERDICT: B_, 
heel Hd bl811/1id to take him et 1 
spells. can tum higher level -
und■ed, not very but he's killed 
good i■ alight. pretty easily in 
Take her early. battle. 
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more and you fight it on its own. Take the 
brain to Aribeth, and also check in with 
Sedos Sabile for more reward. 

· ■ THE BEGGAR'S NEST 
Prepare to fight the zombie infestation in 
the streets and head toward the Shining 

,Serpent, west of the city gate. Talk to 
Harben Ashensmith, who will talk about 
Krestal and Jemanie. Follow the Jemanie 
path (it's easier) and go to his house, 
where he'll tell you about his brother, 
Torin. Take the Ward Stone to gain access 
to the Snake Cult building just north of 
the house. 

Fight through the cultists (be sure to 
have a henchmen here for help, like a cleric 
if you can't turn undead yourself), and after 
defeating the Cult Leader, take the north 
stairs into the Underground Crypt, where 
you're looking for Guinan. This area has 
insects and Shadows and has a tough Dire 
Spider that protects the entrance to the 
Great Graveyard. 

Now head into the sprawling Warrens 
of the Damned. As you face the Ghouls 
and other undead, be sure to pick up 
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Torin's ring to return to Jemanie as proof 
that his brother is dead. You can also pick 
up the Ancient Key, which gives you 
access to Gulnan's lair. Guinan is a 10th
level Yuan-Ti Cleric who can singe you in 
a heartbeat. When entering her central 
lair, head to the right and bash the altar to 
take the marauding zombies out of the 
equation. (You may have to clear other 
locations around the city to level up before 
coming back with the power to defeat this 
tough mutha.) 

Collect her black, black heart. Now go 
back to Jemanie and Harben before taking 
the heart to Aribeth for a larger reward. 

■ THE BLACKUK£ DISTRICT 
You have to go through a No Man's Land to 
get to Blacklake. Here you'll learn about 
Meldanen hoarding food. At the front door 
to his estate use persuasion, bribery or 
threats so that Orrean lets you in. 

Once inside, persuade Grommin to 
open the door (or take his key from his 
dead body). Go west to get to the next 
floor. There are quite a few traps through
out the house, so move carefully, fighting 
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imps, mephits, and finally Meldanen's 
Apprentice. 

In Meldanen's Inner Sanctum you 
must speak to the Dryad before Meldanen 
appears. He will surrender if he receives 
enough damage. Get the warehouse key 
from him and give it to Formosa for a 
side quest. (But take a look around the 
warehouse for loot for yourself first.) 

Take the lock of hair from the Dryad 
back to Aribeth. 

■ THE DOCKS DISTRICT 
Your first goal is getting access to the 
Seedy Tavern, where an auction for a 
cure is to take place. Kill pirates and 
thugs and search crates for Smugglers 
Coins. (It takes five to bribe the guard on 
the door, but collect more to buy low-end 
magic items for great prices.) You can 
also wear a Bloodsailor uniform snagged 
from any of these pirates you've killed. 

To find the missing Vengaul, pick the 
lock on the door in the tavern (or beat 
Jalec in a drinking contest ... just keep 
drinking!). Bribing the guard on the door 
is the easiest method of entry. 

Downstairs you' ll encounter Dara'nei, 
who is Vengaul's lover; she'll give you a 
Locket. Now go to the Silver Sails and use 
the Locket to open a passage that leads to 
the boatman Charon (really). He' ll take 
you to Vengaul's lair. 

Kill Callik and his men (a tough fight). 
Confront VengauJ and he'll most likely send 
his guards to slay you while he attempts 
to escape, though you could talk your 
way out of it. Get the Cockatrice feather 
from the chest and return it to Aribeth. 

■ HELM'S HOLD 
At the ritual to create the cure, prepare 
for the "I didn't see that coming" twist. 
Now follow Aribeth's instructions and 
head into the portal. 

If you're a cleric or paladin, take the 
front door, as the undead you'll face are 
easy when you can turn them. 
Alternatively, go west to the cave 
entrance. 

In the Courtyard, be sure to pick up 
the Etched Gem, which can be found on 
the body by the front gate. Place the gem 
on the altar in the center of the 
Entranceway to prevent the Guardian 
Armors from attacking. 

In the Prison Block, you can pass by 
the caged undead without disturbing 
them by wearing a Helm uniform. If you 
don't have a Helm uniform (from one of 
the guards), prepare to fight. 

Get to the staircase leading up - it'll 
take you to the last encounter. To weaken 
Desther, destroy his minions first and 
then wail on him until he surrenders. 
Now for the trial and the executions! 
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➔ CHAPTER2 
■ GmlNG THE EVIDENCE 
Numerous people demand your attention 
throughout this chapter. Talk to them all if 
you wish, but here's the lean and mean 
direct route: 

Aribeth insists on seeing two pieces of 
evidence that suggest where the cult is 
located. Follow the signs to Charwood 
village and go to the inn. Keep talking 
until the sorcerer attacks, then take his 
journal as the first piece of evidence. 

A second piece of evidence is retrieved 
through the Spirit of the Wood quest. In 
Neverwinter Wood speak to Aarwill the 
Archdruid. Now head back to the Deep 
wood. Find the Nymph's House (in the NE 
corner of the map) and fight her until she 
gives up a ceremonial dagger. If you do 
the quest involving the witch Setara, she'll 
also give you information on using the 
dagger, as well as on rescuing one of the 
three druids for another side quest. 

With the dagger, go to the altar and 
°\lunge it into your chest (it only stings for 

a moment). Now fight Relmar and get his 
journal. Get the antidote from the rubble 
near where he attacks, and go to the cen
ter of the map, where the Spirit of the 
Wood attacks you but can then be cured. 
Search the altars for magical goodies. 
Now head back to Aribeth with the jour
nals, speak to Aarin Gent, and head to 
Luskan or do other quests. 

■ WSKAN 
Go to the Temple of Tyr (west edge of 
Luskan - use the Stone of Recall to get 
there without fighting all the wererats on 
the streets) and get the lowdown on the 
High Captains Baram and Kurth. 

You're looking for the High Captain's 
seal to get into the Host Tower, and that 
requires hitting the sewer. It's filled with 
undead (so paladins and clerics have it 
easy); you can enter through the grate in 
the center of Luskan, entering in the NE 
corner of the sewer. Take the exit in the 
north area to Baram's sewer. 

In Baram's sewer, work your way 
around to the entrance to Baram's Lair. If 
you're not a cleric or paladin, bring one 
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along to bring short work of the bone 
spirit ritual. One turn undead destroys all 
the skeletons! 

Fighting Ba ram himself is tough. Take 
out the priestess and minions first, then 
quaff potions before facing Baram. Get 
his seal from the chest, but also take his 
head if you want to pursue the side quest 
and give it to Kurth. 

Now you can go to Aarin and get the 
documents needed to enter the Host 
Tower, or you can go after Kurth (or kill 

IF YOU nND YOURSELF in Castle Jhareg, you 
can come out of the judgment quests with a cool 
phylactery (casts Sanctuary twice a day) if you 
play your cards right. In Karlet's quarters, in the 
room with the brazier, make sure you have his 
Protection Wand and Burning Hands Wand. Place 
a fire beetle belly on the brazier, cast Protection 
from Evil on yourself, then cast Burning Hands from 
the wand on the brazier. Now chat to Belial, who 
will give you a written oath that it was all him if 
you take the high road and tell him about judging. 
When you're back at the Guardian with the jour
nals, say neither brother was guilty and then 
offer to keep the phylactery safe for yourself. 

Kurth before Baram - either option 
works). In Kurth's lair, get both the token 
from Burke's body and the sphere, and 
follow the instructions in Burke's manual 
to close the portal, which removes the 
extra enemies from the fight with Kurth. 

■ HOSTTOWER 
Once inside, go to Aribeth's former room 
on the west side to get the key to the Host 
Portal room. Now you're working up the 
tower. Search each floor for the runes to 
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transport you up. For the direct route, get 
to floor six and find the Pinnacle rune that 
gives you access to the top. 

Some floors have a puzzle of sorts that 
you need to solve. Here are some examples: 

FLOOR THRH: Don't fight the quasits and imps 
- they reappear through the braziers. You'll 
need to place a quasit eye in one portal, and 
an imp eye in the other to stop the flow. 

FLOOR FOUR: Get the golem control and repli
cation rods and use them on the pod to get 
the Helmed Horror that opens the seal. 

At the Pinnacle, talk to Arklem, then 
destroy the braziers and defeat the mon
sters. Now head to the real finale! 

Here you'll listen to the movers and 
shakers in this other-worldly conspiracy 
discussing the next chapter - the Words 
of Power. Sup down potions of Bless or 
Aid (every little helps), Barkskin, and even 
Speed as you face a large number of pow
erful lizardmen. 

Once defeated, head down to Maugrim's 
lair ... and on to Chapter 3. 

➔ CHAPTER THREE 
You'll start off Chapter 3 in Aarin Gend's 
lodge. Talk to Aarin Gend to get the update 
on Aribeth and Maugrim. 

Once you have all the information, head 
toward the Drinking House, which is only a 
short walk away. Here, talk to Lillian, who 
has some information about the Words of 
Power. Agree to get her Snow Globe from 
Nax, and she'll offer you a Teleport Scroll. 

Go on to Coldwood, as per Lillian's 
suggestion. Head east to enter the 
Wizard's Dungeon. Fight through the dun
geon until you come upon a room with 
four gongs in it. Hit the gongs in the cor
rect order: cat, dog, bear, dragon. Head to 
the room that contains the Snow Globe, 
kill the Huge Fire Elemental that guards it, 
then teleport to town once you've recov
ered the Snow Globe. 

Talk to Lillian, then enter the Snow 
Globe, as she instructs. Talk to either Hodd 
or Arwyl to find out why the Dwarves and 
Dryads are fighting. Head into the cave 
between the groups, and approach the 
Dragon, Winter Fang. Find out as much as 
you can from him, and then grab Arwyl's 
Journal and Hodd's Journal, as well as the 
Amulet of the Ages. Take the amulet to Hodd, 
and then to Arwyl. Head back to Winter 
Fang and kill him. Grab the Word of Power 
out of one of the chests in his lair, then 
teleport back to town and talk to Aarin Gend. 

■ CRUTOR RUINS 
Make your way out of Fort Ilkard, and head 
into the Creator Ruins. Don't try to kill the 
golems that are wandering around yet. Go 
to the garden and find Sapphira. Talk to her 
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and get the 'Tune Crystal, which will allow 
you to go back in time to weaken the 
golems. Find the sundial in one of the 
rooms in the Creator Ruins, and use the 
'Tune Crystal's special ability; then click on 
the sundial in the northeast corner. 

Kill the Old One Commander and grab 
the Translation Amulet he drops. Speak to 
Lokar, and get his ring (aptly named 
Lokar's Ring). Grab the On Temple 
Defenses note from the bookcase, then 
look around for some slaves in nearby 
rooms. Show them Lokar's Ring, and you 
will be able to decide which weaknesses 
they build into the golems. Go to the 
smoke room, where you'll find an 
alchemist's table. Grab the Blue Powder, 
Red Powder, and Yellow Powder, which 
you'll use to complete the Ritual of Smoke. 
In the sound room, pay attention to the 
sound of the gongs - you'll need to know 
it to complete the Ritual of Sound. Finally, 
head to the light room to find out how 
you'll complete the Ritual of Light. 

Go back to the present, and complete 
the three rituals. Grab the Word of Power 
found in the vault - kill the Balor Lord. 
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Make your way through Moonwood 
until you finally enter the Spine of the 
World. Here, you'll head north to the 
entrance to the Fire Giant Lair. Once 
you've made your way down to Fire 
Giant Lair 3, speak to Klauth, the Ancient 
Red Dragon. He will trade you the Word 
of Power for Dragon Eggs, which you 
could have gotten from either Gorgotha 
or Akulatraxas. (Both dragons can be 
found earlier in the chapter: Akulatraxas 
in Moonwood Part II; Gorgotha in the 
Spine of the World.) It's best -to do the 
quests for the other two dragons against 
the giants, then take on Klauth by killing 
the blue dragon and placing it in the orb 
so that Klauth consumes it and is seri
ously wounded. Defeating Klauth scores 
some kickin' red dragon armor. With the 
third Word of Power in hand, you're now 
ready to head on to Chapter 4. 

➔ CHAPTER.t 
Talk to Lord Nasher, Aarin and then in 
the dungeons to Haedraline who'll inform 
you about the final Word of Power. 
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The most direct way to Maugrim's lair 
is to go through the Luskan Guard House. 
(Watch for the invisible assassin.) Be 
prepared to fight a Balor to gain access 
to Maugrim's Sanctuary. Within the 
Sanctuary you will encounter tragic Lady 
Aribeth and have the option to slay her 
outright or convince her that it is not too 
late for her to return to the path of good. 
In either case, success means you will get 
a key that grants you access to Maugrim's 
lair. Maugrim has mucho magic as well as 
Servants of Flesh who don't much like you 
either. After his messy defeat, you'll gain 
the Word of Power. Return to Castle 
Never and report back to Aarin Gend. 

Speak with Haedraline and she'll direct 
you to the caves past the dungeons beneath 
Castle Never. You'll find three stands that 
are lit with green lights and one unlit stand. 
Place the Word of Power upon the unlit 
stand to open the door in a brilliant flash . 

You can now go inside the Source Stone 
Sanctuary. You'll encounter a great deal of 
Lizardmen hankerin' for freshly squeezed 
adventurer bits. You also have the option 
of rescuing Asheera, who may grant you 
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an amulet to help in your final struggle. 
In the next area you'll encounter two 

corrupt dragons. Beat them to obtain the 
key to the Inner Sanctum. Waiting there 
is a very high-level cleric and his warrior 
help. The cleric's defeat will grant you 
access to the final battle. 

In the next (final) room, destroy the 
gargoyle statue to dispel the permanent 
blade barrier. Make sure you're as buffed 
as possible with spells and potions to give 
you every advantage as Morag and her 
henchmen will be lobbing spells at you 
the whole time. 

Focus your attacks on the priest that 
refers to your biggest damage type. (So if 
you use a sword, slay the one protecting 
Morag from slashing weapons.) Conven
iently, the priests are invulnerable to all 
damage themselves except the type of 
damage they are protecting Morag from. 
With Morag now vulnerable to your pre
ferred attack type, go get medieval on her 
ancient flabby ass. Flex your sleek hero 
muscles after her defeat. 

Finally, speak to Haedraline to finish 
the game. Woo-hoo! P(1G 

CHEATER'S 

NmRWINTER NIGHTS 
The following codes can 
be used in single-player 
games or by the dungeon
master in multiplayer 
games. To enable them, hit 
the - key to lower the 
console and then type 

~ DebugMode 1 (it's case-
sensitive). Now type any 

of the following codes in the console, and then 
hit Enter. (NOTE: To remove access to the 
cheats, type DebugMode O in the console.) 

■ dm_allspells 1 Lets you cast all spells from 
all classes. (Typing dm_allspells O disables 
this ability.) 

■ dm_giveXP X Gives X amount of experience 
points to target you click on. 

■ dm_givegold X Gives X amount of gold to 
target you click on. 

■ dm_givalevel X Gives X amount of experi-
ence levels to target you click on. 

■ dm_god Makes you invincible. 
■ dm_heal Restores you to full hit points. 
■ dm_lavalup Advances you by one level of 

experience. 
■ dm_modifyCHA/CON/DEX/INT/STR/WIS X 

Adjusts base Charisma/Constitution/ 
Dexterity/Intelligence/Strength/Wisdom of 
target you click on by X amount. (For exam
ple, typing dm_modifyCHA 2 gives target +2 
Charisma, while typing dm_modifyCON 2 
gives target +2 Constitution, and so on.) 

■ dm_modifyage X Adjusts age of target you 
click on by X amount. 

■ dm_modifyattackbase X Adjusts base attack 
bonus of target you click on by X amount.. 

■ dm_modifysavefortituda X Adjusts fortitude 
save value of target you click on by X amount. 

■ dm_modifysavereflex X Adjusts reflex save 
value of target you click on by X amount. 

■ dm_modifysavewill X Adjusts will save 
value of target you click on by X amount. 

■ dm_modifyspallrasistance X Adjusts spell 
resistance of target you click on by X amount 

■ dm_mylittlapony Increases movement speed, 
accompanied by appropriate horsey sounds. 

■ dm_setCHA/CON/DEX/INT/STR/WIS X Sets 
base Charisma/Constitution/Dexterity/ 
Intelligence/Strength/Wisdom of the target 
you click on to X amount. (For example, typ
ing dm_satCHA 2 sets target's Charisma at 2, 
while typing dm_setCON 2 sets target's 
Constitution at 2, and so on.) 

■ dm_satCR X Sets challenge rating of target 
you click on to X amount. 

■ dm_setage X Sets age of target you click on 
to X amount. 

■ dm_setattackbase X Sets base attack bonus 
of target you click on to X amount. 

■ dm_satfaction X Sets faction of target you 
click on to X faction. 

■ dm_satfactiondafandar Sets faction of tar
get you click on to be a defender. 

■ dm_satfactionenemy Sets faction of target 
you click on to be an enemy. 

■ dm_setspallrasistanca X Sets spell resist
ance of target you click on to X amount. 

■ dm_showarea Reveals all tiles in the current 
area by removing the fog of war. 

Also, during a single-player game, typing 
makasafe in the console will move you to a 
safe location (i.e., a valid location in the area 
- not in walls or on other creatures). 
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4.ge o_.Wonders II 
~ Without the know-how, Age of Wonders II is one helluva tough game. Here's what to expect in each magic 
7' sphere's Initiation and Mastery levels, along with the best way to pass each level. 

➔ WALKTHROUGH 

■ FIRE SPHERE - INITIATION PHASE 
Gather the free forces around you and move 
to a nearby city that's to the southeast. Yaka 
attacks you with a respectable force early in 
the game, so come up with a fast and strong 
defense. To prevent him from even recruit
ing his force, make haste to take the small 
Tigrans cities that lie further southwest: 
doing so will halt Yaka's production of 
shredders and dangerous mystics. To the 
west of your base is a teleportation device 
that leads to an Elvish city. Using a strong 
anti-wall force, you should be able to expand 
even further southeast and eventually to 
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Yaka's domain. Attacking with three or 
more parties at the same time makes suc
cess more feasible. 

■ ARE SPHERE - MASTERY PHASE 
Follow the instructions and direct the pio
neers to the west. One of the pioneers 
should establish a new outpost on the sug
gested hill as the other one continues fur
ther west. You' ll find ruins that can make 
excellent new cities. Ally with Karissa and 
allow her to do most of the dirty work 
against Artica. Expand to the weak 
Frostling cities with a sturdy artillery assault 
and use the special fire attacks. Against 
Artica, use an anti-wall attack force with 

units enchanted with Fire Halo. 
Don't spend time researching 
the Phoenix summon spell 
unless you're looking forward 
to completing the special phase 
of the fire node. 

■ WATER SPHERE -
INITIATION PHASE 
If you ally with Marin us, she'll 
keep Nimue busy, giving you 
time to research powerful 
water spells and build up your 
forces . The teleportation device 
near your spawning spot will 
take you to a larger continent 
where Nimue sets her domain. 
Slowly take over one city at a 
time until Nimue has nothing 
to protect her from a smashing 
anti-wall attack force. 

■ WATER SPHERE -
MASTERY PHASE 
Head slightly south to gain a 
free Halfling city and a hero. 
Further south of the city is a 
teleporting device that leads to 

a different location with each 
teleport. Once you have a fairly large cata
pult and anti-wall force, use the teleporting 
device until you arrive south of a church 
near Artica's domain. Surround Artica's city 

and attack with a combination of fire pro
jectiles and cavalry to quickly win the bat
tle. With control of the Frostlings, you can 
build Ice Drakes and assault Neckron in the 
eastern region. As long as you keep a 
strong defense plus mana and gold income, 
the opposing wizards will be easily beaten. 
Gaining control of the undergrounds can 
expand your power and give you access to 
most of the enemy wizards' domain. Take 
on one wizard at a time and ally with as 
many of them as possible. 
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You start with a few weak outposts, so work 
quickly to supply them with houses. The pio
neer can rebuild a city north of your outposts 
that can serve as your primary city early in 
the level. Neckron's forces are slightly higher 
north than where your new cities are settled, 
and can be taken down by an early artillery 
force. Gain control of the land around you, 
then the underground, and then progress 
over to the enemy wizards' domain. 

■ UFE SPHERE - MISTDIY PHASE 
The mystery of the relics can help your 
wizard and your heroes become formidable 
combatants. Send your parties toward the 
north, passing through any ruins if you 
wish. Find a small tunnel leading to a short 
underground passage. As you emerge to the 
surface again, you'll be able to access an 
Archon city with a Wizard's Tower II along 
with many advanced magical structures. Use 
this newfound city to build strong forces 
with which to wipe out Neckron and Serena. 

■ AIR SPHERE - INITIATION PHASE 
Capture the outpost up north. Use the air galley 
to attack the wolves for an automatic victory. 
You can also use galleys to take out other 
ground units without projectiles. Further north 
are more independent outposts. The main idea 
is to work your way through the underground 
tunnels and eventually end up in Artica's 
domain. Use the same strategy from your 
previous battles with Artica to beat her again. 

■ AIR SPH£R£ - MISTDIY PHASE 
You start with very little to build with, but 
you don' t have to worry about many enemy 
attacks in the early game. Flyers such as Ice 
Drakes are good for countering Tempest's 
dragons. Be sure to expand quickly, as there 
are many independent cities for you to 
either bribe or invade. Don't be so quick to 
attack Tempest, or you'll succumb to his 
strong defenses. Once you have numerous 
anti-wall forces, you can commence your 
assault. Be aware that you'll also be facing 
Serena in this map. 

■ WTH SPHERE - INITIATION PHASE 
Travel along the tunnel labyrinth, recruiting as 
many dwarves as possible. Careful: countless 
black spiders roam these caves. A well-estab-
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lished city is in the far mid-western side of the 
map, along with Fangir, a willing ally. Once 
you have a decent artillery force, you can 
attack Mab's domain in the far upper-right 
corner. In the far upper-left corner are numer
ous piles of mana and gold for easy pickings. 
Remember that Mab, even when defeated in 
the underground tunnels, can be resurrected 
by her surface cities hosting Wizard's Towers. 

■ WTH SPHERE - MISTtRY PHASE 
Many independent cities lie within the bor
der of Arachna's circular domain: prepare a 
cavalry force to recruit those cities, as they 
might not give up willingly. Also crawling 
around these caverns are Arachna's black 
spiders. Use strong melee units and priests 
to counter the black terrors and use an 
anti-wall assault against Arachna. When 
building city defenses, remember that black 
spiders can climb over walls. 

■ DEATH SPHERE - INITIATION PHASE 
First receive the free Animate Ruins spell and 
cast it to start a city. Don't overlook the death 
node on the west side of the ruins. Quickly 
expand by using Animate Ruins and capturing 
independent cities. Meandor will be in the 
exact same situation as you, so no one has any 
advantage. Concentrate not on how many 
units and cities you have, but on the quality of 
the cities and units. Attack Meandor's cities 
early, while they're still in development. 

■ DEATH SPHERE - MASTERY PHASE 
Quickly capture the independent city north
west of your starting city. Be sure to control 
all the mana nodes and begin building anything 
that can fly. Use flyers against Neckron and 
anti-wall attack forces against Tempest and 
Serena. Meandor is a powerful ally, so stand 
by him and aid his assaults whenever you can. 

■ COSMOS- WIZARD'S THRONE 
Each node will take you to a different area. 
Enter the water node first to start off with the 
basic city, and expand your power from there. 
Once you have a powerful defense and 
offense, enter the other nodes to the enemy 
wizard associated with each type (air node to 
Artica, fire node to Yaka, and so on). Once 
you've defeated each wizard from the traitors' 
circle and overtaken each domain, you're 
ready for a final assault against Julioch. P(10 
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Why do so many students choose ACCJS for their degree? 

flEHIBILITY 
• Study at your own pace 

• No classes to attend 

• Affordable for everyone 

• Enroll anytime 
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Earn up to $48,000 a year as a 
PC Repair Technician.* 

TRAIN AT HOME FOR A GREAT NEW CAREER. 
As a PC Repair Technician, you can earn great money in a growing field -
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fur skilled computer profes.5ionals rises, the salaries will likely rise as well. With 
Education Direct, you can train at home with learning materials shipped to 
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CHEATER'S 

Warcraft Ill 
During gameplay, press Enter to 
display the message box, type one 
of the following cheats, and then 
press Enter again. The message 
"Cheat Code Enabled" should 
appear. Note: These codes work 
only in single-player missions and 
custom maps. 

whosyourdaddy God mode. 
motherland [race) [ti Skip to 
indicated level, with race being 
one of the game's playable races 
(Human, Undead, Dre, Night Elf) 
and # being a mission number. 
(For example, if you type 
motherland human 2, you'll jump 
to the second human mission.) 
strenglllandhonor Toggles off/on 
your ability to lose a mission. 
somebodysetupusthebomb 
Instant defeat. (Won't work when 
strenglllandhonor is enabled.) 
allyourbasearebelongtous Gives 
you instant victory. 
iseedaadpeopla Removes fog of 
war (letting you see everything). 
warptan Speeds up construction 
of buildings and units. 
iocainepowder Fast death/decay. 
keysersoza X Get •x· amount of 
gold. (If you type just keysersoze, 
you'll get a default 500 gold.) 
leafittome X Get ·x· lumber. (If 
you type just leafittome, you'll get 
a default 500 lumber.) 

greedisgood X Get ·x· Gold 
and Lumber. (If you type just 
greedisgood, you'll get a default 
500 gold and 500 lumber.) 
thereisnospoon Unlimited mana. 
pointbreak Removes food limit. 
whoisjohngah Enable research. 
sharpandshiny Research 
upgrades. 
synergy Disable tech-tree 
requirements. 
riseandshine Set time of day to 
dawn. 
lightsout Set time of day to dusk. 
daylighlsavings [I) Set time of 
day to specified number. (If you 
type just daylighlsavings, the 
current time of day is maintained 
until you retype the cheat) 

Age of Wonders II 
During single-play, press Ctrl + Shift + 
C, type one of the following cheat 
codes, and then hit Enter. 

Gold Gold +1,000. 
Mana Mana+ 1,000. 
Explore Reveal entire map. 
Fog Toggle fog of war. 
Win Win mission. 
Emergehero Spawns a hero. 
lnstantprod Toggle instant 
productions. 
Spells Free spellcasting. 
R111arch Research all spells. 
Freemove Free movement. 

Co NT EST Ru LES No purchase is necessary. Only one entry per house

hold, per month, will be counted. Anyone can vote, but 

only U.S. residents are eligible to win prizes, and the offer is void in FL. RI, Puerto Rico, and where prohibited 

by law. Your chances of winning depend on the number of entries we receive. Failure to follow the rules will 

result in instant disqual ification. Canadian law prohibits those readers from entering. 

The PCG Crossword 
-Allnrers 

ACROSS 2. PIIHOS, 7. B1ild, 9. SimCaamr. 10. lothck. 11. C.lel,, 
13. Wtr111mmer, 15. Ban1, 16. El Diablo, 19. S11111n10••r. 20. 01wt1try, 24. Je1. 
25. Mafia, 77. Gi•lltl. 21. Sl1t1111-. 29. V1catio1. 33. Chilki. 34. Laffer, 35. A,x, 
36. llloc.,., 31. S.W./,N.E.. 39. l'•nty, 40. l'C ~,,,., DOWN 1. Co,ucks, 
3. BIMle Ra•nr. 4. R•••• 5. D•rlc. &. 81j.w1/1d, I. Deus Ex. 12. AquNox. 
14. J11ius, 17. Emporor, 1l Ryan, 21. All. 22. Nitlot Eff, Z3. Zu. 26. An:Ham, 
21. Sipu, 30. Barney, 31 . EJdos, 32. Prit1et, 31. Otti 
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Iron Storm 71 
Earthlink 49 
Hitman 2 5 
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Earth and Beyond 32-33 
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Tony Tough 103 
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Hardware 127, 128-129 
Unreal 2K3 IFC 
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Age of Mythology 37, 39, 41 
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Stronghold 75 
Harddrive.com 132-133 
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Video Processor 115 
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The Thing 50-51 
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Empire Earth 30-31 
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The PCG Crossword 

ACROSS 
2. Leather Goddesses of 
7. Duke Nukem 3C!s constructive 
graphics engine 
9. Sequel to Theme Park World 
10. Monkey Island villain 
11. Protagonist in Blood series 
13. Space Hulk's gameworld 
15. What Stormtroopers can't hit 
the broad side of 
16. Fiery Latino hero in comic
book game Freedom Force 
19. 2001 THQ action/RPG 
20. Land of King's Quest series 
24. Hero of TRON 2.0 
25. Mob game that's livin' 
La Cesa Nostra 
27. Interplay's ode to Citizen 
Kabuto 
28. EA's medieval rea l-time strat
egy game set in Japan 

NEXT MONTH 

29. Subtitle of fourth Sims add-on 
33. Our assistant art director 
34. Leisure Suit Larry's last name 
35. Fata/is 
36. Developer of text adventure 
Bureaucracy 
38. Piggy RTS developed by 
Stormregion 
39. Simon & Schuster's 
Raider (2000) 
40. The world's best-selling PC 
games magazine 

DOWN 
1. ___ : The Art of War 
3. Philip K. Dick-inspired adventure 
4. G.O.D. game starring Ragnar 
the Viking 
5. Alone in the 
6. Popcap Games puzzle game 
from 2000 

8. PC Gamels 2000 Game of 
the Year 
12. Underwater shooter from 
Fishtank Interactive 
14. The " J" that went one-on-one 
with Larry Bird 
17. EA's Battle for Dune RTS 
18. Drakan heroine 
21. Radeon maker 
22. Race of character shown above 
23. JoWooD's Alien Hunter 
26. ___ : Of Steamworks and 
Magick Obscura 
28. Original name of Relic's 
Impossible Creatures 
30. Security-officer star of 
Half-Life: Blue Shift 
31. Publisher of Gangsters seri es 
32. The "P" of Persia 
37. Bungie's anime-style action/ 
adventure game 

November issue? Thet time of the year when we live through 
All Hallow's Eve? It can mean only one thing: the Ten Scariest PC 
Games of All Time. But that's not all. Find out how to network 
your home in a variety of ways, covering every layout and every 
budget Plus, we've got the inside skinny on one of the hugest 
franchises in the world. You have to be here to see it .. 
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MEOIA WITH PASSION 
Bath. London, MIian, M._,lch, New York, Part■• 
SanFrMClaco 

A cold sweat dripped from the cloaked spy's forehead. After 
years of investigation and countless broken fingers, he had 
finally infiltrated the Cult of the Monkey's secret lair. Turns out 
it was on Gusrids Secrets Del Mono island. Peeking out from a 
large benena-shaped column, he could make out an army of 
derk shapes surrounding a towering figure. "They must be 
preparing their assault on gaming-kind," the spy thought. "The 
simian horde must be stopped." One of the dark shapes 
motioned the others to begin an incantation, obviously to bring 
their weapon of mass destruction to life. · w e call upon the 
dominating traits of the cow, fox, and hound to summon our 
god. Deliver us the worldl" "Great guzzling Llamas," the spy 
gasped. "It's time to make my move .. ." 
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