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BEST VALUE WEB
HOSTING IN THE UK

TRANSPARENT
PRICING

No hidden charges, no
optional extras

When other companies often charge
extra, 1&1 includes everything to
allow customers to get started
quickly and easily, with no hidden
additional costs. A policy of
transparent pricing is a commitment
from 1&1. No hidden charges, no
optional extras, we ensure the price
you see is the price you pay! It's
straightforward with 1&1.

HIGHEST SPEC/
LOWEST PRICE

Innovative products
made affordable

1&1 are industry renowed for giving
the market the most comprehensive
and feature packed solutions.

Our continuous investment into
development means that our
customers will receive the most
distinctive products with the highest
specs at the lowest price. Check it
yourself. We are confident that we
offer you the best value for money.

g G580 B

FREE WEB
BUILDING

Build your own website
in an instant

Whether you are a professional or
a beginner let 1&1 help you build
your ultimate website with the very
latest tools. All 1&1 Shared Hosting
packages come with lots of useful
features which enable to fulfil your
online ambition. You can create
and publish your own interactive
website without any technical
requirement needed.

Member of

08708 503305




For a limited time only, order any Shared Hosting package from
1&1 and enjoy the best value web hosting around

1&1 has reduced all of its Shared Hosting packages by 20%, giving you a great saving. When

hosting your website with 1&1, not only will you get the best price but you also get all the tools

and features you need to create a professional looking website. Whether you are a beginner or
running a small business, 1&1 has a package to suit your needs. Plus, for optimum performance

we have 18,000 MBit connectivity, the largest in the industry.

FREE WEB
MARKETING
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. Digtal Cameras

vou wauld fike fo chas

Accessories.

Market your website and
maintain reiationships

As well as web building tools we
realise that you want to market your
website, generate customers and
communicate with them and your
site visitors. 1&1 Shared Hosting
packages come complete with high
performance marketing tools which
let you connect to your visitors
through live interaction, feedback
forms, newsletters and more.

READERS’ |
CHOICE AWARDS

20040] | | \WINNER

STING
COMPANY 2004

FREE £400
WORTH
SOFTWARE

01 Aeduy

Free Software bundle
worth £400

Receive all you need to create,
publish and promote your website.
Edit your website using Photolmpact
10SE and NetObjects Fusion 8.
Finally, once your site is ready, launch
it on over 300 search engines with
Hello Engines and optimise your
search engine placements with the
Ranking Toolbox.

1and1.co.uk

FOR A LIMITED TIME ONLY,

1&1 PRICES SLASHED,
20% OFF ALL SHARED
HOSTING PACKAGES.

i .99

FROM
INCLUDES 1 FREE .CO.UK DOMAIN

ol 719

FROM
INCLUDES 3 FREE .CO.UK DOMAINS

1&1 BUSINESS PRO PACKAGE

A""\ﬁf”n.gg

FROM
INCLUDES 5 FREE .CO.UK DOMAINS

1&1 PROFESSIONAL PACKAGE

*?15.99

FROM
{INCLUDES 10 FREE .CO.UK DOMAINS

Total price per month + VAT

For more information on our
package features please visit
www.1and1.co.uk
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22 EMBARRASSING MOMENTS
24 SWAT 4: THE

STETCHKOV SYNDICATE
46 PREY
54 POP: THE TWO THRONES
Too busy? PC ZONE in 66 words...

SWAT 4: long-named expansion! Hill rolls about a

arrives, followed by a whole load of mostly
pub games. Wandy does his thing, Steve's
Vorderman obsession scares us, how to play
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The Movies properly and then a great bit
about David Braben.

bit, then our huge Prey exclusive. Third POP game

REPEAT

PLAY

I'VE JUST COMPLETED Hulf-Life 2
for the second time. “That's stupid
Sefton,” you might well say, “when
there are over a dozen new games
worth playing now. Stop flogging a
dead horse - dig into your tight
northern wallet and buy Quake 4." "Hey
steady on!" I might then reply, with a
certain indignation, “there’s no need to
insult me.” "0K, sorry,” you'd probably
add after that, "but why Half-Life 27"

Well, rather like listening to a
favourite CD T haven't heard in a while,
re-playing it brought back some great
memories. Half-Life 2 is like a tracklist
of your fave band's best album; the
Manhacks droning towards you in the
sewers; the first time you get the
gravity gun. Reliving each gaming
moment was sublime - reassuringly
familiar, of course, but sometimes
surprising with bits I'd forgotten, or
revealing subtle nuances and new
depth I'd missed first time around.

However, it got my drink-addled
brain thinking - is replayability a vitally
important factor when considering
buying a game, or should a 20-hour
once-through provide enough value-
for-money entertainment?

Many titles have bonuses and extra
content if you complete the single-
player game - but is anyone bothered?
Of course, multiplayer games will have
you coming back for years after the
original release (Counter-Strike
anyone?), but there aren't many games
I've gone back to more than a year
later - this, T reckon, is the mark of a
true classic. So now, I've just started
playing through Call Of Duty 2, Civ IV
and, yep, Quake 4 - T'll keep you
posted on whether I fire them up
again in 12 months...

T

Jamie Sefton, editor
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"Hugely intentive, charming and funny. Psychonauts is

a surprise hit and this year's star platformer."
Official PlayStation®2 Mag
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What's the worst that can
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STEVE MILLS REALITY CHETK

%>

OEY oMIMENTARY
Psychonauts

® Freewa rec

hmnlwmummwhnmnsm-

ALIEN ARENA 2006

Some short while ago in a galaxy quite far away !Illli‘lli!!!!

FREEWARE

FREEPLAY

We bring you the best from the land of the free games -
don't be silly, put that wallet away
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Losers, boozers and Jacuzzi users

STEVEHILL

FREELANCE POKER PLAYER
AGE Thirtysomething

LIKES TV & Football

D
FANCIES Anything with a backbone
FAVE GAME Football Manager

City Of Vi

Jet-setter, bon vivant, man about town and social whirl, Hill maintains
that he won't get out of bed for anything less than America or
operating heavy machinery. During his ZONE service, he's been
subjected to more bone-crunching injuries than is strictly necessary,
seen more sights than an American tourist and played more online
games (for cash) than is healthy for a sane man. Luckily, this is Hill we're
talking about and he checked in his sanity a long time ago when he
began writing about games for money. As a result, the bitterness rises
higher with every passing month.

JAMIE SEFTON

Editor

Sefton helped his family celebrate the
birth of his first nephew by decking him
out in a full Leeds kit and signing him
up for trials with the youth team.
WHAT ARE YOU PLAYING?
Half-Life 2: Lost Coast and
Call Of Duty 2

PAUL PRESLEY

Section Editor

Prezzer, busy compiling his list of made-
up words (like Prezzer-tastic), has
begun to consume Chocomilk at the
alarming rate of 11 cups per day. He
says it makes him stronger.

WHAT ARE YOU PLAYING?

The Movies and D&D Online

MEET THE TEAM

WILLPORTER

News Editor

This month, Will's decided to move to
the wilds of Croydon, home of Nestlé
UK. He denies that the lure of chocolate
is the reason behind the move.

WHAT ARE YOU PLAYING?
SWAT 4: The Stetchkov
Syndicate

STEVEHOGARTY

Staff Writer

This month Steve has been discreetly
placing all of his belongings under his
desk, "in case, you know, I have to leave
ina hurry". He's also recently moved to
Walthamstow, home of East 17

WHAT ARE YOU PLAYING?
Mario Kart DS (let's be honest)

SUZY WALLACE

Disc Editor

Not that she’s living up to stereotypes,
but Suzy has spent most of the month
shopping. Xmas shopping for family, as
well as buying random old people tins of
biscuits to see them through the winter.
WHAT ARE YOU PLAYING?
Need For Speed: Most Wanted

CLARELYDON

Production Editor

Spurs-mad Clare recently had a one-
on-one encounter with the mighty Paul
‘England’s No. 1' Robinson's glove. Her
subsequent giddy daze has meant
missing deadlines is now a breeze.
WHAT ARE YOU PLAYING?

The X Factor Sing

STUFF WE'VE BEEN TALKING ABOUT...

PRISON

RUDE CODES

BIZARRE NOISES

OUR ELEVATOR

Tiny Compo. Give us the correct answer to the mini-g
WI N ! might win some fabbo pri
Compo (164), PC ZONE, Fu 1Balcombe Street, Lon S
correct entry sneezed from the competition nostril wins. Closing date: February 1, 2006. The winner
of Issue 162's Tiny Compo was M y Swales of Newcastle, who knew that the D-Day landings
took place in 1944. Well researched, sir!



LETTERS

Red letters, French letters - Jamie Sefton answers 'em all

SCORE WHORE
Just wanted to inform you that the list at
the back of issue 163's Ultimate Guide To
PC Gaming 2006, detailing every game
ever reviewed in PC ZONE and its score is
the best idea you have ever had, ever. The
best idea since prawn cocktail-flavoured
crisps, in fact. With the list, I have now
finally been able to answer all my
gaming-related questions, such as was
Big Brother The Game, with its 1 per cent,
the worst ever? I now know that it was
beaten by issue 17's Newsweek 3
Globocop, which got an imperceptibly
inferior O per cent. I also discovered what
score you gave Enemy Nations. This is a
game I got at the checkout of a random
shop specialising in cheap stuff in Belgium

History Lesson

T'm writing pecause I'ma \'\tt\efmyztelfidz
about the article on pagg 240 lssacy -

mining the, er, historical accuracy
EX? Of Persia games. My percep_tlon e
Pg:rf(fs has always been of an /—\rlab|atr.\ I‘\le\g S
%hemed setting. S0 why does this ar. (;cPerSia?

are the series with Achaement tibr
C(;\mpseems anachronistic, given that t s ‘
1/'\r‘:ib'\am Nights stories are thought ;:) 2;/ K
d about 1,000 years |ater. Plea

?\?epeefgecowect me if I'm completely wrong
about the perceived setting.

Tom Ingle

Although

" that
Will Porter ‘thoroughly researched’

0
news story: it appears he -managed t
miss the correct time period by @

g = You're absolutely right Tom.
You need 2
We need letters. (Good ?nes,
mind, not rubbish ones like

een
\PC ZONE rulez, can 1 i'\ave a millennium. He has subs;(;u:::‘irs 3
graphics card ploast) 1 The sent on a series of evT:j is probably
Well, serendipity SR - L the Persian embire: TUE o ZONE
two needs have col|!ded. l'lg|etter the most inte!hg"'“t ‘Z even ;
here, ight now. Write “sfihe has ever "ec“;we?d' al?te
today. I it wins Letter @ though we didn't At

Month, we'll send you a prize

understand some of the
tomorrow. Hurrah!

big words, you deserve
your graphics card.

10 February 06

and then rather liked (64 per cent, you

tight-fisted bastards).

I think you should make it a regular
feature, then a whole new shipment of

lonely, bored people every month can
correct you if you say System Shock 2

was reviewed in issue 62, when any fool

knows it was issue 82.
Peter Chainey

Thanks Peter. Other interesting facts
include the fall of franchises such as

FPS Turok. This went from Turok:
Dinosaur Hunter, 90 per cent, to
Turok: Evolution, 28 per cent, while

the lowest-scoring Star Wars game -

Star Wars Galaxies: Rage Of The
Wookiees - got just 57 per cent.
Anyone for any more?

VERY SILLY

T was playing The Movies and noticed
that one of my janitors was named
Martin Korda. Send me a prize for
noticing this or else I'll give his name
to the Inland Revenue as I'm sure his

pixelated form is being paid cash in hand.

Cliff Mallinder

Now Cliff, are you really sure you
want to threaten our man-mountain
Martin? I've passed on your address
to him, so if you see an angry, bear-
baiting Slovak stomping up your
driveway, barricade the door...

THINK OF THE
CHILDREN!
PC ZONE please help! I'm a 13-year-old
gamer who loves playing rip-roaring,
blood-letting PC titles such as FEA.R
and Doom 3. However, because they're
18-rated by the BBFC I can't buy
them, and have to resort to either
going round my mate's house (who's
17 and can get away with buying
them) for a session, or attempting to
hoodwink an ageing relative into
buying them for me.
Why are such
"4 games rated as
§ adult-only? I see

more violent, disturbing news stories on

Newsround than anything in The Suffering.

Tell the BBFC to stop being wimps!
Timothy Ibson

Well Tim, the law is the law, and
whether you like it or not, it's there
to protect supposed ‘vulnerable’
members of our society such as
yourself. However, as PC ZONE is
now an 18-rated magazine (so we
can continue to run movies and
demos of Doom 3 et al under BBFC
rules), you shouldn't be reading us
now. Put the magazine down, remove
any images of gibbing, and go back to
the Dandy comic for another five
years. Oh, and if Newsround is really
more violent than The Suffering, then
it really must have gone downbhill
since John Craven left...

GRUMPY OLD MAN

Do you ever suffer ‘ageism’ from buying
PC games? My one release/escape from
this arse-wipe of a society is buying
myself games, and I've done this since
the PC/games first appeared. So I was
amazed when standing to pay for a
collection of recent titles, a woman who
had the tribe of Israel with her (in the
form of her children) leaned over to me
and said: "Those for you?”
What? Should T be younger-looking?
Do I have to have a toddler at my side,
a wife or miserable girlfriend moaning
about the amount of money I spend on
PC games to make me look respectable?
Why can't T buy videogames at my age?
All T can say is: "Bollocks!" I say this quite
often now.
Who are they to tell me to grow up?
So please leave me alone - it's all part of
my life not yours! I have something to
look forward to; new expansions, mods
and the sheer pleasure of playing online,
instead of getting drunk and waiting for
a bleeding taxi at 3am in the freezing
morning, outside some crappy nightclub
where that woman you fancy walks
home with the gorilla of a bouncer!
Believe me - T am a happy 40-year-old



@ letters@pczone.co.uk

B letters, pc zone, future, 1 balcombe street, london, nw1 6na

DogGreen on the joys of growing old

who will continue buying PC games
as long as I can!
DogGreen

Yeah! Er... You tell 'em DogGreen!
(Backs away slowly...)

TAKING THE PISS

Why is it that, in an age of ultra-realism in
games, nobody ever stops to have a piss
or grab a bite to eat? Personally, if I'd
been playing FE.A.R. and every few hours
or so had to find a lavatory in which to

Why can't | buy videogames at my age? All | can
say is: “Bollocks!” | say this quite often now...

relieve myself (possibly with some slow-
motion blurry effects to keep things
interesting), I reckon I would've been
drawn even further into what is already a
hugely involving game. Also, if Sam Fisher
had to pause for a moment to eat a
cheese-and-ham sandwich his mum had
prepared earlier that morning, it'd really
add a new dimension to the stealth genre.
Jamie Richards

Fantastic. Imagine how much more
absorbing X3: Reunion would be if

you had to cope with zero-gravity
toilets? Or how shocking it would be
to stumble upon the Quake 4 canteen
dishing out Stroyent Twizzlers to
under-nourished Strogg troops?
More realism in games now please!

LAZY BONES

I'm a lazy gamer who can't be bothered
to learn complicated games. So, I'd like to
share one of my rules of thumb for
choosing which games to play with you
all. If the booklet's too big for the case,
then the game's too complicated.

R Morris

You certainly wouldn't get on with
Civ IV then - the manual is bigger
than most Harry Potter novels.
However, your laziness means you're
missing out on class titles such as
Civ IV and others, including Age Of
Empires III and The Movies - games
with real depth that only the PC can
support. Buy an Xbox 360 instead...

NOT AFILTH PEDLAR

Tt is to my understanding that you
received an email on the 26 November,
2005 that contained explicit material. T

The best film I've made in
The Movies so far earned
200K, was called Saddle
Squall and involved a guy
walking across the desert.
-Liquid_Virus

You won't be shocked to
learn that the epic horror-
fest I'm planning is called

 Paws Of Evil.

-PawsofEvil

Do Jurassic Park. I want a

- full two-hour presentation
~ on my desk by 11pm.
_ -Rjcanty

. Now we can all thank each
~ other come the Oscars,

~ then stab each other in the
~ backs in a cocaine-fuelled

- orgy of wasted talent.

_ -doomus

~ The Movies has given me a
greater appreciation for

~ directors - like many others,
- TIassumed I could ‘do their
~ job’ as well as, if not better.
- However, looking through

~ the films on the Lionhead

- website, it's apparent that
movie production is really,
 really difficult...

~ -CobaltNova

Join in the forum fun at
~ www.pczone.co.uk.

DEAR DR JUNG,

Q Is there ever going to be a Dungeon Keeper 3 coming out
watching the trailer.

or what? I've been waiting years after
J Bernard

m Seeing as Bullfrog was absorbed by the mighty
Electronic Arts back in 1995, the rights to the
Dungeon Keeper series lie locked away somewhere
pretty damn secure. Dungeon Keeper 3, as it was, was
canned back in 2000 since “opportunities to develop
new intellectual properties on new platforms such as
PlayStation 2" were a greater EA priority. Seeing as
so many Dungeon Keeper hods now reside at fortress
Lionhead, a true sequel is pretty doubtful. Evil Genius
is the closest game you'll get.

DEAR DR JUNG,

m Flicking through your almanac of PC ZONE review scores,
I couldn't help but notice a game called £F2000 getting a
massive 97 per cent. What the hell is it?

Darren West

E 1t's a flight sim Darren, and one that Duncan
McDonald (otherwise known as Mr Cursor) liked an
extraordinary amount. Flight sims, you see, were
amazingly popular back in the mid-1990s - where
anything in 3D would provoke gasps of amazement
and unexpected prolapses. Taking to the skies with a
Euro Fighter and dealing death to Russians, it was (and
remains) a PC ZONE barn-stormer. It was in all good
shops as of six years ago.

February 06 m “



LETTERS

@ letters@pczone.co.uk

>4 letters, pc zone, future, 1 balcombe street, london, nw16na

can assure you all that T have absolutely
no idea as to who sent this email, or why
they did it, but T can safely say that it was
not me that sent it out. Apologies if
anyone was offended by the material.
Nick Jones

Yeah, yeah, we believe you Nick. I
was actually really offended by the
truly degrading, disgusting picture
you didn't send, and so was the rest
of the team when they asked me to
forward it to them.

NO POIROT

Win the ultimate gaming PC, you said in
your Ultimate Guide To PC Gaming 2006,
free with issue 163. That seems appealing,
but why does the smallprint say that
competitions are not open to readers
outside the UK? That hurts you know - I
live in Belgium. T know we have our own
cultural habits - chips with mayonnaise,
for example - but do you have to exclude
me in such a cold manner? It's not as if
you'd have to wrap up the Alienware in
waterproof material and paddle it over
here yourself if I win. They dug a hole
across the channel you know, with big
metal objects moving things back and
forth. Come on, give me a chance (read
this in a very corny way, Bambi eyes and
all) and please register my answer!

A. X2: The X Strikes Back.

Frederiek Dumaray

E justa
slave to your mag.

12 February 06

ddy
lying over ary
1\c’)\e in the g -ound.

Oh, go on then Frederiek, just this
once we'll allow you to enter the
competition! Wrong answer, sorry.

ZONE SLAVE
I'm glad to see that an Irishman has
joined the ranks of PC ZONE (yes, I am
talking about Steve Hogarty). However,
as a fellow Irishman, I'm concerned for
him. You say he just showed up one day,
and that you're allowed to keep him as
long as you feed him.

Is he some kind of slave? You have
to admit the photos of him look rather
peculiar, as he looks like he's away with
the fairies. I really hope you treat your
new slave kindly - just make sure that he
doesn't make a show of the Irish, as a lot
of Irish read this magazine...
Greg Moroney

Steve is our scarily-young staff

writer (he was born in 1987!) and
yes, he is technically our slave, who
we force to write half-page reviews
of The Sims expansion packs and

~ rubbish third-person action-
~ adventures. But don't worry, he

won't make a show of the Irish -
we'll just re-print this photo of him

drunk and asleep at a recent
house party as proof.

THEEND

I have to agree with Paul Biggs letter
inissue 162. I too am disappointed at
the general trend in your magazine for
schoolboy toilet humour. It's no longer
suitable to have your magazine around
the house for my three sons to read and
therefore I've cancelled my standing
order. While your cover-discs have an age
rating, the magazine does not, thereby in
my opinion breaking publishing rules on
explicit content. Please bear in mind that
they would have been your future
readership. Thank you for all the great
content over the years; I will miss what
was a very good read.

Peter Radoux

I'm sorry we've offended you, but
surely schoolboy toilet humour is
EXACTLY what your sons would
enjoy? PC ZONE has always been like
this - you should have read it when
Charlie Brooker was writing for us.
Never mind - I'm sure they'll find
other suitable teen-reading material
under the nearest hedgerow... [J71

~

IDIOT'S
CORNER

Real calls
from real
idiots...

Hello, PC ZONE?

IDIOT

Hi there, I'm just
calling to see
whether you'd be
interested in going
to a party that's
promoting new
hardware products?

I think we've already
spoken about this
yesterday? I gave
you Phil Wand's
contact details.

IDIOT
Oh...

IDIOT

Erm...

IDIOT

Yes you did.

IDIOT
Goodbye!
(Hangs up.)

The Big Question

Reactions to the alternate The Matrix: Path Of Neo ending

1 Horror: 43%

2 Dishelief: 27%

B3 Repulsion: 15%

4 Gascousness: 3%

&) Despair: 12%




Get up to 40% Faster
aming Performance and Phenomenal

Surround Sound with Headphones.

Upgrade Your Sound Card To Sound Blaster X-Fi Fatallty FPS
To Enjoy The Fastest, Most Thrilling Gaming Audio Ever!

Check it out at europe.creative.com/xfi CIR = _/_\_T IVE






LIENS EXIST. They drift around the cosmos in vast p AG E
spheres held together by the gravitational pull of a
single star. They beam Native Americans up into their

vast caverns. They possess the bodies of eight-year-old girls

and make them hurl other eight year olds onto spikes. In fact,

they get up to all manner of nastiness and it's about time that

someone did something about it. While we're writing to our

MP and setting light to the 'Science Of Aliens’ exhibit at the

Science Museum, why don't you follow this neon yellow arrow

to our Prey expose? We wrote it just for you




URERGNI

NEWS EDITOR Will Porter

Gamers are
from Venus

HE GOOD NEWS is that
T I'm moving in with my
girifriend. The bad news is
that she doesn't like games and is
convinced that I'm addicted to
something unhealthy. Her evidence?
My pallid complexion, averse
reactions to sunlight and general
unwillingness to watch Coronation
Street with her. For some reason
she's got it into her head that
playing games until three in the
morning, then dragging myself
into work after a fitful night's
sleep dreaming about sniping is
necessarily a ‘bad thing'. The daft,
yet adorabie and wonderful
creature that she is.

So this is an appeal to the ZONE
readership. Do I go into this with a
‘love me, love Civilization IV, love
the noble race of the British and
hate the Romans’ attitude? Do I
stem the natural urges that so often
lead me to spend every spare five
minutes shooting gangsters in the
face? Or (the current favourite) turn
the spare room into a bastion of my
nerdiness, cover the walls with
screengrabs of ElfieMoon in various
World Of Warcraft picture-postcard
locations and spray my scent like
a territorial tomeat? Or, do I find
peace and balance in the force,
learn mutual understanding and
other such dull activities?

My future happiness is essentially
in your hands, dear reader. I'm
offering my life-course over to the
whims of the nation - it's like a
democracy-assisted Choose Your
Own Adventure book. Only it's
actually my adventure, and being
carried out in Croydon rather than a
network of text-based Mayan tombs.

Japan gets a taste
of Half-Life 2,
arcade-style

BEATS
quicksaving.

NO manual

What do you reckon? crowﬁ'ar though. '

Everything that matters in the

KILL the combine g=
. enermy (sic).

THE JAPANESE, EVER tentative of the
world of first-person shootery, never
really warmed to our favourite be-
gingered scientist. In fact, place a copy
of Half-Life 2 in a room full of Japanese
businessmen and they'll jump on their
chairs and squeal like gitls, batting
hopelessly at the offending game with
large broomsticks. That's why our
oriental friends have repackaged the
game for the Eastern market - gone
are the dimly lit desktops, sticky mice
and dodgy keyboards, here to stay (in
Japan at least) are the bright yellow
cabinets, duel joystick controls and
flashing lights of the arcade.

With an expected release date of
March, the Half-Life 2: Survivor cabinets
resemble a racing game arcade machine
more than anything else, with two pedals
(for jumping and ducking, as well as the
obvious buggy controls), smart card
compatibility for your saved games, a
revamped and heavily tweaked single-
player mode and a full-on eight-player

REMEMBER
these things?

PUT one in the
Trocadero. Now!

co-op and deathmatch mode between
arcade cabinets all over the country.

Unless you're willing to pay the hefty
airfare, or are Japanese yourself, the
chances are you'll never ever get to sit
inside one of the things, but it's pretty sexy
stuff. Rumours of a similar Japanese
conversion of Age Of Empires III and Sic/
Meier’s Pirates! were scotched at the time
of going to press.
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SWAT
4:The
Stetchkov
Syndicate

Who are the Stetchkovs?
What do they syndicate?
Can we tazer them?

24

The
Godfather

Looking far better
than expected,

resses!
and a bit more gomeone
violent to call Gordon
boot.

46

Prey
3D Realms
releasing a game?
Stop the

Bennett!

PC ZONE hero, Jon Hare reflects on the
surprise return of Sensible Soccer

Do you reckon that
you'll be a serious

like Sensi, it's still most people’s second-
favourite football game.

competitor for the
likes of PES and FIFA? Why is the rebirth happening now?
1 personally believe they It's been prompted by the shrinking number
© are starting to get old of licences with value attached that are on
and predictable

- they're victims of their
own success. They're slow and uninspiring
and are desperately in need of a shot of
adrenalin to liven them up. T also think
that Sensi can sell as well as (rather than
instead of) FIFA or PES. The football
market needs another quicker, more
easily accessible and fun game to play
right now - ours fits the bill perfectly.

the market - it's forced companies to look
more towards their own back catalogue
rather than risky new products. And there's
also the successful release of Sensi on
mobile and radical megadrive pad...

For our younger and less civilised
readers, could you explain what the
magic of Sensible Soccer is?

Lots of things: quick fluid gameplay; ease of
picking it up and playing; the zoomed out
view that gives excellent vision for passing,
dribbling and building moves; the aftertouch

Well, we certainly miss it.
Yeah, our research shows us that
both FIFA and PES players

DER der der di
duh duh der duh

that allows pixel-perfect finishing as you
bend the ball into the top corner of the net...

So is the new version a game for the
loyal old-guard, or do you think you'll
get a new audience as well?

I think the old guard will probably play it
first, but we expect a lot of uptake from
people watching others playing it. It's just
the sort of game that makes you want to
have 'just one more go'.

ler der der duh.

We broke our joystick ages ago, will we
need a new one?

Actually it plays really well on a joypad.

Ace.

Stainless Steel Studios is no more, but Rise & Fall:
Civilizations At War lives on. That's the word from the men at Midway.
Having apparently lost a fair wedge of funding (for reasons unknown)
Stainless has sunk, and its nigh-completed RTS game has been taken
by Midway to be finished elsewhere. A 2006 release is still promised,
but it's still a shitty situation for all concerned.

LIFE IS A ROLLERCOASTER

5 | ] i i B} g
*° ) Weve i ** ) Everything
@ I3 " finished an " seemsa
issue! Time to kick

little bit better.
back, relax and

smoke a fat cigar! 1 ¥
,,,,, - -4 3
. o .
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e . .
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—+{ none of us smoke.  J~7"| evicted. Again. J | Keating song.
IT BEGINS AGAIN SHIT! HOW'LONG LEFT? DEADLINE

February 06 17



UIARONTTNEWS

Dear Willbur,

That Star Wars, eh? What a foetid, rotting carcass of
bankrupt creativity it's become. I'm sure you'll agree that
given the steadily progressive decline in quality of any game
foolhardy enough to carry the moniker 'Star Wars' in front
of it, along with the equally childhood-memory-destroying
nature of Lucas's three prequel ‘films', it's surely time we
put an end to this misery. No more games based on Star
Wars. You know it's the only answer.

Paul J Presley Esq

THE children of the corn ¥
ere going to pay.

INVISIBLE
mates are great.

Commandos: Strike Force
Dear Prez, sneaks up from behind...

Just because LucasArts is chasing the cash rather than the

dream doesn't mean that Star Wars games are at an end. I

have 11 words for you: Knights Of The Old Republic and

Knights Of The Old Republic II. You've argued yourself into reference the moustache, make a joke about holidaying

a hole, and we've only just started this column. in Poland, World War II, small amount of peas, Hitler, Nazis,

Will Porter reference the goose-step, Fantastic Four, optional Fawlty
Towers quote and there's your intro.

Dear Will, Commandos Strike Force is, in the simplest sense, an

Listen, I'm not arguing that KOTOR was bad, my point is that attempt to drag the Commandos series out of the isometric

csf.pyrostudios.com | ETA: Spring 2006
WORLD WAR II, Nazis, World War II, Hitler, Hitler,

HUG me, you

a
; : A ———
emotionless Nazi twat. :

the mountain of dross that currently carries the Star Wars
name is destroying any credibility the franchise once had.
One game alone can't stem the tsunami of shit, and better to
stop now while we still (vaguely) think well of the series,
than sink further into broken hearts and ruined dreams. PP

Dear Prez,
Where's your hope? Where's your soul? You know deep down

that another amazing Star Wars game is waiting to be made.

A first-person one with physics-based Force powers, or a
reimagination of the X-Wing games? Come on Prez. There is
still good in you. I can feel it. WP

Dear Will,

And this mystical, fabled, fabulous game-in-waiting is being
macde where? By whom? Meanwhile, another expansion/nail
in the Star Wars Galaxies debacle and a so-so looking RTS
are actually happening, while the piss-poor Battlefront IT is
riding high in the charts. Live in the real world, man. PP

Dear Prez,

I don't know. Someone, somewhere must be making it. If you
don't believe in Star Wars anymore then maybe you should
be thinking about a career change. WP

Dear Will,

Hmm, not a bad idea. Anyway, I didn't kill the Star Wars
dream, it was killed for me by Pod Racer, Obi-Wan, Force
Commander, Yoda's sodding Desktop Adventures... PP

Dear Prez,

Criticising Yoda Stories is crossing the line I'm afraid.
Argument over. WP

18 February 06

strategy-based WWII gameplay of old and into a full-on first-
person shooter, balancing both the stealthy tactics of the
original games with the all-out action we've come to expect
from the FPS genre.

Almost every element from the past three games has been
included, from silently murdering the Nazi hordes with nothing
but light feet and sharp daggers to stealing enemy uniforms
and tossing endless amounts of coins to distract guards. Even
the series' character-swapping antics are present, with the
ability to switch between your spy,
sniper and Green Beret with nothing
more than a deft slap of a key, the
game’s Al grabbing the reigns whenever &8
you're not around. Obviously, the success
of such a feature depends on just how
competent the AL will be - whether
or not your spy starts garrotting
your shiper and flicking coins at
sheep the moment you're not
looking is something this game
might very well hinge upon.

With some missions requiring |
you to remain undetected and
others placing you in the middle
of huge skirmishes (aided not
only by the Green Beret's bullet-
absorbing American charm, but
also by the sniper’s ability to
momentarily slow down time, cough),
it's unclear how well the two gameplay
styles will sit together, or whether the
original's features will merely feel
tacked-on. But one thing's for sure: Hitler;

Hitler; World War IT; didn't see a
banana until 1950; Hitler.
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SIGNING YOU
LIFE AWAY

I spy with my little EULA, something beginning ﬂl troul;le..."

0 WHO
HONESTLY
reads a game's

| End User License
Agreement? It's
that random post-
installation screen,
at the bottom of which every month
millions of us tap the 'T Agree’ button
without dwelling on the consequences
- partly because all that legal jargon
is more confusing than a Parisian
roundabout, and partly because
we can't wait to get stuck into our
spanking new game. But beware the
small print, people, for it can burn.
Signing any contract without

Reporter

T° Bm for reading it first has potentially disastrous
IF YOU pO NOT A@é“m‘w . consequences, such as breast implants
'{ERMS ngm : DO NOT on your forehead or your immortal
INSTALL USE THE SOFTWARE soul ending up in the hands of Satan.
AN AIR-TIGHT mm@%ﬁgﬁgy{v Although such clauses have yet to
ITINAFELDP. emerge in either Half-Life or a Quake,

disregarding the EULA (also known
as the ‘shrinkwrap’ or ‘click-through')
can get you royally screwed.

Star Wars Galaxies fans learned
this when Sony Online Entertainment

The computer softwars, artuork, wasi, aré ot
included in this product, as suck may be wpdated

o

made sweeping changes to its game
just days after a new expansion pack
was released. "The new changes have
been forced upon our community,” says
George Williams, an administrator at the
lucasforums.com site who had previously
fawned over SWG for up to three hours
a day. "We weren't consulted about
them at all. The community is angry,

and rightly so having wasted two years
grinding, then having our status stolen...”
Angry words indeed, and words that

will get angrier should the rumours of
the game being dumbed down for a
console release ring true.

JOBLESS JOBSWORTHS

Like coalminers in Thatcher's Britain,
many SWG players are now unemployed
and unwanted. Rangers, scouts, and
creature handlers are extinct; while
credits, skills, guilds and equipment
have mysteriously vanished. "Bio-
engineers lost all their stuff. It costs a
lot of in-game money, which SOE hasn't
replaced!” wails Williams plaintively.

The painful truth is, SOE's Jedi
mind tricks are protected by the EULA.
"Developers could turn Star Wars
Galaxies into Pac-Man tomorrow if they
wanted and we wouldn't have a leg to
stand on, even though we have paid
hundreds of pounds,” another former
SWG fan fretted on PC ZONE's boards,
proving that the Force is about as
effective as a spud gun against the Dark
Side of 21st century law.

Consumers are the bitch and the
EULA is their daddy. Some click-
throughs contain ‘don't blame us’ clauses
just in case the software buggers up
your computer, others warn you not to
‘criticise this product publicly’ (sorry,
Angel Of Darkness, but you're still shit).
Meanwhile, others announce that by
'signing this contract, you also agree to
every change in future versions'. Argh!
Who wished this evil upon us?
Chris Bennett, a videogame and
intellectual property lawyer at Davi

Canac




' The game you bought has changed,

Under their thumb

Read the small EULA print or else...

we breaking the
law printing this?

ut you can't get your money back.
What a way to treat your customers

" George Williams reaction to Sony's changes to Star Wars Galaxies

Sanity: Aiken's Artifact
Users pledged not to 'upload... Any portion of the game to the
Internet’. In other words no screenshots, no fansites
and a game no-one remembers.

game EULAS is to restrict what
gamers can do with the games after
they're installed (eg, no reverse
engineering or modification), confirm
who owns the copyright and limit
game companies’ liability.”

| AM THE LAW

Break a game's EULA and prepare to
be thrown to videogaming wolves. In
March 2005, 1,000 World Of Warcraft
subscribers were booted off the servers
for farming gold to other players for
real-world money. A few months before
that, Blizzard won a court case against
a group of gamers who released a free
emulation package called Bnetd, which
gave players increased control over
channel names and account attributes.

Most MMOG EULA's are stricter
than a Germanic dominatrix, although
Second Life prides itself on offering
orgiastic levels of freedom. "We allow
users to retain copyright in the works
that they create and upload to Second
Life" explains Linden Lab's Gene
Yoon. "Because of our user-created
content, our service offering is more
like an Internet service provider than
a traditional game provider, and our
terms reflect that. We don't prohibit the
trading of virtual items for value and we
provide terms to facilitate the trading of
virtual currency use for real money.”

But what happens when EULA'S
themselves cross the line? Recently,
a few World Of Warcraft players
complained that they were unable to
play second-hand versions of the game
because their authentication key didn't
work. Yet this apparently contradicted a
clause in the game's EULA that granted
players ‘the ability to transfer the

[game's] physical property’.

- Even more disturbing are terms

invasions of privacy. In 2000, an
EverQuest upgrade screened player's
computers for *hacking tools'. The
rumbled developers were left red-faced,
scrapped the tech and begged the
forgiveness of their subscribers. More
recently, Blizzard was at the centre of
a whole storm of controversy when
it allegedly used World Of Warcraft's
terms of use agreements to sneak
spyware, a programme known as The
Warden, into its game.

Despite Blizzard's grumbles that
the hidden program wasn't so bad,
Greg Hoglund (co-author of Exploiting
Software, How To Break Codle) says that
The Warden “opens every process on a
gamer's computer, from email programs
to privacy managers, and sniffs email
addresses, website URLs open at the
time of the scan and the names of all
running programs.” Ever get the feeling
you're being watched?

Given EULA' potential to screw
up your entire life, their enforceability
“varies from country to country”,
according to lawyer Chris Bennett.
"Many courts will uphold EULA's, while
others won't hesitate to ignore licence
agreements and online terms that are
unexpectedly harsh or onerous. The easy
way to reduce this risk is to avoid-putting
such terms in online agreements. But
that's hardly any fun, so another option
is to notify customers of them. This will
increase the chances that the terms will
survive a judge’s scrutiny.”

CONTRACTKILLING

In other words, publishers should make it
clear what we're signing up to - not only
via pages of baffling legalese, but also

in simplified terms for us dopey gamers
whose experience of contracts is limited

. _t murdering people in Hitman. “There's

 worse than slogging througl

City Of Heroes
Dear COH, 'T Agree’
not to create or name any
of your characters after
famous comicbook
superheroes. Not that it
stopped Marvel trying to

EverQuest IT
‘All artwork, music,
character(s), item(s),
coin(s) or other material,
or property, a player might
accumulate is owned by
SOE."'T Agree' = "Your

sue anyway. Sad, but true. @

ass is mine.’

someone’s 50-page game publishing
agreement full of cross-references and
run-on sentences,” says Chris Bennett.
"The same is true for EULA's, although
it's more important for a EULA because
the gamer won't be hiring a lawyer to
review it for him or her."

The controversy over Star Wars
Galaxies rumbles on like an angry

coldsore. Almost half the community has

scarpered and more plan to leave once

their account expires. "The game you

bought has changed, but you can't get
your money back. What a way to treat

your customers! My server (Infinity)

is like a ghost town,” explains George
Williams, who's started a ‘Win Back The
Community’ campaign.

In the future, pissed off MMOG
subscribers could prove disastrous
for publishers. A gamer’s loss of time
and money could theoretically result
in damage claims against a company,
raising a bigger question: what would
happen if a publisher scrapped an
MMOG altogether? Until then, it's
advisable to trawl through as much of
the EULA as possible before signing your
life away. Ignore it and, who knows, your
immortal soul may be toasty warm fora

: imagil?érthe
monster is SOE
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E'VE GOT TO the stage in
which excessive violence,
blatant misogyny and wilful

wrongdoing no longer raises an eyebrow
in gaming. Decapitation, massacre,

breasts that you could secure scaffolding

in... We've seen a lot. An awful lot. So it

WiII Parter unveils the takes a special sort of game to make you
place your head in your hands and weep

ten most gut'wren(:hingly hitter tears of embarrassment. But you

can't bite your lip forever. Here are ten
anl‘_II mo_lnents Of recent moments from recent PC gaming that
gaming history...

made PC ZONE chew their keyboards
with their terrible, terrible banality...

linter Cell:

B Cﬁaos Theory

. Fisher can kiss girls with no qualms
When you're a highly-trained secret operative protecting

pri“ce 0 f perSia' : the world from global terrorism, utilising expensive secret
: = military gadgets and stretching your legs very far apart,
Warrior Within you need to make sure your nasal cavities are clear at all
Gratuitous early-game times. That's why Sam Fisher uses Airwaves, to ensure he
'pres'ence of buttock can breathe easy no matter what situation he’s in. This is

such an important fact about Sam that we're reminded of
it in almost every cut-scene in Chaos Theory, sometimes
with full-screen establishing shots of the menthol-chewing
gum, and sometimes with subtle appearances of it, well,
everywhere. After all, there’s nothing like a misplaced
sniffle to alert a bored sentry.

As if to underline, firmly and in red biro, that
Warrior Within was an entirely different
kettle of (now sexy!) fish from The Sands Of
Time, this is what we were presented

with as the game booted up. An

arse, a leather-garotted arse,
of a sexy pirate sauntering
like an Eastern European
callgirl into the fray. “You
bitch!” shouted the
Prince. “You dream-
destroying tosspots
Ubisoft!” we shouted
back. Before playing
the rest of the game
and quite enjoying it.

TRY tolookher
intheeyes.

1, Soands fun. Now.
3, wihatever, Just tefi e

B The Curse Of Monkey Island

Hang on, he's an American?

You waited with baited breath. Another
Monkey Island game! What could
possibly go wrong? Well, they could
take the funniest icon in PC gaming

and go and give him an American
accent. And not even a good American
accent. One of those smug, know-it-all
ones that you'd normally find selling
exercise bikes to fat women on cable TV.
Fact: only Brit voices can be snide and
nice at the same time. LucasArts, we - .
liked the game, but we'll never quite WHY the long .
forgive you. Although obviously, that's a N face Guybr“h'
bit easier these days. FOL
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EIT \;vasn't quite
liki ~/this really...

W

m Judge Dredd: Dredd Vs Death

Gives you wings. Even if you don't want them...

He may be the law (and
his game might not

have heen very good),
but he certainly didn't
like Red Bull - his
publishers did though, as
they got lots and lots of
money from it. Red Bull is
ap'parently illegal in Mega
City 1, but it isn't illegal to
have it shoved in the face
of the gamer EVERY FIVE

Doom 3

- Bwahahahahaha!
Cackle! Cackle!

What is it about those who dabble in
Satan's business that makes them so
easily entertained? All it takes to

prompt Betruger's bizarre caterwauling
PIGGING BASTARD is for you to be walking down a slightly
SECONDS. Whether dank corridor or tip-toeing over a
it's crushed by Dredd's

Lawmaster in the intro,

or stacked in crates in the
docks. We haven't touched
a drop since.

nearby tendril of hell. Is hell filled with
nitrous oxide or has Betruger honestly
got so little to do with his day that he
has to resort to giggling through the
spectral intercom every five minutes
to make himself feel important? :
Either way, it makes us cringe.

DF.E.A.R.

The worst Norton
% since the Antivirus

What. Were. They.
Thinking? You're in the
middle of creating a
supernatural screamer
packed with excellent AT
and all manner of
visceral goodness -
and then you stick in a
comedy fat man? Whose
only reason for being there
is because he's fat and eats
American variations on Wotsits?
" Perhaps the single most
embarrassing thing about Norton
Mapes is that he's a comedy
character without a single line that
has any resemblance to a joke or
witticism. And as for that music.
That romp-di-pomp music. Jesus.
There is truly no hope.

A bit sherman tank? =
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THE STETCHKOV SY)

Will Porter tools himself up to fight crime, then

runs around a building shooting walls and dying
DEVELOPER Irrational Games PUBLISHER VU Games WEBSITE www.swat4.com PREVIOUSLY IN... 162

THE LOWDOWN

Neatly designed new SWAT
levels for fun and frolicks

New guns and upgraded @
electro-shock treatment

S THE WORLD'S least competent
A SWAT player, within ten minutes

of booting up the long-awaited
expansion pack I had shot myself in the
head with my own sniper. I had my sniper
window open on-screen, I went into a
shadowy room, my sniper saw a dark
figure moving around suspiciously, I
jabbed Caps Lock to take control, I fired, I

“GAME over punk!"

23 ) eEmm——

died in a pool of blood and the hoodlums
who had taken over the dilapidated arcade
I was in the process of liberating lived to
be naughty another day. Not entirely what
you'd call recommended procedure. Nor,
indeed, was the messy incident in which

I accidentally shotgunned a snappy
woman in the face while fumbling for

my handcuffs.

L}

el

DICATE

In short, now that The Stetchkov
Syndicate has rumbled around the corner
of computer gaming, nothing seems to have
changed in terms of my utter ineptitude. I
remain the sole victim of two-thirds of my
own flashbangs: the Stinger is invariably he
who shall be stung. Then again, having had
a mash through work-in-progress code for
the SWAT 4 expansion, there isn't much
change there either; it's just as fun and just
as challenging, but certainly not far
removed from what went hefore.

It's a collection of excellent maps set in
predominantly believable locations with a
few intriguing twists, a new weapon or
item unlocked as you march through the
levels, some porky hostages and some
rewarding gameplay tweaks that dim the
prominent interaction fiddles you came
across in SWAT 4 vanilla version 1.0. In
addition, obviously, there's even more
developer in-jokes plastering the walls
of the expansion’s various homeless
shelters and rock venues - has any other
game had more development staff photos
gurning from posters and wall furniture?
Answers on a postcard...

HOT SWAT

Not wanting to pre-empt the review too
much, but there are some truly excellent
maps here. Pride of place goes to the
Ministry of Agriculture, which some rather

24 PCIONE February 06



THE STORY SOFAR...

" IRRATIONAL 7
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Dark project Upside down
Irrational is created as # : Irrational

an offshoot of Lool / d = studio in the extre
Glass Studios. There is rejoicing and a little dull city of

much rejoicing dancing in the streets. 1 - Australia

More banging

I FALL IN

Increased player-count points to success
of the police recruitment campaign

"HANDS up if
m e You're guilty!” £
“I told you to go
before we left!”

The excellent new maps make for a
scintillating experience, with potential
danger in every conceivable direction

angry farmers are intent on exploding.
My bumpkin dad usually just sends angry
letters or kicks the dog - Americans
apparently tool up with AK47s.

There are three floors of carnage here,
with bleeping bombs in random places
and one bomb that's already gone off -
meaning that the building is hollow in the
middle, extremely dark and has a basement
car park that's knee-deep in water. It
makes for a scintillating experience, with
potential danger in every conceivable
direction, made all the more nerve-jangling
by a vamped-up interest in centring levels
around large open spaces with multiple
entry-points.

These cavernous locations prompt
outright fear in every true player (inept
ones especially), and after intense bouts of
play can cause trepidation even when
visiting large non-game rooms, such as
those in out-of-town retail parks. Not that
we'd recommend imagining you were
tooled up with weapons in the JJB Sports
retail outlets, it's just something that
happens sometimes. But in this expansion,
open areas such as rock venues, chapels
and large rooms with open balconies on
either side are more common than ever,
always containing a heady mix of plebs,
hoodlums and flashbang flare. Because of
this, they demand careful planning, expert
marksmanship and a large helping of luck.

LOOK!
Physics!

HAVE they got
pews for you.

Thankfully though, there's a new feature
here to help you - meaning that you can
stack up your red and blue teams at
different doors to cavernous areas before
giving a simultaneous 'Go!’ signal. True, you
could get fairly similar results last time
around, but it came through frantic key
presses and a distinct feeling of being
rushed. The new ‘Held command'’ system
feels as if you're commanding a well-oiled
machine: calm and meticulous. Until you
rush into the fray and headshot your own
man as he sprints towards you from the

L i

CRIMS love a bit
of slap and tickle.

opposite side of the room. Once again:
guilty as charged.

Intriguing level design aside, Irrational
really seems to have paid rapt attention to
criticism levelled at SWAT 4. That said,
at this stage of development we're not
particularly convinced that all its remedies
will be pulled off.

For a start, the press blurb promised a
story that dealt with a criminal -
organisation (the titular Stetchkov
Syndicate), but in practice you'll
only ever notice this if you're one




Charging Rooms

Red and Blue teams battle for simultaneous incursive action plaudits with a nifty new command
structure that allows commands to be held until the fabled 'Go go!’ gold code is given

: : & =,
ON MY FIRST WHISTLE: Here, the
plucky blue-two have been given a
Held command to chuck in some tear
gas and rush in. They're very excited.

'NO idea what
Ve this stuffis.
st

LS

wires into whining

_ 4% § IN-JOKES |
abound. |

Now everyone likes shooting electric

ON MY SECOND WHISTLE: The reds

are going for a flashbang manoeuvre:

being blinded by magnesium and
phosphorus is very in this year.

§ NITROGEN. The true |
gas of criminals. .

m
a
y

B FaLL I

of those nerdy spods who read every
second line of the mission blurb instead of
choosing your gun and diving straight in.
Stetchkov missions only start appearing
come level five, and even then it's hard to
notice - although, in all fairness, Stetchkov

remains a cool name.

The same drive has presumably gone
into weaving a bit of added character into
your fellow SWAT flunkies - 'T think I
brought someone here on a date once,’
'Was it a blind date?’, and other such rib-
ticklers. All pleasant enough, but perhaps
filling the gaps with a tongue-clenched-
between-teeth chunky crayon rather than a
dainty, refined set of colouring pencils. Still -
it's a work in progress, which is something
that, again, we should reiterate when
pointing out that it's fine introducing a
couple of ‘physics objects’, but perhaps not
when they're in the Tribes: Vengeance
variety of bounciness and suggest that

bystanders

FANCY SEEING YOU HERE: Turns out
the open-plan office is pretty barren,
no need for all these heroics after all.
But wait, what's that coughing sound?

SWAT teams can go through any |
door they like. Rules be damned.

we're skulking through a drug lab on a
secret moon base. Still, time will tell.

ELECTRIC BOOGALOO

Now, everyone likes shooting electric wires
into whining bystanders when they refuse
to get down on the ground (before you put
them down!), and there’s no feeling quite
like giving a team-mate a cattle-prod
moment in the derriere. So imagine my joy
when I first discovered the Cobra stun gun
- adear little creature that not only has
springs capable of zapping two sequential
grannies, but also works in melee mode
should you be up close and personal.

It's just one of the unlockable additions
in the SWAT 4 urban outfitters collection
that open as you work your way through
the levels of the expansion. Elsewhere, the
boring (ammo pouches) mixes with the
excessive (grenade launchers you can pack
with stingers, tear gas and the like), and
the intriguing (blurry night-vision goggles)
rub shoulders with the gleefully flesh-
shredding (5.7 x 26mm sub-machine-gun).

All this, and you can drop glow-sticks to
mark where you've been (or recreate one of

CAUGHT BLUE-HANDED: It's one of
those pesky agricultural terrorists,
and his eyes seem to be burning. A
victory for the blue team, then.

those legendary late '90s SWAT raves,
should a level have access to a field), and
punch perps in the head with your fist
should they act shabbily when expected to
comply with your wishes.

Some may argue that a lot of the new
gameplay options weaved into the SWAT 4
website are things that should have been in
the original game anyway, rather than a
particularly ‘expansive’ approach. However,
from what I've played, the quality of the
levels invariably exceed its forbear in style,
substance, setting and imagination.

After all, it's not often that I want to be
apoliceman, but apparently there's more to
it than standing outside nightclubs and
asking fat, drunk bald men to calm down.
In fact, if T was a policeman, I'd try to tazer
someone everyday, perhaps even twice a
day. I'd imagine you'd have to fill in some
forms and such to say who you'd tazered
and why ('He gave me a funny look’, ‘he was
holding a shotgun', 'he was standing
outside Dixons’), but it certainly seems to
be a great perk of the job. Roll on The
Stetchkov Syndicate review code, and roll
on SWAT 5.5
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LET THERE BE

National delight in PC ZONE giveaway

results in token comedy feature!

ARE YOU IN the dark? Are
you having difficulty reading
this? Are you sitting anywhere
in the vicinity of a USB port?
Can you not be arsed to get up
and walk across to the light
switch to flick it on? Would
you rather be in the dark,
seeing as you're doing
something private, but wouldn't
mind a little bit of illumination
while you're at it? Well, ask

Build A Scary
Monster

If you've bought two copies
of PC ZONE, or simply
work for the magazine and
have a box of USB lights
under your desk, you can
use two of them, a marker
pen and a beige cup out

of a vending machine to
create a scary monster.

repetitive questions no more!
With your new and free USB
light (worth £699), there’s no
stopping you! It's exclamation
marks all the way!!!

That's right, this month the
benevolent gods at PC ZONE
have smiled upon you. You lucky,
lucky sod. But exactly what uses
does your new handy USB light
have? Perhaps it's time for an
in-depth PC ZONE investigation...

Read A
Clever Book

If you're a clever person,
you may want to read
something that stimulates
your cleverness. Darkness
hinders this, so simply plug
your light into a nearby
USB socket and read away,
slowly stroking your chin
as you do so.

you're fired!"

Pretend To Be
A Famous DJ

Drug-takers and those
who enjoy rapid dancing
may like to pretend to be
their musical idols, popular
beat-combo rhythm

outfit Orbital. Switch on
iTunes or WinAmp to
complement your fun with
a pounding bass line.

UFRONUNEWS

Read A
Dirty Book

If you think that reading
is for nonces, then you
might want to look at
pictures of sexy ladies
instead. Darkness hinders
this, so plug your light into
a nearby USB socket and
read away.

LIGHT!

= light fantastic.

Carry Out
A Medical

Should a loved one have an
itchy or painful ear, nose

or (let's be grown up about
this) anus, then cast a bit of
light on the subject with a
handy PC ZONE USB light
- worth £699!'It'll cut your
medical bills in half!

another day on '
the streets of Paris.
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UFRONTTREALITYCHECK

. ACTUAL photo of Hill
atching air. (Not doctored.) §&

Tony Hawk is the world’s sickest
skatehoarder. Steve Hill is just sick

DEVELOPER Neversoft PUBLISHER Activision/Aspyr WEBSITE www.th-american-wasteland.com

JUST look at that ultra-
relaxed body stance.
Nobody move 0K?

skateboarding, Tony ‘The Birdman’

Hawk is undeniably the man.
Bringing skating to the masses, he has
personally invented over 80 tricks, and
- after five years of trying - became
the first man ever to pull off the fabled
900. That's five 180-degree turns,
maths fans. Despite retiring from
competition in 1999, Hawk is still the
popular face of the sport, and of course
the phenomenally popular videogame,
now in its seventh incarnation. Not bad
for sliding around on a plank on wheels.

Game number seven is entitled 7ony

Hawk’s American Wastelond. and he’s

IN THE RAREFIED world of pro

come to a patch of uniquely British
wasteland to promote it, bravely
swapping the West Coast for West
London. Sandwiched incongruously
between the Trustafarian chic of
Ladbroke Grove and the antique dealers
of Portobello Road sits the BaySixtySix
Skatepark. I hear it before I see it, with
the half-term squall of board-riding
chavs drowning out the traffic passing
overhead on the famous Westway.
Finding the entrance, I announce
that I'm here for The Hawk, and am
wordlessly ushered in. Spotting a blonde
throng of PR, I make myself known and
swiftly get the cheek-kissing duties out




k' fkaéfured my bel\}fié; br‘oke,m'y thum
 and fractured my skull, like, al
But the pelv:s was the harde

“"MOVE along,
fat boy.”

pelws  Fractured skull?

up a rickety ladder for a gawp. And there As for how T should get started ,
he is, sweating like a beast in heat while skateboarding, he looks me up and down happen? A bmken pelvis? A fractured
being interviewed by a Sky camera crew. and says: “Just on the mini-ramps.” So  skull? A broken thumb"‘ All of the above7 '
U close, Hawk looks much older than  it's not too late for me? ' hope not. I'd Launching myself down theramp, I
in the games, and there is an argument like to think not,” he tells me. soar majestically into the air, performmg
~ thatthisis no way for a grown man to Wary of my brittle bones, [ ask about  an incredible 540 with tail grab, landing
= spend his time. As if to directly counter the injuries he’s picked up. "Sprained it perfectly to the rapturous roar of the
AL GEURE 1ot orgument, he embarks on a series of  ankles and wrists” drawls The Hawk. crowd. Then I get up off the sofa and '
half-term. tricks that at this distance are frankly “[ ke, the worst one was when I make myself a brew. [;EZ
. stunnmg It's frightening enouigh simply -
- being this high up, let alone launching
- yourself down a vertical ramp on a plank - HOWREALIS... AMEREQA E@ WAﬁ'fgﬁ,ﬁﬁ@
and spinning around like a whirling " Coming to PC soon, we can only vouch for the console version, in
dervish in knee-length shorts. Spins, * which you rock up in Hollywood to be a pro skater and dress up
flicks, tricks, he's got it all, and the " like an idiot (that bit’s realistic). All the
~ crowd are suitably awed. | obligatory tricks are there, and doing
- them is a simple case of memory and
BALLS-UP _ " manual dexterity. Nothing like the real
He's probably barely stretchmg 'h|mself, thing then, which requires much
_ but nevertheless he pu’shes it slightly tloo courage/stupidity, co-or dinéti on.
far and makes a horse’s arse of one trick, F = . :
: . skill and a tolerance to hospital food.
tumbling to the ground in a mess of - e

flailing limbs. The pain on his face seems
’ genuine - either physical or psychological
~ of the way. Taking an impromptu seat, — as he hauls himself up for what must
the pleasantries are barely under way be the umpteen thousandth time.
‘when a loud clatter announces the Scooping up his board, The Hawk has
arrival of an airborne skateboard. As if clearly had enough and barges through
in slow-motion, it glances off the back of  the crowd toward his dressing room.
~ a PR woman, who luckily manages to Seizing the opportunity, I swiftly follow
take the momentum out if it, thus saving  him and wangle my way in by posing as
your correspondent from yet another the photographer from The Daily Star.
Reality Check-related injury. - By posing, I mean actually taking their
~ Somewhere among the morass of photos, for free.
flying boards and screaming kidsis It buys me a few minutes though, and
The Hawk, and I'm here to find him, 1 ask Tony how he found the ramp.
interview him, and, if possible, have a Resisting the opportunity to
go on his board. I've already been told say he turned left at the
that he won't be doing an interview with  tube, he surprisingly
_ PC ZONE, as, with TV crews and national  claims: "This is really
press circling, we come somewhere small.” Apparently,
beneath The Framley Examiner. ~ Tony's used to 13ft
- and not the 10ft
SKY'STHELIMIT = outthere The
Naturally, I take this edict not so much UK isnta
_as an instruction but as a challenge, and compete loss
set about stalking my prey. The biggest though, as "in
ramp in the park would appear to be the  Surrey, there's
obvious starting point, so L elbow my a really good
way past the ankle-biters and clamber ramp”.

§ THE Hawk and Hill
= Wicked, man.
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UPFERENTCOMINGSOON

a

COMING
SOON...

DUNGEONS & DRAGONS

ONLINE: STORMREACH

Paul Presley used to be the dungeon master, but now he prefers the submissive role

DEVELOPER Turbine PUBLISHER Atari WEBSITE www.ddo.com PREVIOUSLY IN...Issue 151

And dragons (presumably) v

Instant adventure zones

30 February 06

HILE MOST MMO
developers are at pains to
describe how widespread

and open their virtual worlds are,
Turbine is taking a different tack with

Dungeons & Dragons Online: Stormreach.

Here, the focus is on adventuring
around the city of Stormreach, with
quests to be found behind every door.
We recently ventured into the
beta test and after some initial head-
scratching, early quests showed simple
signs of the way you'll be expected to do
more than just kill things, with plenty of
levers, switches, traps and narrative text
descriptions setting the mood.

SLOW GOING

Another interesting twist is the way
that experience works. Rather than
rewarding your character with a few
numbers every time another monster
goes to his grave, experience is only

awarded at the end of a quest and is
made up of completion bonuses, loot
collection and other factors
predetermined by the adventure's
creator. The idea is to reward role-
playing, taking the emphasis off killing
everything you see and shifting it
towards using your character's abilities
to reach the end of the quest instead.
Unfortunately, while mechanically
it's ticking all the right boxes, it's yet to
capture that classic pen-and-paper,
friends round the table 'spirit’ of D&D.
You can see what Turbine is trying
to do with the use of dungeon master-
style descriptive text and instances
that contain a little more than just
monster-bashing, but it's going
against the established nature of
MMO gamers. Which is to basically
ignore all the fancy frills and just dash
through encounters as quickly as
possible, twatting everything they

see and grinding up those levels
ASAP. Players, eh?

We had an idea recently that a more
accurate interpretation of D&D in an
online world would be to allow player
dungeon masters to create adventures in
the style of Morrowind TES or Dungeon
Keeper, granting them experience points
the more adventurers traverse their
dungeons, and opening bigger and better
construction tools as they go. It would
be an interesting twist on the whole PvP
thing anyway and a damn sight more fun
than Alliance vs Horde. Just a thought,
Turbine. You can have that one for free.

Anyhow, what DDO currently
contains is an interesting approach to
the established MMO norms, if not a
revolutionary departure. Whether that
is enough to forge a new front remains
to be seen, but at the very least it's
looking set to provide a solid diversion
from your time in Azeroth, =



WHY YOU SHOULD BE EXCITED...

= New Objective
i Find the fifth Wizard's Stone near

Find the first Wizard's Stone in a chest
atop a platform

Find the second Wizard's Stone in a barrel
TELL Us A STORY Find the third Wizard's Stone in a chest
Live dungeon masters are replaced beyond a flooded hall
with pre-scripted narratives like Find the fourth Wizard's Stone in the

S g % Conjured Spider’'s room
this, which are deS|gned to keep Find the fifth Wizard:s Stone near a Rest

you thinking you're in a thrilling Shrine
fantasy novel. We'd rather have a
dwarfish baldie in a red robe step
out from behind bushes though.

AN ONGOING TALE

B ‘ s ~ - Each adventure will
CHESTS OUT Breathingfheavily,.you'crush’the life ffrom.the last Conjured Spider be more than just

: 'kill X number of rats'.
FOR THELADS , . : : 2 : . With constantly

Loo_t is automatically . . _ s, ~ updating and changing
assigned to each : : - : - = . objectives, DDO is
mer_nl_)er of your party, - o i designed to feel like a
avoiding arguments i - 3 s : proper adventure rather
about who gets what, f . = : : . than stock-keeping
and stopping anyone : . - s R g < = with a sword.

from nicking everything ; -3 :

of value while your

back’s turned. e

THRUST,

THRUST, PARRY

Combat is also different 3 .

from most MMOs, beinga = £ DICE MAN

combination of twitch and - What would D&D be

auto attacks. Manually 3 without funny-shaped

swinging your sword/ i dice? The engine does

mace/pants is said to be all the work, but

more effective than . ¥ traditionalists can still

letting the AI do it. Unless i get the thrill of watching

you're a cack-handed fool. 7 numbered dodecahedrons
= \ tumble if they wish.

The focusison
adventuring
round the streets
of Stormreach,
with quests to

be found behind
every.door

PROMISES to be better
than the cartoon series.
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UEEROLITNEWS

THIS MONTH:
FARMING

Expert: Charlie Porter
Joh: Farmer and Will's dad

Company: Ralph Porter
and Son

Specialised Pedantry:
Misrepresentation of
farmyard animals in games

.

———
**i\!ligi‘( | : Call Of Du

Npt a prOper pig




Strangers say '‘Howdy' in a gruff manner

in Desperados 2: Cooper’s Revenge

www.spellbound.de | ETA: 2006

NOW COMMANDOS HAS gone all
FPS on us, we need someone to
keep the dream alive. Someone
to keep the isometric flag flying
at 30-degrees (despite having

a 360-degree camera). Step
forward bounty hunter John
Cooper, proud Stetson-wearing

Wild West hero and bastion of
‘click here while the sentry isn't
looking' tactical gaming.
Admittedly, you can now nip
into a third-person view (hack,
spit), but guiding the assembled
0Old West heroes through various
arid villages, forts, wagon trails and

1ean an extra
£ five per cent in a review.

Wild West towns is looking like a
slice of rare old-school pleasure.
With new character and token axe-
bearing Native American Hawkeye
in tow, it's a niche title that could
do justice to a setting that's been
assaulted by the mediocre since
the day that games began.

and Nazis.

Whatever next?

THE

MAN
WHO |

KNOWS

The budding Christian gaming scene has two
exciting new heroes (other than the obvious main
man) in the form of Timothy And Titus: Saints, Martyrs,
Heroes. The game follows the chuckling twosome,
disciples of Saint Paul no less, throughout the 3D action-
platformer lands of early christianity - converting and
frolicking as they go. With a full cast of pessessed men,
possessed wolves, drunken pagans and pharisees,
christians everywhere are chomping at the bit to
compare their skills and discover who among them
really is *holier than thow'. With power-ups that
include faith, hope, love and prayer, developer White
Knight forcefully underlines that there is to be no
violence. Such deeds simply do not fit within its
christian gameplay paradigm. Saint Timothy, who was
beaten to death by a howling pack of drunken
pagans, was yesterday unavailable for comment.

Call of Duty 2 players, for a long time suspected of
being fans of both creaky '70s sit-com Citizen Smith
and Trotsky, have rebelled. Perhaps flush with
brotherly love and righteous indignation from the
game’s Russian campaigns, servers across the world
have agreed on a day-long international shutdown of
servers and a general downing of tools in the face of
the wrath of Activision and the might of Infinity Ward.
Their gripe? Why, only the non-inclusion of Punkbuster
and general shabhiness in support for the chosen
online shooter. The reaction to this perversely bloodless
revolution? One extremely rattled publisher. Power to
the people! All hell can't stop us now.

The sick and reprehensible online craze of
MMOGing, that of fantasy creatures frolicking in
woodland in the presence of elderly and infirm goblins,
has spawned its own website www.mmorgy.com.
“"People are turned on by different things. Men like to
play as women. Women like to play as men. Both of
them like to play as vampires, furries, masters, slaves,
doctors, patients and a multitude of other roles,”
explains the site. Men and women everywhere are now
claiming that no-one had checked with them about their
alleged furry fixation. Lawyers have been called in, but
they don't know what furries are either.
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WHAT'S YOUR GAME?

Will Porter grabs the creative director of Full Spectrum
Warrior: Ten Hammers and prods him until he squeals

34 February 06

UEERETOWHAT SYOURGAME? &

Who are ya?

POSITION Creative director of the
Full Spectrum Warrior franchise

GAMES WORKED ON Ful/ Spectrum
Warrior, Battlezone, Battlezone I1,
MechWarrior, Hyperblade
FAVOURITE GAME Robotron 2084




GAME FULL SPECTRUM WARRIOR: TEN HAMMERS ETA MARCH

How did the concept for Full
Spectrum Warrior first come
about? Only, it's a sort of game that
we'd never really seen before...

' FSW began life as a training aid
for the US army back in 2000.
Basically, the army was looking to
leverage the talent and expertise of
the videogame industry to create a
training aid that was more interactive
and more cost-effective. They had very
specific needs for the game, which
pushed the design and technology in a
very different direction to convention.
Inthat respect, it was the US army
that really forced us to rethink the
squad-based videogame gentre.

Is it still used for military training?
To my knowledge, the original army
version is still being used, and

we're still in contact with several
representatives from the army who
are interested in doing subsequent
training aids. Our relationship really
came about by coincidence. At that
time, Pandemic was pitching around
this military strategy game - based on
the Dark Reign engine — and a mutual
friend who had army contacts heard
about the pitch and put us in contact
with them. Of course, the game had

to change somewhat to function on

a console (it was originally a PC
exclusive proposal), but the majority of
the ideas in that original pitch found
their way into the finished product
four years later.

FSW prides itself on realism.

Can you explain the process of
development that takes the
thoughts of military specialists and
places them within the game?

It's very difficult to create a game
that attempts to be as true to its real-
world subject matter as possible. In

a traditional game, you're completely
free to envision any situation or ability
you want. With a game like FSW:

Ten Hammers, you always have to
check to be sure that the ideas you
come up with are true to how the
army actually operates. Our military
advisors are heavily involved very early
in development. They ensure that our
features and mission structure are
authentic. Once we enter production,
Subject Matter Experts (or SMES)
become less involved in day-to-day
production. By then, we only check
with them when features need to be
modified, or new ideas change the
direction of the overall game.

Do you ever get feedback
from soldiers currently serving

in Afghanistan or Iraq who

play your games?

We've gotten a tremendous amount of
positive feedback from soldiers that
have played both the army version
and retail version of Full Spectrum
Warrior. If there was one common
thread in all the feedback we receive,
T'd say it was a general thanks for
focusing more on the soldiers as a
team, as opposed to individual heroes.

What's Ten Hammers bringing to
the FSW experience that wasn't
present in the first game?

We approached Ten Hammers with
several goals. First, we wanted to add
more replayability to the game. Second,
we wanted to give the player more
choice and more tools to play with.
Last, we wanted to tighten up certain
areas of the first game that we felt
were too gamey and undermined
immersion in the experience. The
game has expanded in so many ways,
it would be hard to list them all here.
Probably, the largest addition to the
game is the new versus multiplayer
component. Now, in addition to single-
player and co-op campaigns, you can
also play against other gamers online.

Is the new game set in the same
fictional area as hefore?
Yes, the game takes place in the

With FSW:
Ten Hammers,
we wanted

to add more
replayability

and give players

more choice

The book was influential

country we created called Zekestan.
We wanted to present a different
look and feel this time around, so

we moved the setting of the game
from the south to the north of the
country. The art director based much
of the conceptual design of Kardiman
on Kashmir.

How are you going about making
levels less linear?

Probably the biggest change players
will encounter is that the enemy
forces are now randomly generated
and also Al-controlled. This means
that every time you play a mission,
the same enemies won't always
appear in the same locations, and
they won't always do the same
things every time. Also, now that
our enemies are more aggressive
and less predictable, the pacing of
the game has really sped up - it'sa
much faster game now.

And what's next on the Full
Spectrum Warrior radar?

We're just focused on finishing Ten
Hammers right now and getting that
to our fans. After that, the only plans
we're making are where to spend
some well-earned vacation time. [J#3

3 ammersisset |
to be hard as nails.

/IES: Stahl's
ad adores war movies,
on the first FSW, making nd FSW is aimed at

it true to modern warfare

sky at night...




pFRm NT OTSHDT Now, standing here with a sniper rifle isn't

exactly subtle, it's more for the need of a pretty
screenshot. In the game proper, you're rewarded
for your lack of discovery - reward money heing
governed by just how much you're noticed. This is
a revamp that the Hitman series has been crying
out for, actively encouraging stealth and tidy
storage of bodies with in-game mechanics rather
than simple prestige. Since 47 doesn’t seem

to need food or shelter, the cash gets spent on
weapon upgrades and bribes.

=

Again, this isn't the city of Dubya’s worst
nightmares, this is simply somewhere that
looks a hit like it. In the Deep South. It's the
home of one Margeaux Le Blanc, the heiress
of a vast fortune whose wedding day Agent
47 just happens to be attending. Who has to
die? How will they snuff it? Who knows, but
remember that there are plenty of alligators
out and about if you know where to look.

o

-

DEVELOPER Io Interactive PUBLISHER Eidos
WEBSITE www.hitmanbloodmoney.com ETA 2006

HERE IS AGENT 47? Well he certainly isn't in New Orleans. Oh no, Al I THE LONEL'

no. At least, he was up until recent events - but then the action Innocent, shuffling

switched over to another place in Mississippi where they celebrate : pedestrians always come off
Mardi Gras in a very similar way. Never mind though, since everyone's favourite | badly in gaming these days
bald, serial-killing clone is now surrounded by more potential victims than ever. - and considerable time in
The hundreds of characters that can be cast on-screen means that Hitman will the development of Blood

finally get realistic nightclubs, rather than the 15 people shuffling in a dark g,’zg%‘:l ;ﬁg&g‘; E)(;‘I"S;?Za ch

room of games past. So little time, so many bodies to stuff in closets and one apparently a potential
clothes to dress up in. victim. Quite how this will

. work in the game mechanics
proper is currently unknown,
but expect greater freedom,
bigger levels and more plebs
than ever bhefore.




HETALKSTOO

Now 47 has always been the quiet, brooding
type - it goes with the turf. But in keeping
with the heightened interaction and
characterisation of Blood Money, you'll be a
lot more vocal than before - chatting with
bartenders and hotel staff. Meanwhile,

the next day’s newspapers will also report
on your forays into assassination, perhaps
mentioning how said bartenders and hotel
staff were later found dead in a bin.

BUSINESS AS USUAL
Graphics may be glitzy, but
the same old Hitman interface
remains. Yes - 47 is now better
at hanging off stuff, jumping,
climbing and pirouetting
from balcony to balcony - but
the rudiments of his control
system remain pretty much
the same. A shame, perhaps,
because the somewhat clunky
interface has always defined
the firm line between the
Hitmans and the Splinter Cells

- of this world. ;
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FOOTBALLMANAGER 2006
Fending off every single, sofitary rival
for the pre-Christmas ZONE chart
crown is Football Monager 2006, the
plucky football game.

THEMOVIES

"And just like the movies we play out
our last scene," sang Alien Ant Farm
back in 2001 And even though they
remain shit, The Movies is still great.
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ROME: TOTAL WAR

BATTLEFIELD 2:

SPECIAL FORCES

Every game ever made in which you
can shide down wires has heen ace.
Now Battlefield 2 joins their ranks.

] :a« - ; o (e’

e 5

CIVILIZATIONIV

Those tricky Roman bastards are stilf
tormenting us, although it's probably
our fault for playing Civilization IV on
ever more difficult settings.

I like driving in my ca

www.codemasters.co.uk | ETA: February 2006

ANY SELF-RESPECTING motorsport fan should
be salivating at the mouth by now thanks to the
impending might of TOCA Race Driver 3.
Avoiding the Colin McRae Rally route of simply
updating the title and adding extra mud, the
team has been hard at work on some pretty
substantial improvements.

For a start, the addition of race rules will please
the realism lovers out there, making for a more
true-to-life experience, though making life a hit
more difficult for those who tend to use opponents
as buffers to get round corners. That said, the
newly improved Al is much less likely to shunt you
off the track, so maybe it won't be so bad after all.

As far as damage goes, Codemasters is among
a select handful of developers who have cottoned
on to the fact that most people seem to find
destroying their ride almost as enjoyable as piloting
it safely round corners. With the Terminal Damage

Engine having received some major attention, we're

expecting pile-ups aplenty as you cause as much

HASN'T got any
stars though.
| el

pm—

e Bl A monster-mash, |
eSS gy yesterday.
\

carnage as possible, just so you can witness the
visual feast of destruction.

Masses of new motorsports have been added,
upping the total from a measly 33 championships
in TRD2 to way over 100 in this latest version.
Among the new entries are such bizarre additions
as wheelie-pulling monster trucks, legendary Group
B rally cars, fast and frantic go-karts and Honda
lawnmowers, which look like electric wheelchairs
but, unfortunately, won't actually cut the grass if
you stray off the tarmac. Realism indeed!

Never mind though — with this host of new
features and a predecessor that was one of our
favourite racing titles of 2004, it's pretty much
a dead-cert winner. No sign of a complimentary
TOCA calendar with nekkid girlies all over it just
yet though. That'll be coming next week we guess.




The Slave to Realism

STUART WHITE - PRODUCER ON RAINBOW SIX: LOCKDOWN

Having started out in healthcare IT, Stuart White ditched the caring profession
for a life in games a fair few years ago. Now the producer on Rainbow Six:
Lockdown, he's spent seven years working on Tom Clancy oeuvres. He's also

an avid photographer.

- Why is the authenticity of

- the weapons so important
in a Rainhow Six game?

It's vital, because the series is
based in reality and we want to
try to educate the player - give them
the opportunity to have fun through the
realism, letting them know how real-
world weapons work. When you shoot
you've got your eyeball and you've got
your finger, those are the two ways you
interact with the world. It's completely
different on your PC, with your mouse
and your keyboard, so it's all about
translating that real-world agility of
shooting into a game.

There are 42 weapons in the
game: how do you go about
choosing which models of which
guns end up in the game?

We listen to players whenever we
release a Rainbow Six game. We get a
ton of feedback each time saying, "Hey,
why didn't you put this weapon in?", or
“T've shot this weapon and you guys
definitely need to have it!" So we keep
track of that, but we also have a design
team in-house. There are two guys on

Il proceeds go to
harity, mate...

www.entertainment
oftwarecharity.org

THIS MONTH'S TAT

uy our tat at www.ebay.co.uk

the team right now who are ex-
military, and they haven't shot all 42
of these weapons but, well, they've
shot their fair share. So they're
bringing their real-world experience
into it and we feed off that.

Are those guys actually military
consultants, or are they designers
who've been through the army?
They're designers who've been through
the army, they've had some training
here and there. We've got one guy at
Red Storm who isn't actually on this
project but who used to be in the
military police, so he comes with a lot
of real-world experiences. The other
guys go out at the weekends and they
play - not paintball - but this version
called Airsoft, where you shoot plastic
BBs. They have, last time I spoke to one
of them, three of the weapons from the
game themselves. They're pretty
hardcore about it.

How do you go about recording
the sounds of the guns?

The sounds we're using in the game
came from a while back when we

UFO: AFTERSHOCK
BLUE T-SHIRT
Turn-based clothing has
never been so sexy.

. CALL OF DUTY
ZIPPO LIGHTER

Inscribed with the words
‘Colonel Paul Presly’ (sic).

MAX PAYNE 2

CUFF LINKS
~ Couldn't really make it
= up, could you?

DIRTY GT LEGENDS
CALENDAR

Some rough ladies, with
corresponding dates.

THE TAT BOARD

joined up with a company in California
called Sound Deluxe and actually did a
shoot. We've got footage of them going out
to the rifle range, we gave them a list of the
weapons that we wanted sounds for and
they just had a blast going out there and
recording it. They had all their super-high-
powered microphones and basically went
out to a hillside in California, shot them and
got the sounds for them.

What's your favourite weapon
load-out in the game?

Right now it would probably be the assault
rifle class. Sub-machine guns are a little

bit lighter and let you home in on your
target a little bit quicker, but the power
behind the assault rifles are definitely my
favourite right now. I like shooting a guy

in the leg and watching Havok take over

as they slide across the floor; so that's the
assault rifles right now.

|
I can see you!

COMPARE

ITEM TITLE SOLDFOR BIDS

COMPLETE SERIES OF
PC ZONE ZX MAGAZINE

For four quid you've been mugged -
we'll send you something nice as well.

£4.00 6

FEAR. T SHIRT
Not a bad price for such a natty item
of clothing. Warning: when ladies see
it they will want to do sex with you.

£5.50 3
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UPFERENTCOMINGSOON

COMING
SOON...

THE GODFATHER

"Who is Don, and why is he so important?” wonders Will Porter...

DEVELOPEREA Redwood Shores PUBLISHER EA WEBSITE www.eagames.com/official/godfather/godfather/us/index.jsp PREVIOUSLY IN... Issue 159

Clever touches with
controls and interaction

Hey! 1 love pasta!

40 February 06

OMETHING TO PERK up your
s interest: "First things first. This

is heavily inspired by Mafia,”
The Godfather’s creative director Philip
Campbell outlines in his enthusiastic
Trish burr, practically answering our
first question. So let's not get caught
up in the GTA-isms, what Coppola
thinks or whether or not Brando is
in it (which he is). Beyond the mission
structure that has your random joe
interacting with the Corleone clan,
we've just been fairly taken aback
by the way your everyday life as a
gangster is set to play out.

Y'see, there are 150 shops in the
game whose owners you can intimidate
into paying you protection, and 100
racketeering opportunities where you
can muscle in on gambling, drinking and
whoring establishments the city over.

To intimidate these butchers, bakers,
candlestick-makers and pimps, you can
start off by smashing up his gaff - throw

a pedestrian through the shop window,
take a baseball bat to the display cases
or slam the shopkeeper’s face into the
till. All the time, the pressure on the NPC
will be building; press the right buttons
and he'll be in your pocket, push him too
far and the place will be shut down for a
week of game-time as punishment.

ROUGH TREATMENT

The really cool stuff, however, is the way
that you're interacting with your inferiors
while turning up the heat. Holding down
your two main mouse buttons will have
you grab the unfortunate in front of you;
pushing forward on the mouse will shove
them into walls; and pulling back will
raise your fist in a threatening manner.
In this way, while tapping the spacebar
and barking dialogue into the poor
NPC's face at will, the entire shakedown
procedure is made real through mouse
movement. A swing to the right and a
left-click will let you throw people across

roads and into moving traffic, tapping
the WSAD keys provides headbutts,
punches and uppercuts relevant to your
positioning. It's a complete inversion of
generic PC controls, yet it works well,
culled from the controls of EA sports
games like the Tiger Woodls series.

This process of intimidation brings
notoriety and cash to the fledgling
gangster you've designed through the
ever-handy EA hoodlum-haircut-o-tron
character design system - but it's far
from secure. In a Risk-style turf battle
that persists long after the storyline
proper has ended, four rival families will
be firebombing and intimidating your
own businesses. With a far more
complicated and reactive system to the
weak gang war sections of San Andreas,
and with options that allow you to pay
off cops to increase pressure on other
families, it's yet another layer of long-
lasting Godfather goodness that we
weren't quite expecting. [



WHY YOU SHOULD BE EXCITED...

OPEN ALL HOURS
Enter a den of iniquity, beat
seven shades of excrement

out of its bosses and you'll 2 §
find yet another revenue ' R DON'T HIT THE FACE

stream. That means two 2 Fresh out of an EA character-creation
things: free pool and a rival . facility, your character appears five
family who's been made minutes before where the film would
more than a little angry. ordinarily begin. Welcomed by none

. — — ‘ other than Brando himself, one day

? you may own this town.

SUPERMARKET SWEEP
You'll earn money from
protection rackets, but
obviously a lot of this
protection involves taking a
blunt instrument to goods,
windows and floor staff.
You'll never go hungry either,
it appears.

BENT BOBBIES

In normal circumstances, this
dutiful copper would blow his
whistle and come a’running.
Luckily though, this chap has
been paid his weekly bribe and
won't bat an eyelid to your
sordid activities.

INTIMIDATIONS FROM ALL STATIONS
NPCs will automatically know your reputation,
but most will need a shakedown before they
bend to your will. Tapping the spacebar will
have you snap insults at them, while moving
your mouse will manhandle them into all
manner of uncomfortable positions.

MR Ford
Coppolla may
not like it, but
we're definitely
warming to it.

Take a baseball bat
to a display case or
slam a shopkeeper’s
face into the till
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IT wouldn't be a zombie
game without a

chainsaw somewhere.
M — L e

FEEDING TIME...

STUBBS &
THE ZOMBI

INREBEL WITHOUT A PULSE

Sam Kieldsen loves zombies, but he couldn’t eat a whole one...

DEVELOPER Wideload PUBLISHER THQ WEBSITE www.stubbsthezombie.com PREVIOUSLY IN... [ssue 156

YN

Kick off your own zombie "7
apocalypse

Plenty of gore-drenched
humour

Feels a touch consoley

HE MOMENT WE got wind of
T the premise behind Stubbs The

Zombie, we were sporting a grin to
rival the Joker’s. As premises go, this one’s
simple, straightforward and, well, just
damn enticing: be a zombie, eat brains,
make more zombies. Of course, there's
a bit more flavour here and there, a few
extra ingredients to this particular stew,
but at the root of it, it's really all about
being a shambling ghoul with his guts
hanging out. Kudos to developer Wideload
for coming up with it.

After an agonisingly long wait and a

Stateside release, we've finally managed
to get our mitts on some code - and we're
happy to report that being one of the
undead is pretty much everything it's
cracked up to be. From the moment you
step into Stubbs' tattered suit and hit the
pristine streets of the space age (or rather

a1950s idea of space age) utopian town of
Punchbowl, the action comes thick and fast.

MONSTER MASH

Stubbs has a reasonable variety of abilities
at his disposal, with the game supplying
new ones as you progress through its 12
levels. He begins with a basic melee move
that can be used to kill the likes of civilians,
cops, scientists and redneck hillbillies, who
will then be resurrected as non-controllable
but useful zombified followers.

However, his most valuable asset
from the outset is the aforementioned
bran-munching trick. Sneak up behind
a foe, or stun them with a couple of
punches, and Stubbs can grab hold of
his or her noggin and feast on the
warm matter within. Again, the victim
will shortly become a zombie, and
Stubbs will also receive a health boost,

42 “ February 06

plus regain other limited-use zombie
skills that he may have depleted.

Ah yes, those other skills. In a pinch,
Stubbs can bowl his head at a group of
enemies, fart in their general direction or
throw his own explosive insides around like
hizarre hand grenades. The most interesting
tool in his arsenal is the ability to rip off a
hand and use it to possess adversaries (see
‘Give Yourself A Hand', right).

The upshot of all this is that you wander
around the large levels - which, despite
the acres of space, are very linear - killing
gun-toting humans while simultaneously
raising your own disposable army of
shambolic green-tinged fiends. Now, this is
enjoyable (how could it not be?), but it does
get a bit samey, with most levels appearing
to simply add a new background setting
and tougher baddies rather than an actual
fresh challenge. You'll be glad to know that




b LD

Weirdos

Crystal ball

Give Yourself A Han

POOR old Stubbs. Without a gun, he's
powerless against police brutality,
Punchbowl-style. What to do?

2003

OF course! Tearing off his left
forearm with a deft twist, he hurls
it towards the head of his attacker.

THIS is more like it. You're now in
control of the cop, and can turn his
revolver on his ex-colleagues...

2004 2005 2006

Need some extra firepower to get through a level?
Rip off Stubbs’ mitt and enlist an unwilling law-giver!

..UNTIL they give him a taste of
his own lead medicine. Ah well.
Back to Stubbs we go.

Stubbs can bowl his head at an enemy, or throw his own '
explosive insides around like bizarre hand grenades

1oy
28 4o

proceedings are enlivened periodically by
a spot of vehicular action, boss fights and,
at one memorable point, a disco dance-off
mini-game, but basically it's pure zombie
combat 90 per cent of the time. It's old-
school and yes, it works, but don't expect
a gaming revolution to hit your PC come
this February.

That's not to say we found the preview
code boring at all - in fact, the myriad
humorous touches made even this burnt-
out, sour-faced hack chuckle once or twice.
Maybe even three times. We counted visual
references to such cinematic classics as
Patton and Saturday Night Fever, and the
smutty shop names and radio ads, which
take their cues from Grand Theft Auto, will
appeal to the puerile little fool in everyone.

MASTER CHIEFS

We also adore the visual style Wideload
has crafted out of the creaking shell of
the now ancient Halo engine. What looked
encouraging in earlier screenshots and

DOWN on the

farm.

BRAINS - a nutritious
treat for all the family.

movies is even better when you actually
play the game with its graphical settings
turned up to the maximum. Everything is
covered in a soft layer that gives it an
appropriately grainy, vintage look (the
closest thing we've seen recently is Splinter
Cell: Chaos Theory’s night vision mode),
while the levels themselves, although not
the most detailed around, exude a lovely
Happy Days-cum-Flash Gordon feel.
Stubbs himself is, unsurprisingly, the
star of the show when it comes to the
character models. The way his face glows
as he takes a drag on his permanently-
dangling cigarette (he's way past caring
about health warnings) is just excellent, as

i

is his animation. Despite heavy console
leanings, Stubbs is honestly shaping up
quite nicely. Having ploughed through most
of the 12 levels in an afternoon, we reckon
itisn't going to be the longest

of gaming experiences you

have next year - but

certainly the best ‘

one to feature ’ .
a urinating )

zombie. 51




UPERONITNEWS

Tycoon Cit
New York

Steve Hogarty can't think of any more New York puns

DEVELOPER Deep Red PUBLISHER Atari WEBSITE www.atari.com/tycooncity PREVIOUSLY IN... 163

outoflyricalreferencsandjokesaboutlargefruit.wegetourhandson

ncoonCit}cNewYorkandareforcedtosqueezesomenmepunsout
oftheBigApplé.Soenn,whassa-madda-you?Andbada-bing.Andgimmethe
m'eyorlkillthebmad.Andalso,havealookathowwefanedtryingtobuild
Greenwicthhge.hmnetomefriendsoanandsandbirﬂlplaceofboﬂlBill
Coshy’s and Barbra Streisand's careers.

STMMMII!news:justwbenyoutm:ghtwewerefrsh

Luco has left, rather abruptly. Before he went, he

explained how to upgrade my businesses. Each - ', “‘

building can be upgraded in several different ways, "W ﬁ Tl :
each upgrade enhancing the building’s appeal, beauty o § il ¢s

and satisfaction levels. Things like signs and hillhoards ‘1‘ b

to drinks machines, trees and skylights all enhance . ,;/@;
and customise your buildings, making them more 3 @w
profitable. You have a limited number of upgrade 1]

points though, so distributing them evenly among ; o
your vatious businesses is important. »

E come the
' big lights.

B TN
- - . 4
":03am

Greenwich Village has now been formally introduced to
me, and I'm told that it's full of no-good students. My
first assignment is to please the students - an all-night
Tesco won't do it though. These guys need a wide range
of businesses to keep them happy. So I get to work
building discount clothes stores, fast-food restaurants and
Internet cafés near the university library, before building

huge apartment blocks to house the swarming mass of
Dawson’s Creek extras. I miss Luco.

shops at Gap.

10:32am

BLAM! That's the noise of a tutorial starting, a
noise that fills many with dread. Luco, a young,
heavily-stereotyped New Yoiker, comes strolling
out of a tenement building, full of confidence and
explains the basics of camera movement and
how to build a cworfee house nearby. It's actually
a decent tutorial, and Luco (for some strange
reason) isn't annoying, amazingly circumventing
the New Yorkers' inherent condescending and
patronising nature. Constructing a building

is as simple as clicking an empty plot of land
(Greenwich is oddly barren) and selecting from

a vast range of buildings.

Optional objectives and
bonus prize objectives
are coming at me from
all angles, and I'm beating them all
down with my entrepreneurial prowess.
Build a successfil lingerie shop, make
Washington Square Park beautiful,
enhance the nightlife in a certain area
- there’s no shortage of things to do. T
thought I saw Luco on the street, and
chased him for a few hundred metres
before I realised that it was actually
two plastic bags tied together with a
piece of string.




12:10pm

T've just built my first landmark, a great big church. Famous
landmarks, such as Greenwich Church, exist as building sites,
waiting for you to build them using landmark bonds, which
are given to you for completing objectives. This means you
can't build the Statue Of Liberty on Times Square, or stick
the Empire State on top of the Chrysler Building, but it also
means that your city will bear a vague resemblance to the
actual New York. Right now, my city is beginning to look a
lot more populated with huge crowds of people. There are
no muggings or crimes, and strangely enough, no policemen
either... Deep Red's utopian view of New York is unsettling.

- invented
by Romans.

12:12pm

Looked up Greenwich Village on Wikipedia... Why doesn't |

mine look like that? Well actually, my virtual Greenwich
does look similar to some of the pretty pictures on the
Internet. The Washington Square Arch is there, and my
student apartments look exactly like the real ones - Deep
Red's research team deserve a pat on the back. Wikipedia
also tells me that in the 16th century, Native Americans
referred to Greenwich Village as Sapokanikan. This makes me
smile, as it's a funny word.

the way!

made this... §%8

/D Of Gawking Idiots :
2006" was off to a great start.

|

L1
Halloween comes and goes, my rock club was a resounding
success, but unfortunately it wasn't enough to convince the
parade committee to drag their inflatable pumpkins down
the street. I did a great job on the local park however,
even getting an early morning news story all about how
Greenwich citizens are grateful for me funding the planting
of trees and strategically placing homeless buskers. They
mercifully glossed over the fact that I ruined Halloween
though - bless. I saw Luco, giving a tutorial to some other
budding entrepreneur. I feel used and betrayed.

12:48pm

Disaster strikes like a big snake-like
thing with fangs: I've completely
overlooked this year's Halloween parade,
which Wikipedia informs me is the
largest Halloween parade in the US,
with over two million people coming to
see it every year. I have two months to
jazz up the parade route (as in, actually
put some buildings there), and make
the district happy. Never one to give

up in the face of two million angry
Americans expecting a show though,

I get to work building newsagents,
comedy bars and even a rock club along
the parade route. Oh, and a locksmiths
too. Something a bit different isn't it?
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The spirits of the

ancients rise up

inside Will Porter

as he becomes
the first ethnic

minority in space...

DEVELOPER Human Head Studios
PUBLISHER 3D Realms/2K Games

WEBSITE www.prey.com
PREVIOUSLY IN... Issue 163

THE LOWDOWN

Taking the FPS and
bending it into interesting
new shapes

7

Doors that look v
like genitalia

Convincing ecosystem in a
gigantic space sphere

Great treatment of v
gravity, vehicles and
incessant violence

Your gran wouldn't like it 0

!

ANG ON, REWIND. Did you just

say that was called a ‘sphinct-

door'? “Yes, that's right.” So called
because it's a door with an uncanny
similarity to a puckered-up sphincter?
Beeause it looks like an arse? "Exactly.”
Really? "Yup." Really, really?

Creating a game that features doors
that look like bums has clearly long since
lost its novelty value on Timothy Gerritsen,
the human head of Human Head Studios,
but he at least seems aware that it'll be
something for the grandkids to be proud of.
He even manages to keep a relatively
straight face as he takes Prey’s hero
Tommy past a series of gashes in an alien
wall that look suspiciously like lady-bits. A
straight face that refuses to crack even
when a malformed creature flops onto the
floor out of one of them, gets shot about
a bit and then attempts to fold back its
previous home's meaty curtains with an
avowed intent of nestling inside its moist
innards to regenerate. Ladies and
gentlemen! Boys and girls (of ages of 18

and over)!
Welcometo -
the wacky world
of Prey!

As you're no doubt
fully aware, Prey is the
reincarnated
bedfellow of one Duke
Nukem over at the
formidable (if perpetually
tardy) towers of 3D Realms. ’
Once canned, now revived in
vamped-up Doom-3-Engine-o- /
vision, it's yet another FPS treatment .
of an extremely familiar question. The
question in hand being: 'What exactly
happens if a Native American mechanic is :
beamed aboard the mothership of an alien
invasion with a bird of prey (who's actually a
ghost), while supernatural ancestral powers




are kicking off inside him at the behest of the
spirit of his grandfather?’ The answer? Easily
the most intriguing and original single-player
experience of the year. And the first game to
have arseholes as corridor furniture.

HOOVER MOVER

Here comes the science part: Prey takes
place within a Dyson Sphere. Whichis a
mass of collated material that hangs around
amoving star due to gravity, physics, science
and complicated things. For purposes of
non-massiveness, Human Head has made
its sphere as big as a substantial asteroid,
which in Borg fashion drifts through

space as an amalgam of technology

and living biological matter (hence the
fannies), with mischief and bloody
sustenance on its mind.

"The Sphere goes from planet to planet,
sucking people up and turning them either
into food, workers or experiments that
attempt to create a better breed of worker,”
explains Gerritsen, about ten minutes post-
sphinct-door hilarity. "You meet survivors

'~' 
& &

-
from these different worlds as well as
creatures who've become parasites - some
things will attack anything, some things

will come to you for aid, some things are

just automatons working in the Sphere,

while other creatures are actively working

for the sphere.”

So essentially, the Sphere is presented
as‘a dynamic ecosystem, with its owafad==
chains, parasites, workers and hunters=yet
also with a sentient voice (a Shodan-style
female cut-glass Brit accent) who reacts to
you as you progress through the game and
go from one of many, many stranded
abductees all the way through to a fully-
fledged, fully-armed nuisance.

Turn a corner and you may come across
Fodder, small turtle-like creatures who creep
out of the walls and maintain the endless
hio-corridors of the Sphere, following
interesting Al routines that might lead them
to do things like scrap over a human limb
that's been left littering a corridor.
Alternatively, you might come across
Hunters (essentially the antibodies of the

o

»"_» HAVING a big gun for a hand

-

Celebrity US alien shock-jock
recruited as voice talent

LT
.

system), blasting away above their heads at
one of the jellyfish-like creatures who float
around the sphere - gnawing at it with their
acidic gastric juices. It's a lot like being inside
the giant world-eating Unicron (as voiced by
Orson Welles, fact-fans) in The Transformers: §
The Movie. The Human Head mission is to
make you believe that you're one insignificant
soul lost in a mammethierganism - although
of course, you won't be entirelyalone.

CAN YOU SEE ME?

As well as the humans and aliens being
farmed Strogg/Borg-style for batteries

and new careers as ceaselessly working,
wordless automatons (who, like the Star
Trek residents of techno-heehive cubes will
often ignore you unless you've made your
presence known), there will be several races
of creatures, whose planets have previously
met unhappy ends, attempting to eke out a
living in the Sphere. One group are called

Hiders (because they're hiding -

ART BELL: a smoking
man to hoot.

Human Head says what it sees) and
will become a key part of Tommy's




UENOTTHANDS-ON

somewhat reluctant foray into ’
world-saving and girffriend-rescuing.

SEEN IT BEFORE

So that's the set up. Now yourll probably
be wanting a few reasons to be excited.
The prospect of a Doom 3 Engine game
set in.aquasi-space station with lots
of drippy tentacles poking through
metal grilles has perhaps set off
afew alarmbells if you had {
disagreements with id's magnum
opus. Well, fear not pilgrim. Since
here, the wily developer is taking the
dyed-in-the-wool and stretching the
set-in-stone: bending the rubric of the ‘
FPS to make it a little less familiar.

A good example of this is Death Walk,
an ancestral power of Tommy’s that
means you won't be presented with a ‘Game
Over’ screen after death, but will instead be
taken to the afterlife, a swirling plain above
which (playing asyour spirit) you can see
you body slowly being sucked into the ether
while you, armed with your trusty spirit bow,
ﬂght creatures whose demise
will'seeyorrreturned to the real world. No
quicksave needed, no pressing urge to break
up the gameplay, press Escape and create a
savegame with a bastily tapped ‘qweqytwr’
masguerading as a file name. Even though
both features will beincluded: the developer
may be innovative, but it's not stupid.

_~Anothergoed cxamplEGF inovation=—=
could perhaps be the bird. After all,how

= iany othérgames have a built-in hint

provider disguised as spectral hawk? Very



THE STORY SO FAR...

HEXD ™

mi

humanhead

1997

few, as far as I can remember. However,
Talon (your favourite dead falcon in the
whole world) is an ingenious way of ensuring
that stupid players always remember which
h way to go - pecking at things of interest,
translating alien glyphs (she’s surprisingly
astute when dealing with aliens for a bird
who died in the mid-80s on an Indian
reservation), or swooping over the heads
of enemies and providing a neat
distraction. Prey just does

. 4 stuff differently.
é\ Whereas
- T lesser games
. just nick
o
yV/

Dead Man's Gland

Hype Machine

2004

the buggies from Hello hwehlcle sections,
Human Head instead provides ﬂymg g Spheres..
dogfighting around an asteroid (that you can
get out and walk around on if you so wish),
plucking enemies from their personal
gravitational pull with a tractor heam and
chucking them into space.

WHAT GOES UP...

Gravity too, recently seen going downwards
in the majority of recent releases, is being
rethought. Massive barrier in the way?
Simply approach a nearby console and invert
gravity, or walk up one of the many Metroid-
style walkways that allow you to sprint up
walls and start dancing on the ceiling in the
manner of Lionel Richie.
In practice, it may feel much like
the (shit) Alien bits in the
(good) Alien Vs Predator
\ games, but here it creates
all manner of (not shit)
’ bizarre instances. You
" could be upside
down, firingata..
Hunterwho's
standing at 90-
degrees toyou on
anearby wall -
after which you
could invert
gravity, but
forget that
while you're
attachedtoa
ceiling-based wallwalk
panel, the large collection
of heavy crates above your
head on the floor certainly
aren't. Perhaps leading to yet another
exciting trip through the afterlife through the
medium of crushed Indian.

Strprisingly, another game whose spirit
this madness evokes is that of Descent - the
much-loved 360-legree shooting-robots-in-
a‘mine-game of yesteryear; a game whose
greatness was only tempered bydhe times in

sy

which you'd spend hours circling in
bafflement having become well and truly

“lostinitslabyrinthine caverns. Any such

fearsfor Prey? e

“That was one of the biggest issues we
had,” explains Tim Gerritsen. "With all of the
gravity puzzles and the fact that we do mess
with your mind quite a bit in the game, we
were afraid that people were going to get
completely lost. So we spent quite a bit of
time refining the look of the game - you
never get so far off the track that you don't
know where you're supposed to be. There'll
be lighting, lay-out signs and we've also
thrown in things like dripping water So you
can say, 'hey, that water’s falling up, so I must
be walking on the ceiling right now"."

So it'll be fine and dandy for whoever's
playing, but I assure you that any spectators
will sport a worried expression usually
reserved for dogs who're in trouble (yet are
unsure of exactly what they've done wrong).
This is because any attempt to follow the
action on- screen when you’re not playing

AT DT PR -4

We were thmkmg about puttmg ina
spectator vomit bag,” jokes Gerritsen as he
enters a cavernous hall with enough mind-
bending wallwalks and three-dimensional
antics to bring memories of David Bowie's
Escher-styled halls in Labyrinth firmly home
to roost.

SEE THE LIGHT

But it'sniot just all these shiny new spins on
FPS-ery that have grabbed our magpie-like
attention - the game is packed with little
details that show a great deal.of lateral
thinking on behalf of the developer.

For example, the old chestnut of the
self-extinguishing light source (as seenin
FEA.R. and Doom 3with torches that
mysteriously have to recharge every 30
seconds despite being in the hands of a player
so technologically marvellous that
they have guns that can strip flesh
from bone in under two) is tackled &

i
Dead REd Indlans A brief and not entirely accurate history of Native Americans as seen through the eyes of gaming

1982: Custer’s Revenge had the
American hero perform various
platform tasks with the aim of finally
getting to rape a Native American
woman tied to a post. Gaming's most
shameful hour.

1990: at random points during
North & South, a dancing Indian
appears with a tomahawk that
wipes out troops on certain spots

nuisance, if not necessarily raped.

of the map. They remain a goddamn

"y

2005: in Gun, Native Americans
take the power back. Not only are
they the good guys, but your
character is half-Indian as well.
Hooray for under-represented
indigenous peoples!

L: »1 I

2006: Native Americans take the
power back in space! Tommy saves
the Earth (we're guessing) from an
alien peril of immense nastiness.
Maybe they'll give him his land
back now.

February 06 “ 49



UPERONI)

BUT really, to them,
aren't WE the alien?

THESE Indian casinos
are getting impressive.
: =

bruary 06

-

Just like lots of

portals ill a StOI'm little stargates

with ingenious aplomb. For instance, in Prey
Tommy carries a lighter that may flicker
beautifully in the many squelchy corridors he
traverses, but also getsreally hot and means
that he can't hold it lit for too long. Simple
stuff, but also clever and effective.

It's not just that though: the aiming
reticule that nips up from your sniper rifle
and attaches itself directly to your retina; the
lumps of processed flesh that you and your
enemies use as cover until disintegrating into
fleshy chunks; the distinct lack of ladders; the
gooey pustules that bounce around levels
and act as organic explosive barrels...
Everything does a familiar FPS job, but has a
wonderfully organic tinge - the template is
what we've seen a thousand times before,
but Human Head has gone to massive
lengths to blur the edges and make
everything feel alien and mysterious. As

NOTE Talon the great hawk.
A lovely dead bird she is. _ﬁf‘“

X

L\

mentioned earlier, Freud would have lots to
say about whoeverdesigned the doors.

AND VIOLENCETOO

[t's also remarkably grim. As you potter
around the Sphere, you come across little
lumps of human influence - a discarded
poker machine here, a flaming passenger jet
flying through space there, a busload of
eight-year-olds going nuts and impaling each
other on spikes... You know the drill.
"There's already quite a bit of discussion
on the Internet about the scene we released
in the demo, of the kid being impaled on the
spike,” nods Gerritsen sagely. "But the thing
is that it's all contextual, you're not impaling
a kid on a spike yourself. They've all been
sucked up with you and there are these
parasite creatures called wraiths that live
on aship and they possess people and turn

»

them bad. So, in that particular scene, one
of the kids gets possessed and starts doing
damage to the other kids. You come across
this horrific scene and you're powerless to
aid her. We want to reinforce the fact to
the player that there’s bad things going on
onboard this ship, and that you as a hero
need to act or you'll end up like them." Or
indeed like the automatons keeping the
Sphere ticking over, or ‘the bondage borg'
as we like to think of them...

This is a Human Head game, but we
don't doubt the importance of this being a
3D Realms project either, who may be victim
to many a savage witticism over the
perennial non-appearance of My Nukem, but
still remain the godfather of interactivity on
the PC. Prey bears all such hallmarks: a
chatty lead character with a hooming voice,
a sense of the need for variety, an array of

l
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intricate and well-thought out weapons and that can be thrown as grenades (or flipped emplacement sections! Man, how cool!”. And F
the ability to flush any toilet that happens to over and used as sticky mines), guns thatfire it was. It was all there on the table for me to ra g er
come your way. In the second level, the the gastric bug-goo over friend or foe, rocket  see and recount. But with Prey... Well, Prey o n t e roof
famed bar scene that has you strut around launchers thatcan also use their invertebrate  is acting remarkably coy. I've seen a great
your girifriend's pub before it all gets sucked _..~attimo to create protective shieldsof gasand  deal of its manifold innovations, but I can't Peripheral vision comes in
up into the vacuum of space, you can fiddle agun that can be charged up with electricity  delineate more clearly the absolutely handy when you come to the
with everything and anything: the jukebox or other such destructive power from whacking amount of it that's intended to be 360-degree multiplayer
. has licensed music, the taps work, the arcade ~ terminals you find dotted about the innards shrouded in 3D Realms mystery (ever the
x machines can be played, there’s even a of the Dyson Sphere. In short, no-one will be masters of secrecy) until the day you play it.
goddamn condom machine in there. It's a complaining about Prey being yet another And that's the beauty of it - its real joy
pub so realistic that you fully expect all the unoriginal machine-gun foray into offices, will be in discovery, in working out its nuances e
locks of the toilet doors to have been kicked warehouses and Hong Kong docklands. and clever riffs on the genre on your tod, v, [
off and there to be cigarette butts in the without the hype machine having filled you i
urinal that you can chase to the drain should ouT (0] )] ITS OWN up to the brim with prior knowledge first. s ‘,ﬁd’
you need to relieve yourself. In fact, towards the end of my time with This, for me, was what made the 3D Realms Koy
In key with the off-kilter approach to the Prey, I realised something. In my line of work masterpiece Duke Nukem 3D such a truly ‘,\ ) o :
ever self-replicating art form of the shooter, I get to see alot of games, and they invariably wonderful game - and is what I believe will \\ e 4'”:;;, ‘;4 f‘“ Y
the weapons don't quite fit the usual ‘melee, lay all their cards out on the table. All the put Prey (and, for that matter, Duke Nukem SOON, you'll be abGo‘ “ g
pistol, shotgun, little machine gun, big Unique Selling Points in a pretty little Forever) in such good stead when its time : play inside out as well. ’
machine gun, grenade launcher, repeat to marketable row. On the several occasions comes. There's nothing in a game quite like
fade’ mentality either. Sure, it's not far offthe I saw Quake 4, it was always balls-out: being surprised, and if it isn't a surprise, then
mark - but the alien overtones provides bugs ~ “Look, vehicles! Look, Strogg! Wow, gun Prey doesn't seem to be interested. =

I Human Head has gone to massive lengths to blur the edges '
and ensure that everything feels very alien and mysterious

ata'aththY

February 06




Take the
- anywhere

OUT 25th NOV  OUT 2nd DEC OUT 5th DEC OUT 5th DEC OUT 5th DEC OUT 5th DEC OUT 5th DEC

a4, amazon.co.uk

©2005 Pathé Film Distribution. All Rights Reserved

I
=7 and “UMD" are trademarks of Sony Computer Entertainment Inc. a n d yo u re d o n e



PLCZONE

REVIEWS

Scaling the heights of PC gaming

SECTION EDITOR Paul Presley

Pie And
A Pint

ARTS, POKER, CHESS

and over there in the

corner an old sailor
telling war stories. Christ, it's like
PC ZONE has turned into a pub this
month. All we need is a copy of
International Domino Simulator
Championship from EA Sports to
turn up and we'll have the full set.

I could do with a few pints
anyway to dull the nerves. Christmas
came early for most PC gamers,
with all the quality titles on the
shelves by early December. As a
result, we're now hip-deep in the
raging flood waters of a Christmas-
period gaming drought. Thank
heavens for Prince Of Persia or we'd
have very little to get excited about.
Asit is, the shirtless Arabian

knight is single-handedly (or twin-
handedly if you want to be pedantic)
propping up the reviews section this
month. That said, despite the

GAME OF THE MONTH

PRINCE OF PERSIA:
HE TWO THRONES

ouble trouble, twice the fun

ALSO REVIEWED

54 PRINCE OF PERSIA:

mediocrity of the majority of games THE TWO THRONES
this month, what you will find over 58 CRIMELIFE: GANG WARS
the next 20 or so pages is some of 60 DYNASTY WARRIORS 4 HYPER
the finest and funniest games- 61 FRITZCHESS9
TR E il e 62 BATTLEGROUND EUROPE
writing ever comn’u ed to paper. 67 HAMMER & SICKLE
And one of Porter's (ho ho). On that 64 THE CHRONICLES OF NARNIA:
you have my personal guarantee. Of THELION, THE WITCH AND
course, I am blisteringly drunk, so THE WARDROBE
who knows what that's worth? CLASSIC (90%o0+) RECOMMENDED (75-89%) DUMP (0-19%) 65 ZOOTYCOON 2:
The best games ever. If Pretty, pretty, pretty. Any Don't shirk your duty - it's ENDANGERED SPECIES
At ot Idetagume i & ALLFORCES
Must iy ks gpmeimns 66 SKIRACING 2006
AND THE REST 67 KNIGHTS OF THE TEMPLE Il
B uys ! n ONLINE ONLY EXPANSION PACK ON THE DISCS 67 WINMAU WORLD DARTS II
- S0= Don't have an See this and you're . Good news! 68 SEA WOLVES:
- Internet connection? going to have to own Check out the
PC ZONE Classics are our - TlhEl"I ’you're wasting the original to p!a)\/Nt[he r,n]ver [gVD for SUBMARINES ON HUNT
highest award, with only the your time. Move along please. expansion. We know - life’s not fair. a playable demo or movie. 68 THESIMS 2:
best games deemed worthy \ > CHRISTMAS PARTY PACK .
T 70 ROLLERCOASTER TYCOON 3: WILD
BatEnaal S0 it iliier The PC Class System 71 WORLD POKER CHAMPIONSHIP
RoT Y 72 STARWARS GALAXIES: NGE
9 9 Not all games are created equal, so how do you know if your PC's up to the job? Using real science, we've [ 74 INDIE ZONE
graded your system from 1-5. Match it with the icon on each review to see if your PC will play the game. ® All the latest from the world of
We review all games on a variety of systems, including our top-spec, very desirable Alienware Area-51. . .
independent gaming
76 BUDGET
U 126z LBGhz ZAGHK A0GHz 38GHz Commandos Double Pack, Microsoft
) iy el v':::: 13228&’1: fggmg gﬁng 511538 511263 3 ‘ Train Simulator, Zoo Tycoon, Big Mutha
*The Movies  Civilization IV Pro Evo Soccer 5 B a s Truckers 2 and more

® To only review code signed off by the publishers AND the developers
Pczn"E ® To give you our honest opinion. We're gamers. We love games. And we hate bad ones. Just like you

® To tell you if a company refuses to send a game to us before it's on sale. There's always a reason
SWE ARS. L ©® To hang up on companies who say that 79% isn't a good score. What do they know?

® To listen to you if you think we've got something wrong. Email us at yourshout@pczone.co.uk




REVIEWSPOP:THETWOTHRONES

TABBING: now 50 per
I cent more dramatic.

PRINCE OF PERSIA:

PFFFT, you can 4
see the strings.

Steve Hogarty doubles the prince and doubles the fun

DEVELOPER Ubisoft Montreal
PUBLISHER Ubisoft
WEBSITE
www.princeofpersiagame.com
ETA Out now

PRICE £3499

AT A GLANCE...

The Prince is at it again, this time
fighting not only sand demons, but
mental demons as he comes to
terms with his dubious morals,
transforming into an evil version
of himself and stuff.

System requirements

BE OF PERSIA: THE
AR 84%
RCE OF PERSIA:
ARRIOR WITHIN

54 EE February 06

PRINTING IN A wide arc along
S a crumbling palace wall, I hook

my chain onto a lantern ahove
my head and propel myself towards the
other side of the room, before plunging
my blade into some conveniently-placed
drapery and tearing downwards at
alarming speed. I then leap away from
the wall, use my chain like a grappling
hook to vault across a precarious chasm
(who builds chasms in palaces, honestly,
health and safety would be up in arms),

BABYLON has Evian on
tap. How convenient.

”~ FITSFET

wedge myself between two walls
(legs split, & la Splinter Cell) and slide
downwards, before finally dropping
silently behind a person whose neck is
about to get intimate with my dagger.
And all in one fluid and perfectly
choreographed movement with very
little room for error. Get it right first
time and you feel like a god, or at
least a Cirque du Soleil reject; get it
wrong and you can rewind time a bit
and try again, pissing in the face of

death and giving two fingers to
the laws of space-time.

You'll know exactly what I'm talking
about if you've played either of the last
two Prince Of Persia games - improbable
acrobatics and time-altering antics are the
bread and butter of the series. The latest
doesn't wander too far from the proven
formula of combat followed by jumping
followed by fighting followed by leaping -
in that order. In a way, nothing's really
changed here, but in another, altogether
more accurate way, it has. Whereas Sands
Of Time touted a jolly, colourful Prince with
a sarcastic attitude (Jonathan Ross), and
Warrior Within had a much moodier,
grown-up Prince (Ross Kemp), The Two
Thrones falls somewhere in between, with
the Prince acting like a humorously cynical
hard-ass (Steve Hill).

PRINCE OF DARKNESS

But first, an explanation of the title. The Two
Thrones (insert the obvious toilet gag here)
refers to the Prince’s newfound split-
personality and the game's shiny new staple.
Basically, the Prince is attacked by an
unpleasant lady with a huge barbed chain
which gets lodged in our hero's arm. Soon
after he becomes infected with the infamous
Sands Of Time, which turn him temporarily
into an evil version of himself, aptly titled



Time TD RE'"ECt Who's the fairest of them all?

MAN, I look good.”

SOMEBODY'S not
been flossing.

Being the astute person you are, you
THE bells, undoubtedly spotted The Two Thrones’
Rk the bells! - vague similarity to the original game
; ! hat's the original original game). In the
st 2D Prince Of Persia, you come
face to face with a impassable mirror
which, after some confusion, you must
jump through at full speed - the mirror
remains unscathed, but a mirror image
of the Prince pops out the other side
An evil mirror image of course. Then
there was this fantastic little ominous
tune that played, (sorta like ‘dun dun
duuuun’). Later on in the game, you
finally face yourself in combat, and
% find yourself unbeatable by ar
normal methods. Tch. They don't
make them like they used to eh?

‘the Dark Prince’. The NHS is helpless to
fight the infection, having not been invented
yet (typical NHS), and the Prince is left to
endure an epic internal struggle between
good and evil, occasionally conversing and
arguing with his evil (and annoyingly
sarcastic) conscience, floundering in a sea
of morality and eventually discovering
what it means to be a true warrior. It's all
quite meaningful, and if you're not careful
you could slip into deep philosophical
thought while using your barbed chain

to brutally smack about some enemies.

CHAIN GANG

Despite being harder, better, stronger and
faster than the Regular Prince, the Dark
Prince, as you'd expect, comes with
some drawbacks. The main one
is that you can't change into
or out of your evil form
at will (the changes
are scripted), along
with the fact that

as the Dark Prince,
your health is 3
constantly

depleting - the only method of staying alive
is to find sand either by smashing furniture
or killing enemies. You can't help but feel
that these are decisions Ubisoft Montreal
didn't make lightly. For

instance, the ability to N
change into your

ny
R

l You could slip into deep philéSophical '
thought while using your barbed chain
to brutally smack about some enemies
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CLANG, clang,
clang, clang...

thinking. The

was an amazing
ame, and even

gh the 3D

ations have a

troduced a personal
ours: Gnashing Metal

1en only a perfectly-timed
e enough to avoid being
d into two half-Princes by the
Gnashing Metal Doors (Of Death). It's
unclear why Ubisoft has neglected to
include them, but we suddenly feel
cheated. We've got a good mind to

off the final score.

REVIEWSPOP:THETWOTHRONES

(Of Death). Oh, how we yearn for

{ knock a good 20 per cent

sessions were really paying off.

alter-ego whenever you wanted would've
changed the game almost entirely. This is
because the levels are designed with a
specific version of the Prince in mind, so
some sections will be rife with places to use
your chain, while others will cater for the
normal Prince's more modest array of
abilities. Meanwhile, the decision to have the
time-limit on the Dark Prince’s lifespan adds
a sense of urgency which couldn't have been
achieved in many other ways. Besides, your
diminishing health doesn't really pose much
of a problem as long as you don't stand
around admiring the Dark Prince's groovy
new hairdo for too long.

We have to admit though, the Dark Prince
makes a terrible first impression. At first,
the Dark Prince feels underpowered (despite
the fact that he's actually more powerful),

grappling hook. It also becomes a favoured
weapon, particularly when surrounded by
multiple enemies.

DANCE THE DANCE
OF DEATH

Common to both the good and evil Princes
are the flashy new speed kills. Creep up
behind an enemy, wait for the screen to flash
and then launch into a superbly animated
death sequence which sees you hitting
buttons when your dagger flashes. If you fail
to hit the button at the right time, you cock-
up the sequence and get slapped about
embarrassingly by your would-be victim.
0K, so it's here that the title's console
leaning are most apparent (you should be
playing this with a pad anyway), but not
only do speed kills allow you to kill enemies

The Two Thronesimpresses with flowing
gameplay and beautiful visuals

and the chain weapon which replaces your
secondary weapon slot and prevents you
from doing leaping melee attacks (an
extremely useful move that can kick enemies
off ledges) feels clumsy and inaccurate.

In time, however, you'll warm to his
charred skin and evil, staring eyes, and once
the Dark Prince’s full athletic potential is
realised, he becomes a joy to control, easily
outshining the regular Prince’s acrobatic
manoeuvres. Plus, the chain which at first
seemed like a hindrance soon becomes
integral to getting about, acting as a

quickly and safely (well, mostly safely),

they also play a role in sections of the

game where it's important to kill a certain
enemy before he spots you and calls in
reinforcements. Boss fights also employ
speed kills as the preferred method of
death-dealing, which makes for fantastically
cinematic and beautifully animated combat.
Add to that the fact that hanging upside
down from a chain before stealthily
dropping to the floor with cat-like grace,
pouncing on a seven-foot tall soldier's back,
plunging your dagger deep into his shoulder,




flipping over to stare your foe in the face
before tearing downwards and splitting him
open... Well, that's just really, really cool.

DOIT AGAIN

So what else has changed? Ubisoft has
tried somewhat successfully to remedy the
repetitive nature of the last two games,
adding some scenes where you race through
the streets in a chariot, fending off attackers
from all sides and trying not to plough
horse-first into a wall.

It's rather bland action but it's fun all
the same, with controls that could've been
a whole lot worse and a decent sense of
speed. The boss battles are bigger, more
epic, far more interesting and bloody
difficult at times too, more so than in the
previous games (as people in our office
within earshot of me can vouch for). But for
the most part, you'll be in familiar territory -
the Prince will become more and more
naked as the game goes on, intricate puzzles
litter the various brothels and palaces, and

my ride:
Babylon.

enemies dissolve and turn to sand when
you stab them enough.

JUST GREAT

So yes, the Dark Prince is great and speed
kills are great. Hanging from chains is great
and shimmying between walls is great.
Even the bosses are great. There's a lot of
greatness to be witnessed in The Two
Thrones, that's for sure, but unfortunately
it can't breach the 90 per cent barrier and
enter the realm of the Classic award, for the
same reasons its predecessors couldn't.
Even though the combat is fantastic, the
animations beautiful and the sheen shiny,
there’s no real deal-clincher here - it
sometimes feels a bit shallow and despite
Ubisoft's best efforts, repetitive.

Some of the new features on the
acrobatic side of things too, such as springy
panels on walls which launch you diagonally
for some reason, seem a bit forced and
unbelievable (running along walls and

leaping huge distances is perfectly believable).

need a
grown-up.

There's also very little reason to play it twice,
unless you enjoy unlocking artwork you
didn't unlock the first time through.

But forget about those niggles, as they
shouldn't put you off playing. With its superb
story, sublime animation and fantastic fluidity,
The Two Thrones impresses with flowing
gameplay and beautiful visuals. And to top it
all, Ubisoft hasn't botched the PC conversion:
with a decent gamepad, you'll enjoy this on
your desktop as much as on your Xbox -
more in fact, because PCs are great.

Fans of the series will lap this up without
any disappointment; newcomers will enjoy it
too (before rushing out and buying the last
two, as nature intended), and the British
Museum will scoff at its inaccuracies, but love
it anyway. The Two Thrones is quite simply
the best Prince Of Persia so far. It builds on
what went before and adds a new dimension
to the main character. It also adds new
depth to the gameplay, while still sticking
closely to the tenets that made the last two
games so engrossing. Namely, lots of fighting,
lots of jumping and lots of outright fun. (&3

LA W

might feel a slight
twinge... In your face..."

time do
you call this?”

Graphics Great for a
console port
Sound Fantastic music
Multiplayer None

@) Brilliant animation
@) Hugely enjoyable combat
@) Fantastic ‘jumpy bits’
@) Highly polished
€ Gets a bit repetitive
€3 Not a huge amount
of variation

86

Master of the thrones
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STREET gangs obviously lead
the field in clone research.

CRIME LIFE:

-IFE:G/ WARS

003

GANG WARS §

More ‘two-bob fifty’ than 50 Cent,
Paul Presley hereby changes his
name to MC Prezshizzle, y'getme?

DEVELOPER Hothouse
Creations
PUBLISHER Konami
WEBSITE
www.crime-life.com
ETA Out now

PRICE £2499

AT A GLANCE...

Reprehensible urban violence
simulator with little in the way
of redeeming features, but plenty
of the old ultra-violence.

System requirements
HOW IT STACKS
S GTA: SAN ANDREAS  =p.L)

] ETTINR 749/0

TR =50

58 ES February 06

website UK Resistance recently
ran what it called the Blue Sky

In Games campaign. An end to all this
dreary urban yoof street gang violence
dark days misery. A return to the days
when gaming meant collecting golden
rings in colourful platform worlds
made of ice cream, and a colour palette
bedecked with yellows, pinks and lime
greens. It's a noble cause, a good cause,
ajust cause, a cause we at PC ZONE
heartily endorse. Sadly, Crime Life
couldn’t be further from these aims
if it tried, and instead represents a
particularly nasty nadir in the path
of gaming history.

It's a non-stop relentless-o-thon.
A melange of drive-bys, gangbanging,
robberies, urban decay, violent actions
and people talking Ebonics. Or a carefully
monitored, marketing-led, BBFC-friendly
interpretation of Ebonics, expressly
designed to appeal to the target
demographic, at any rate. Oh, and it's
not much cop.

The premise is that you're a new initiate
into the street gang The Outlawz (although

P OPULAR GAMING COMMENTARY

NOTHING gay about
this guy. Oh no.

with no back-story, character or
introduction it feels as though you've just
dropped into the world, Mr Bean-style).
You have to prove your chops by, basically,
beating everyone up, committing crime
and generally hell-raising in the worst
possible way.

NOT QUITE 8 MILE

With the emphasis on worst. This amounts
to lots and lots of fighting, anyone and
everyone, giving the Crime Life world the
feel of one giant deathmatch arena, rather
than any serious look at gang life in the

| A .

5 1] Grand Central

] . 93

9

-
\

=
- e

“TNes

- - -
modern age. It's not helped by the worst
camera since The Matrix: Path Of Neo,
never quite giving you enough view to avoid
distant trouble spots or turning fast enough
to give you fluid control over the combat.

On top of that, the visual style employed
doesn't exactly push the boundaries of
modern technology, with poor textures,
animation and detail, all giving the
impression of a half-hearted console
port at best.

There's plenty to explore, but despite the
amount of 'real life’ scenery dressing (non-
drivable cars, civilians, shops, bars, strip



Down Wit' Dat

So much for role models...

ly not entertainment), you
s such as music

ptarta d v
name rappers providing
indtrack. Rappers s
Bizarre from the popular
combo D12, who in one
reveals that he likes to rela
just chillin'man. I be chillin’
I'm saying?" He likes to relax by, er,
relaxing. How illuminating.

The whole interview (such as it is)
is like that, and it's right there that the

reason why rap music should anned is

illustrated most vividly. No itsa

young. ! ecause it

| encourage ce. Not because it treats
women with ct. N cause it's

| anti-social or any of that rubbish. No, the
f basic reason is that the majority of its so-
called heroes are F***ING BRAIN-DEAD,
ILLITERATE MORONS WHO ARE NO
MORE DESERVING OF ANY RESPECT
THAN A RANCID VOLE. That's all. Glad I
got that off my chest

\

GO on then
fat boy, sing.

Crime Life thinks that throwing every
cliché in the book at you is enough
to justify the never-ending violence

clubs and so on), none of it really amounts to
much, not helped by the lack of any decent
story structure to tie everything together.

WESTSIDE STORY

You see, whereas something like GTA:

San Andreas manages to invest in the
game’s street life action a story with
decent characterisation, actual dramatic
development and genuine interest, Crime
Life seems to think that throwing every
cliché in the book at you is sufficient to
justify the never-ending stream of violence.
GTA attempts to justify your actions. Crime

Life simply revels in its moral abhorrence.
GTA is deep. Crime Life is shallow. GTA
keeps it real (ish). Crime Life is as real as
Ali G. GTA entertains. Crime Life bores.

Even the violence doesn't appeal much
beyond the first few gang brawls. With
combat happening roughly every ten steps,
it doesn't take long for you to exhaust the
different fighting moves on offer, and
although some variety is afforded by
grabbing different weapons, most fights
are pretty random button-mashing affairs
with little in the way of grace, style or skill
on display.

\

Lo
THAT'S
breakdancing, mo-fo.”

STOP, or I'll
carpet you!”

¢ [T'S like East 17,
: With more wood.

ST i

Is there anything to recommend then?
Well, at a pinch you can argue the
soundtrack is decent, but then, having
spent so much money signing the cream
of the UK and European rap scene, that's
to be expected (although if you're not into
your hardcore hip-hop, you'll not find
anything here to appeal other than the
Music Off option). The attempt at creating a
free-roaming world does offer some interest,
although with no option to use vehicles or
swing the camera into a view that feels
comfortable, it all feels very sub-GTA.

That's Crime Life’s biggest problem really.
Everything you could want from this game is
done far, far better in GTA: San Andreas.
Whatever differences there are (other than
in terms of quality) unfortunately ring of
being marketing-led and as such feel
venomous, cynical and morally bankrupt.
Applying a random lead pipe battering to
an old woman in the street, for instance,
often results in absolutely no negative
consequence whatsoever. Which sends
out a reprehensible message to the more
impressionable gamers (especially over on
the console market, which is where most of
Crime Life’s sales will take place).

Am I being over-sensitive? No, I don't
think so. I'd happily recommend the similarly
violent GTA series, but mainly on grounds
of quality gaming. Crime Life fails in both
gaming and moral terms. What we
wouldn't have given for a few shiny rings
to collect. Y'getme?

Graphics Lacklustre textures
and a horrible camera
Sound A good mix of UK,
Euro and US rap
Multiplayer Nope, you're a gang
of one

@ Music's OK if you like rap

@) Hasn't been held
responsible for any
real-life murders...

€ .vet

€3 No moral heart
whatsoever

€3 Awful camera

€3 Combat tires quickly

Sub-GTA shocker
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REVIEW

THE battlefield looks
fairly convincing.

DYNASTY WARRIORS 4 HYPER
FRITZCHESS 9

DYNASTY
WARRIORS 4 HYPER

Martin Korda sharpens his katana and prepares to battle Joan Collins and co...

DEVELOPER Koei
PUBLISHER Koei
WEBSITE
www.koei.co.uk
ETA Out now
PRICE £1499

AT A GLANCE...

An epic oriental hack-and-slasher,
jam-packed with enemies and some
great RPG elements that's high on
carnage, but low on replayability.

System requirements
HOW IT STACKS

BTA: SAN ANDREAS =TS
HALO: COMBAT
T 55

DYN \/V{\jii‘rlg)ivi;: 70%0

+ HYPER

60 EE February 06

digits of one-and-a-half hands
the amount of decent console

conversions I've played on the PC. "Hah,
that's seven and a half you twat!" you
might be thinking and you'd be right
- because Dynasty Warriors 4, an epic
oriental hack-and-slasher that fared so
well on the PS2 and Xbox has actually
translated into a half-decent PC game.

It's tribute to the big grey box that one
of the console world's big-hitting titles
fails to raise more than a cursory eyebrow,
despite a faithful translation. Sure, the epic
hattles - in which you hack through hordes
of enemies with an upgradeable
warrior - are visually impressive,
but despite the game's merits, ¥
it's impossible to escape its .
dumbed-down nature.

Things kick off fairly
promisingly (despite
the lazy consoley
front-end), as you
select from one of
nine warriors and
equip them with

ICOUI.D PROBABLY count on the

STOP showing off,
no-one’s looking mate.

an array of weaponry. Then, after a
beautifully rendered cut-scene replete with
unintentionally comical non lip-synched
dialogue, it's straight out into the battlefield.

TAKE COVER!

Suddenly, you're transported into a
warzone, where hordes of enemy and
ally warriors are charging at each other,
bellowing fearsome war cries and carving
each other up. With no time to admire your
surroundings, you're left with little choice
but to wade into the fray with your given
weapon - sword, staff, halberd and so on -
and start turning your enemies into easily
digestible treats for wild dogs and
wandering Peperami lovers.

S all too easy to lose
your head in battle.

This is where DIWV4 becomes both

GET whacked too many times
and you'll become dazed.

infuriating and exhilarating in near equal
measures. Exhilarating because you're
tasked with turning the tide of the conflict
by hacking through scores of enemies with
an array of combos, projectile attacks
(including bows and bombs) and some
superb special Musou moves that first
need to be powered up. Infuriating
because the abysmal camera makes it
virtually impossible to face the enemy for
any prolonged period, meaning you're soon
being flanked faster than a bitch on heat
inan all-male dog sanctuary.

PEDESTRIAN WARRIORS

To be honest, it's a bit of a kick in the furry
spheres, as with a better camera and more
dynamic team and enemy Al this could

KILL an enemy commander
to earn some great bonuses.
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¥ Take the challenge

More of the same, different name

VR S e T e

4

?

-
ENCOUNTER levels task you with taking
on an opponent in a darkened locale.

7\ Ifyou don't fancy bashing your way
through an entire campaign, there are
some obligatory challenges for you to
try. Escort sees you guarding a convoy
while trying to destroy an opponent’s;
Encounter is a one-on-one fight in a
level so dimly lit you'll be manically
slapping at your monitor's contrast
button; and Challenge Mode tasks you
with killing as many enemies as

have been an awesome PC game. With a
rock track raising the pulse to frenzied
proportions and the often overwhelming
enemy forces creating the perfect recipe
for crazed action, you're sadly left feeling
that both your allies and the enemy are
engaging each other with utter possible before you die. Who said
indifference, merely waiting for you to dive originality was dead, eh?

inand do all the hard work. Sure, it's fun to N

be a war hero, but in such an unconvincing
theatre, it's hard to feel particularly smug
for being a killing machine. The problem is
compounded when, after several hours of
button-mashing, you realise just how
repetitive the game actually is.

Dynasty Warriors 4 is a console game st e
through and through, but the sheer scope Multiplayer Hackneyed console-
of its battles and some deceptive depth style challenges
do raise it above many of its ported
counterparts. It's hardly a gaming @) Decent RPG elements
masterpiece, but for a bit of slashing @) Nine varied characters
action at a slashed price, you could to play as

definitely do a lot worse. [ 8 Slightly stagnant AI
Repetitive
€3 Poor camera

Graphics Vibrant and detailed

@ Large battles

& NOW that's what I call
¢ taking one for the team.

Cheap but fun
console hack-fest

FOLLOW the yellow
brick road... Sorry, the
green arrows. My bad.

FRITZ CHESS 9

The most exciting chess simulator... Ever!

DEVELOPER Chesshase
PUBLISHER Excalibur Publishing
WEBSITE www.playchess.com
ETA Out now

PRICE £3499

System requirements ()

OME PEOPLE BELIEVE that
SChess is the definitive tactical

game (they obviously haven't
played SWAT 4 online with us), and
for those poor souls, Fritz Chess 9
claims to be "the ultimate chess
videogame”. We don't know if that
makes you as excited as we are,
but with this epic piece of software,
we can finally challenge our PC
hardware head-on, and send it
fleeing with its tail between its legs.

With an improved and more

powerful chess engine, Fritz Chess 9
promises to be "the best chess-playing
game available”. Unfortunately, despite
what the bearded ones say, a chess
simulator is about as thrilling as a night
at the bingo with your gran. Played in
either a 3D or top-down view, the game’s
engine throws around more tactical data
than Jose Mourinho's blackboard, in
addition to an annoying coach who warns
you every time you make a stupid move.
And don't worry if you're a chess virgin
- there's a wealth of tutorial videos to

GO horsey, go!

E'D

everybody go?

guide the uneducated through this
riveting Russian pastime too.

Fritz Chess 9 is designed to teach
and train chess players, and should be
treated as such. If you're looking for an
authentic chess experience, we suggest
getting a real chesshoard. That way you
can experience all of the cold stares and
inevitable post-match scuffles that
come with this wonderful game.

Andy Robinson

23

Chess is as chess does
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REVIEW

"7 F1-help

F2 - target

BATTLEGROUND EUROPE
HAMMER & SICKLE

F3-brigade * F4-side & F5 - mission

®darkrvr: Lol, was wondering.

©artcop: heh
© hawk000: rofi
Stabano: lol

DEVELOPER

Cornered Rat Software
PUBLISHER GMX Media
WEBSITE
www.battleground-europe.com
ETA Out now

PRICE £1999

(subscription required,

first 30 days included)

AT A GLANCE...

Imagine Battlefield 1942 set
across a single map the size of
Europe, with battles that last for
days on end. Factor in extreme
realism, intense teamplay, basic
sound and vision, and you have
Buattleground Europe in a nutshell.

System requirements &)
HOW IT STACKS

b PLANETSIDE SeplT

BTLEGROUND
B EUROPE

62 EE February 06

- ]
% MUCH polygon
= crudity ensued.

-

A BATTLEGROUND
EUROPE

e

N

It's taken four years to get here and Richie Shoemaker
wonders whether there's anything left to fight for

vaguely familiar, that's because

it was released over four years
ago under its previous moniker WWIT
Online. Since then, it's been reviewed
once or twice within these pages and
the general consensus was that it
showed a great deal of promise. Four
years of updates later and it's still way
ahead of the competition.

BE is a 'virtual battlefield' simulation. You

may notice on the back of the box that
nowhere will you find the letters F, P, or Sin

IF BATTLEGROUND EUROPE |ooks

EXPERIENCED flyhoys
only need apply.

familiar proximity with one another. It's a
first-person shooter, clearly, but BE must be
judged on different terms to the likes of even
PlanetSide, its closest MMO rival. Yes, BE
looks about as appealing as an old lettuce
left swilling about at the bottom of the
fridge, but the scale of the game far exceeds
any FPS you'd care too mention - all their
efforts combined, in fact. Where Battlefield 2
offers impressive oil installations and small-
island archipelagos, BE maps out the whole
of Western Europe (well, most of it), where
the front lines shift as allies and axis forces

capture airfields, supply depots, factories,
ports and entire cities. Best of all, unlike in
PlanetSide, where the battles quickly fade
into one relentless and futile slog, here a
victor will emerge. Take note Sony:
without the hope of victory, what's the
point of fighting?

WE'LL MEAT AGAIN

The key to BE's appeal is its relative
complexity. Research has to be
undertaken by the High Command (which
is staffed by real players), resources have




The real thing

Stick to what you know

to be distributed and supplies have to get
through to keep towns repaired and
armouries fully stocked. As complex as it
is, at no point is it unfathomable nonsense.
The concept of a General outlining his
strategy, and that being formalised as it
passes down the ranks, is a familiar one.
Such layered strategic planning
requires a degree of teamwork, and again
BE is way ahead of the likes of the
Battlefield games. There's no firing squad
waiting for you if you do go AWOL, there’s
no need for one. Head off on your own and
you'll more than likely end up dead, either

HILE the avatar models are basic and crude
close up, the vehicles are more than acceptable.

There's no third-person view from the
vehicles in this game. Tank drivers have
to live with the letterbox view. If you
want to see outside, you must open the
hatch and hope that there isn't an
enemy squad waiting in the bushes.
There's no automatic transmission
either, sight ranges are manual and you
can't get airborne in an aircraft just by
pressing two keys. Aircraft have flaps
and trim, and making too many strafing
dive s will cause you to black out and
experience a fiery death. For this
reason, unless you're a veteran of J.-2
and the like, you should leave the flying
to the flyboys, the sailing to the sailors
and the tanking to the, er, tankers.

HAMMER & SICKLE

Communism is the answer

DEVELOPER Nival Entertainment
PUBLISHER CDV

WEBSITE www.hammer-sickle.com

ETA Febuary 24
PRICE £1999

System requirements 9

IKE MOST GAMES to

come from Eastern

Europe, Hammer
& Sickle is incredibly
bizarre. While it
promises extensive
character development and
complete freedom over game

y

E side
are you on?

froma bullet, or through unrelenting
boredom. Instead, you have to get with
the program. Recruits are the proverbial
fresh meat for the grinder and you're
made to feel as much. If you want to get
your hands on a Bren gun, you have to
earn your stripes with a rifle.

progression, what we're left with is
a dated turn-based RTS where the
few redeeming features are lost hour of archaic game design and
between the clunky interface and hilarious one-liners such as: "The
sub-par character animation. Along flies here have quite a sting!”

the way something seems to have But there is a competent strategy
been lost in translation; a growing game in there somewhere; padded
sense of unease is created by between the questionable soundtrack

Graphics Not great. Think pre-

WHEN pENClLS ATTACK beta era BF1942 straight-faced character and extremely basic production values.
Graphically, BE has improved immensely in g gynmp':sﬁ:;‘; animations, while the dialogue I'm sure that some perverted fellow
a relatively short space of time, but it's still Multiplayer Layered and realistic rivals that of an Argos catalogue in out there will find some enjoyment.

lagging behind even the most modest FPS. terms of exciting literature. After all, the character customisation is

@ 1t's Battlefield 1942:

That alone will deter people, but the Hardcore Edition It's just all so sensible - after nice and any game that still features
gameplay is also an acquired taste. More @ Incredibly rich in playing the game for a while T would communist Soviets has an old-school
immediate and action-packed, Unreal strategy and scope have given my first-born child just to heart in it. In the most part though,

G ; i |
Tournament is still the online shooting R Promotes = f.less
camaraderie like no

master, or if you prefer a dab of realism other FPS
with your combined-arms action, you €3 Duh! Look at the
still can't beat BF2 as an all-round team screenshots
FPS experience. € It's hard work
BE is the complete battlefield € You don't get paid 3 ‘
experience though. Every deathis a '
frustration, every kill a hard-won victory
and for every firefight that has you
sweating with tension, there'll be another
that will have you wanting to stick pencils
into your eyes just to relieve the boredom
of guarding a backwater choke point. War
is like that, apparently, and Battleground
Europe'is as real as it gets. [Z74

see the main character crack a smile, or  avoid this one like you would an elderly
jokingly call his commanding officer a relative at a wedding reception who's
mildly crude name. Instead, we're left suffering from the plague.

with his cold, blank stare for hour upon Andy Robinson

60

Commie Traitor

Good, but not for
everyone

February 06 E:g 63



EACH child has its
own unique skills.

DEVELOPER Traveller's Tales
PUBLISHER Buena Vista
Games

WEBSITE
www.harniathegame.com
ETA Out now

PRICE £2499

-/

AT A GLANCE...

A colourful, basic and predictable
action/adventure that closely follows
the movie, but is unlikely to appeal to
gamers over the age of ten.

System requirements )
HOW IT STACKS

PSYCHONAUTS &L
HARRY POTTER AND s
THE GOBLET OF FIRE Sl

64 E:E February 06

REVIEWSNARNIA

MRS Macready is
not to be crossed.

.

ERE IT IS, the obligatory game
H of the Christmas family movie

blockbuster, unleashed on an
unsuspecting public still dazzled by the
magical celluloid romp through the
wintry world of Narnia. And now, for
your buying information, the obligatory
review urging you to keep your notes
toasty and warm in your wallet, ready
for a game more worthy of their crisp,
hard-earned rustle.

As movie tie-ins go, The Chronicles
Of Narnia is by no means the worst
gaming cash-in you're ever likely to see.
However, in terms of quality, originality
and entertainment, it's hardly going to set
your socks on fire either.

Predictably, it's the usual action/
adventure fare that seems to be de
rigueur for hit family movies, tasking
you with controlling four posh kid
characters as they embark in a coin-
collecting, obstacle-moving, enemy-
bashing adventure.

by THE game becomes far
more entertaining later on.

THE CHRDNICLES
OF NARNIA: ¢

The key here is co-operation, with each
plummy child boasting their very own
skills that must be used both individually
and co-operatively to solve a collection of
often patronising puzzles. Combat isn't
much better either, mainly consisting of
manically mashing the attack button and
hoping the unresponsive controls point
you in the direction you're pressing.

ALL TOGETHER NOW

Pretty depressing so far then, but it's not
all doom and gloom for the sons of Adam
and daughters of Eve. First off, younger
readers (and no, 29 doesn't count) will
be happy to know that the game can be
played co-operatively, meaning that
combining character skills suddenly
becomes a far more entertaining prospect.
What's more, there are a multitude of
skills and moves to unlock, and later in the
game you'll find yourself utilising some
highly imaginative tricks and attacks.
There are also countless excerpts from the

A isa l)lt of a
N I)utton mashmq affair.

7

s o ' 7

-
o

THELION, THE WITCH AND THE WARROBE

Finally realising that pink isn't his colour, Martin Korda goes back into the closet...

films that convincingly link one mission to
the next, along with some decent graphics
and sound that help to suck you into the
mystical, icy world that is Narnia. So, not
quite so bad after all then.

Seriously, if you've got kids who are
eight or below and you want to shut them
up for a few nights (just be aware there
are loads of spoilers in the game) while
you and the missus get some much
needed post-Christmas rest, then The
Chronicles Of Narnia is a must-buy. But
if you're looking for an entertaining post-
work action/adventure romp, this simply
isn't worth the moolah. [757

Graphics Pretty, if a little on the
chunky side
Sound Magical soundtrack,
decent effects
Multiplayer Two-player co-op

@) Great fun for younger kids

@) Entertaining co-op mode

€3 Predictable and unoriginal
in the extreme

€3 Clunky controls

For da kidz




Press SPACEBAR to groom Chim
T - o B

know
you want to.

Z0O0 TYCOON 2:
ENDANGERED SPECIES

Scoop up rare animal poop

DEVELOPER Blue Fang Games -
PUBLISHER Microsoft Game Studios GOTTA catch

WEBSITE www.zootycoon2.com ‘emall.
ETA Out now

PRICE £1999
System requirements @

n our large list of sadistic
gaming tasks, including

shooting our own team-mates
on Normandy Beach and teaching our
Sims to burn the house down, saving
near extinct animals doesn't crop up
once. That's because it isn't immoral,
it isn't rock 'n’ roll and we can't brag
about it in the pub. We do love
monkeys though, and this Zoo Tycoon
2 expansion pack has got plenty of
them. Endangered ones! This latest
Zoo release extends your library of
animals to giant turtles, Komodo
Dragons, as well as many other
animals on the brink of extinction.

That's not all though, there's plenty
of new habitats to build around your
animal friends as well as bridges, sky
trams, vehicle tours and a ton of new
scenery pieces for your zoo. Apart
from these material additions, f
Endangered Species remains
very much the same game as
the original title.

200 Tycoon is still more of a
laid-back affair than other strategy
games, asking you to perfect your site
layout and keep your cute animals
happy. In this respect, if you enjoy
squandering time away on the original

title, you're bound to find more joy
and excitement from the additional
animals and buildings included
in this expansion. Now if

BETthat M

tastes good. T

you'll excuse us, we're attempting to
breed two Scimitar-horned oryx.
Ancly Robinson

- el
PCZONE

65

Same old monkey

REVIE

HELLFORCES

JUST another night
on Clapham Common.

Z00 TYCOON 2: ENDANGERED SPECIES

HELLFORCES

Let's all go to hell and back. Again

DEVELOPER Orion
PUBLISHER GMX Media

WEBSITE www.gmxmedia.net/hellforces

ETA Out now
PRICE £2999

System requirements -

his has been in the shops for
Ta while now, but Hellforces
unfortunately slipped beneath

our radar after its representatives
would only make theatrical coughing
noises when we questioned them on
its whereabouts. Why? It's an
aberration unto gaming, that's why.

The guns handle so hadly that
you might as well be left-clicking
a particularly savage number in an
Excel spreadsheet, the game’s Al
consists solely of soldiers jogging
on the spot next to walls, while the
level design focuses around getting
lost for what seems like hours until
you find a misplaced key next to a
brick in an alley.

Redeeming features? Well, it has
zombies whose faces fall off when

NFURIATING rats %
must die! Die, die! .

they're shot, although they must also
have built-in inertial dampeners since
five chest shots have no apparent
effect until the final bullet nudges
them off the edge of their mortal
coil and they cartwheel off in ragdoll
convulsions. Or at least collapse in

a horseshoe with their face gently
nuzzling their undead crotch. No,

the graphics aren't that bad - but
repeatedly dying because of stupid
rats nibbling your feet or fouling up
the same crap platform-to-platform
jumps again and again really is.

T've reviewed some games that
have made my balls ache in my time,
but this one takes the biscuit of dull
pain. Fundamentally abominable!

Will Porter

29

Hell faeces
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REVIEWSSKIRACING2006

8% THAT'S faster than IN, snow,

normally drive...

o2z ] // B

SKIRACING 2006

red flags. What
more could you ask for?

NIEMBER, women
love a man in lycra.

Steve Hogarty scores some speed and carves some powder

DEVELOPER ColdWood
PUBLISHER JoWooD
WEBSITE
www.skiracing2006.com
ETA Out now

PRICE £1999

AT A GLANCE...

This is skiing, simulated, in a game.
You know, speeding down snowy
slopes and stuff. Not much else.

System requirements Q

wonderland.
HOW IT STACKS

VIRTUAL SKIPPER 3 §23 [/

ESKI RACING 2006 SSISiii

ET'S JUST FOR one moment

ignore the fact that Ski Racing

2006 is a game in which you slide
down an icy mountain over and over
again. Also, let's ignore the fact that like
Formula One and snooker, skiing is only
ever exciting to watch when somebody
is crashing into a wall and breaking
bones. Now, with that cynicism locked
away in a little box inside your mind,
let me tell you about Ski Racing 2006.

eaver. No
finer team to ski for.

"~
Fa 2 WHOOSH!
This is skiing's answer to Virtual Skipper,
ol and if that thought alone hasn't made
: your little box of cynicism explode, then
/Q\’ maybe, just maybe you'll be interested in
S i this niche sports sim title. Even though

skis are widely believed to be the most
# boring method of getting
* down a hill (after, you
¢ know, walking), and even
* though the activity has
been dwarfed by the
invention and subsequent
rise to popularity of the
humble snowboard,
*,. SkiRacing 2006
actually manages
to squeeze some
enjoyment out
‘ of the sport.

Y 66 EE February 06

LET it snow, let it

¥ snow, let it snow.

o

Graphically, the game is superb - draw
distances meander off to distant snow-
capped peaks and hidden villages, and the
high-speed motion blur gives a decent
impression of hurtling down the
side of a frozen rock
on a pair of flimsy
planks. The animations
are precise and accurate
(as far as I can tell anyway...
I'm not an expert on skiing
stances), conveying nicely
that athletically impressive side-to-side
slalom movement and the uneasy
wavering of a skier whose snow has just
dropped from under him. There's also the
option to give a positive or negative
reaction at the end of a run, using the
good old PgUp and PgDown keys.

Obviously, this is a title which will
appeal almost exclusively to fans of the
sport (whoever you are), but for us mere
plebs, it pales in comparison to the likes
of SSX’s snowboarding thrills. Still, with
slaloms, downhill runs, an assortment
of slopes from around the world, lots of
real skiers and the ability to unlock new
equipment and upgrade your skier's
attributes, Ski Racing 2006 is quite
simply as good as skiing games get.

But unfortunately for most of us, it's
still skiing.

A,

Graphics Excellent
Sound Nice ‘whooshy’
wind sound
Multiplayer Yep, even split-screen

@) Skis go very fast

@) Entrancing slalom
animation...

€3 No actual racing

€3 No huge ski jumps

€3 skiing

Snow joke




REVIEW

KNIGHTS OF THE TEMPLE Il

WINMAU WORLD DARTS 1

'MY god, I love your
boots - are they Uggs?”

KNIGHTS OF THE

TEMPLEII

Tonight we're gonna
party like it's 1399

DEVELOPER Cauldron
PUBLISHER Playlogic International
WEBSITE
www.playlogicgames.com

ETA December

PRICE £1499

System requirements ()

EDIEVAL, IT WOULD
seem, is coming back into
fashion - full platemail

two-piece suits are now considered
retro chic and crappy movies like
A Knight's Tale and Black Knight
smear themselves over our silver
screens. That said, Cauldron has
missed the medieval mark completely,
instead concerning itself with awful,
I mean really awful controls -
keyboards are just not welcome
here. Trying to play this game with
a keyboard is like trying to perform
open heart surgery with a baguette
and spoons for hands, blindfolded.
Persevere, explore and allow the
game to unfold however, and you'll
find that the irritating gameplay
failings repeat themselves indefinitely
like a string of paper cut-out men, or

-
STAND and deliver!
.} . .

COME and have a go if you
think you're hard enough.

e

some sort of wonderfully asinine
kaleidoscope. Levels which don't ask
you to fight streams of enemies with
nary an ounce of variation in combat
styles see you wandering around
repetitive and boring areas, fulfilling
arbitrary, trite quests and engaging in
horribly translated dialogue (sacred
bleu, le jeu est Frangais). What's more,
there are levels which do actually
force you into hacking and slashing
away like it was 1996 which drag on,
offering no sense of satisfaction.

There's very little to recommend
with this title, besides some pretty
visuals and the concept of being a
knight. No, this just won't do at all.
T wouldn't play this and you
shouldn't either.

Steve Hogarty

26

French stick

AH, the joy of an i‘ R
animated dartboard. (%

&E

WINMAU WORLD

DARTSII

Seems you can beat
a bit of bully

DEVELOPER Winmau
PUBLISHER Winmau
WEBSITE www.winmau.com
ETA Out now

PRICE £1299

System requirements {,‘

'VE SEEN SOME pointless
Ithings in my time. Protective

crowd fences at a Delia Smith
live cookery show. The second
halves of any England friendly.
ITV2. But a simulated darts game
that requires you to own an actual
darthoard in order to take your
turn, then asks you to simply enter
your scores (no cheating now!)
while a computer player throws
randomly at a semi-3D board is
right up there.

Unfair, as there is a virtual throw
mode, akin to the mouse-swing
methods seen in most modern golf
games, which does sort of work once
you get the hang of it. But mostly
there is little to interest either the
casual darts fan - who would be far
better off popping down the local ale
emporium and having a game for real

S DON'T fancy

el yours much.
=

.

"PREZZER, you
require loads.”

(especially now they're open all night
long, hooray for Blair's continental-
style Britain) - or the hardcore darts
fanatic, who will already have a
basement decked out with board,
oche, fake bar and rack of peanuts
obscuring a poster of a 1985-era
Page Three girl.

Oh, don't be swayed by the
fact it seems to have a PC ZONE
‘endorsement’ on the box. "As
featured in..."” essentially refers to the
Reality Check we ran months ago.
Hardly the most ringing endorsement.
Basically, buy a darthoard. I've heard
Winmau sells them.

Paul Presley
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SEA WOLVES:
SUBMARINES ON HUNT

Grammar wasn't a priority in WWII

DEVELOPER X1 Software g
PUBLISHER G2 Games £ VB L B
WEBSITE www.g2games.com these haven't you?

ETA Out now
PRICE £1999

System requirements @

IVEN THE HEAPS of

praise, er, heaped upon

Silent Hunter III by all
and sundry when it arrived last
year, I'll bet you thought that it
was an accurate simulation of life
on board a German U-Boat during
the WWII. Hah! More fool you,
simpleton. Given the changes
Seawolves, an unofficial, non-
endorsed expansion pack makes
to the game, it might as well have
been an arcade shooter set during
a Martian invasion in the year
3943 AD.

Comedy exaggeration aside,
Seawolves adds plenty to the sub
sim du jour both above the hoard
and under the bonnet. Naval bases

we go in the
other direction.

like the neon strips for your nitro-
boosted Ford Crapmobile, that
extra model hedge set for your

Y R Barbie
causes more tl()lll)l(

THE SIMS 2: CHRISTMAS

PARTY PACK &

Twas the shite before Christmas

DEVELOPER Maxis
PUBLISHER EA
WEBSITE thesims2.ea.com
ETA Out now

PRICE £999

System requirements @

HERE'S SOMETHING
I WRONG here: at the time of
writing it's the beginning of
December and you won't be reading
this until the beginning of January,
by which time The Sims 2:
Christmas Party Pack will have
completed its sole mission of boldly
taking up a whole bloody shelf
in every games store across the
planet and finding its way into the
Christmas stockings of young Sims
fans, via undiscerning mothers who
simply don't know any better.
Simply put, I'm powerless to
stop this expansion selling - come
to think of it, I could have reviewed
this expansion in July and it still
wouldn't have any effect on its sales.

kissing

f more than Smh

penny and a receipt which proves
you're a chump. Most of the objects
can be downloaded from the
Sims 2 website anyway, so you're
being shafted left, right and centre.
This is a veritable spit-roast of
shaftage - why not buy something
nice for an elderly relative instead?
Or adopt a dog or some unfortunate
orphan with a disease? I must
admit though, I laughed when
my single father who'd scraped the
bottom of his wallet for a Christmas

now feel like busy ports rather than
empty safe points. Japan puts in an
appearance in a new set of missions.
Campaigns are given more variety in
mission types and structure. US Navy
missions can be attempted<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>