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PREPARED TO DEAL
WITH FIRES, PLAGUES
AND RIOTS.

CONSTRUCT THE
GLORY OF ROME WITH
INFINITE BUILDING
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Too busy? PC ZONE in 53 words...
Well, it's all about games, really. We play games
and talk about them. That's it. Sometime:

have a moment of cosmic clarity; someti

have a moment where you can't for t

work out what you're supposed to be DOING
That's generally when we make a cup of tea

ROGUE WARRIOR 40

ACTICAL
DA'S NEW REALISTICT
EEB%ETSER TOUCHES DOWNIN KOREA

A WORLD OF
WARCRAFT

A FRIEND OF mine currently living
in the Far East recently got in touch
after we hadn't seen each other for
a few years. After the briefest intro
about his family and how his job
was going, he went straight into his
addiction to World Of Warcraft.
"For the last year I've been playing
non-stop - I've got three level 60
characters now!”

No doubt about it - WOW has
become more than just an online
RPG played in a darkened study
or bedroom; it's now a cultural
phenomenon, a game you must
experience for fear of being left
out and teased by the geeky in-
crowd for not knowing your
Azeroth from your elbow.

In celebration, this issue we
have our most experienced PC
ZONE correspondents reporting
straight from the heart of The
Burning Crusade, including Will
and Log's first baby Blood EIf/
Draenei steps and Rhianna’s
journey into the Dark Portal.

In addition, we bring you the
definitive reviews of cracking RTS
Medieval II: Total War and stealth
adventure Splinter Cell: Double
Agent, as well as our best DVD
ever, packed with playable
demos including Battlefield 2142,
FM2007 and DEFCON. All that,
and we also give you a free, utterly
exclusive Warhammer: Mark Of
Chaos die. There's so much love for
you in PC ZONE, it's scarier than
the Burning Legion themselves...

T

Jamie Sefton, editor




XFX Geforce 7950 GX2 520M XT Edition PCI-E Graphics Card

A 256-bit memory interface and fast GDDR3 memory

B enable blazing graphics performance with the quality

8\ set to max so you don't have to choose between
XFX frame rates and image quality. Need a break from

gaming? The GeForce 7900 GPU also delivers

~ smooth, high-definition video playback and crisp

picture quality thanks to its advanced NVIDIA
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Hewlett Packard Photosmart 7450 Photo Printer
Easy photo printer with memory card slots and true-to-life photo quality in 6-ink color
or up to 4800-optimized dpi color printing. Print photos without a computer from
memory cards or alternatively view photos automatically on your computer screen
T : e, then use printer buttons to print

. photos quickly.
\

* Easy to set up, easy
to use

* The My Book drive
turns itself on and off
with your computer

* The elegant case,
iconic of a book,
takes up less space
on your desk, stacks
horizontally

* System requirements:

Windows® 98SE/Me/

2000/XP or, Mac®

0OS X 10.2.8+

- SAVE

(©£149.99 | £149.99
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PC - Medieval 2: Total War

Set in the most turbulent and bloody
era in European history. Medieval 2:
Total War allows gamers to lead their
armies across the battlefields of Europe
and the Holy Land before discovering
the Americas and doing battle with the
fearsome Aztecs!

Western Digital 500GB "My Book" Essential
1U External Hard Drive USB2.0
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MEET THE TEAM

The page you can't read without thinking of teeming meat

STEVE HOGARTY WILL PORTER
Staff Writer Deputy Editor
AGE: Barely even numbers Reactions to Will's appear
§ LIKES: Memorising coffee codes this month included "ru r
DISLIKES: 55 Weak ng that T-sh

FANCIES: 96 Strong

FAVOURITE GAME: Flimbo’s Quest
55 PLAYING NOW:

- — Splinter Cell: Double Agent

WHAT ARE YOU PLAYING:
WOW: The Burning Crusade

LOG

Staff Writer
Loq utterly refuses to look in the mirror
in the m 15, |

joing to
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ever sees what he looks like
page, which he hates.

WHAT ARE YOU PLAYING:
WOW: The Burning Crusade
SUZY WALLACE JAMIE SEFTON

Reviews Editor Editor

leased with his free die
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like what you see, your STUFF THAT HASN'T HELPED US THIS MONTH... At thetime of writing,its 10:32,and that's YEARS away from acceptable pie time
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LETTERS

Got an issue you want to rant about? Tell Jamie Sefton...

HARD REIN

So Epic's Mark Rein is saying that PC
games are dead, eh? (issue 173, lead
news.) Hmmm, where have I heard
that before? I know! When the last
generation of consoles was released -
and the generation before that! There's
a demand for sophisticated games that
don't use a retarded control system
(*cough* console pad *cough*). And
as long as there's a demand, PC games
aren't going anywhere. Good games
don't require Hollywood-style budgets,
and I think PC gamers are intelligent
enough to look past the flashy graphics,
which seem to be the only thing the
next-gen consoles have going for them.
James Fingleton

(Not) breaking and en:;q:::igth
e e h?\\'i\(iagh::eR\iye iﬂecided to
. c{jr:::edé'(‘,al: (tih\g Elve Online developers:
W 33_d this completely unannounce»d,»on a 1
\g:tu:day, and found their office{bun\'dndnigaot(i .
industrial estate. The only thing indt "
:I:e‘;: were there was a sheet of paper In

window with \cCP' printed on it. Mildly

friends tried the
disheartened, one of my 26 unlocked, SO

ise it w
or and to our surpr! ‘ ;
3\(/)6 wandered upstairs. The office looke

closed, but it too was unlocked and with @

ted
we entered, chat
shrug of the shoulders s staff members

f nervou
ieflytoa couple 0 .
Zld tiok some photos. As we headed ba

down the stairs, We heard someons ry::d .
through and hastily lock the door ed g
o that's how we terrorised the harad- o
learly weren't expe
taff of CCP. who € |
Sany invading foreigners that weekend

Tim Lambert

Good work Tim! Your
developer-stalking
antics have won youa
graphics card. (_:an
anyone peat this?

HARD REIN PART 2
In last month's PC ZONE you kindly
described Epic's Mark Rein as a ‘cheeky
chappy.’ I feel it's my civic duty to point
out your typo, as the caption should
clearly have read ‘clueless chump.” How
a man who describes PC gaming as
something that “you can't make any
money at" and says that "it's hard to
justify dumbing down Xbox titles for
the PC market” made vice president
of a games company is beyond me.
Clearly these are the words of gaming's
equivalent to John Prescott. PC gaming
has been at the forefront of original and
ground-breaking titles since the dawn
of gaming, and has proved a nice little
earner for the likes of EA. Not to
mention a certain billionaire called Bill
Gates, who's just announced plans
to push PC gaming further into-the
mainstream than ever. Xbox 360
publishers can only dream of the kind
of sales that popular PC titles such as
The Sims, Battlefield 2 and World Of
Warcraft enjoy, but then at 50 quid a
pop, is it any wonder they can't compete?
Steven Corry

I don't think Mark Rein was saying
that PC games are dead, just that for
Epic, it's becoming harder to justify
the extra time and expense to ensure
their titles work on the crappiest PC
specs. However, we think PC gaming
has a healthy future and as you
rightfully say James, good games
don’t always require Hollywood
budgets. Also, with the
introduction of Vista and DX10
next year, we're going to see PC
games with visuals surpassing
anything next-gen consoles can
offer. Make sure you read our
Special Report on this topic
on page 18.

THE WILL

PORTER CODE

I felt compelled to write to
you after a recent event that
‘involved' one of your writers.

Remember this? Oh
how we laughed...

I recently read The Righteous Men by
Sam Bourne (a religious detective thriller
in a similar vein to The Da Vinci Code).
In this book, the main character is called
Will, and is a journalist for The New York
Times (if I remember correctly). Apart
from your ZONE scribe, I know of no
journalists by the name of Will, and so
throughout the entire book, I pictured
the protaganist as Will Porter, with the
small picture of him shouting into an N-
Gage used in PC ZONE as a reference.

I just wanted to say thank you for
making a serious and otherwise slightly
dull book far more humourous and easy
to read - it really did vastly improve it.
Perhaps you could commission a series
of books with the main character dubbed
Will? I'm sure that the comedy value
would far outweigh the expense, and the
untold fame and fortune that could be

accrued from it would be a boon to Mr

Porter's standing within the ZONE team.
Jimmy Leach

That's great Jimmy - although Will
tells me he's ever so slightly scared
of you. That and he's got an urgent
conspiracy to unravel right now...

BLAME GAME

I've just been reading an article on

the BBC website about the recent
shootings in Canada and, surprise
surprise, computer games are somehow
implicated in the lone gunman’s motives.
Having virtually no background
information on the man's past or the
psychological problems he may have
suffered from, the writer of this article
had to come up with his own
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“I've been reading about the shootings in Canada
and, surprise surprise, PC games are implicated”

Thomas Birch gets irate at the knee-jerk reactions of the mainstream press

conclusions, and quite obviously chose to
pick up on the fact that the man enjoyed
playing Postal and other such games.
Almost a quarter of the article was
dedicated to implicating computer
games. No mention is made about the
state of gun control or why this man was
so alienated and alone in the world that
he felt this was the only thing he could
do. People find it so much easier to take
when there's something specific to blame
rather than accept the fact that some
people have this in them regardless of
outside influence.

Thomas Bird

We were contacted by a number of
news hacks wanting to interview us
about Postal after the shootings, but
we fobbed them off - it's pointless
even entering a discussion with most
non-games journos, as they don't
understand videogames and will only
use things you say out of context to
write more prejudiced crap about the
hobby we all love. Bloody journalists
- scum of the earth I tell thee!

LOG! LOG! LOG!

What rolls down stairs alone or in pairs,
rolls over your neighbour's dog? What's

Send your gaming questions and
queries to letters@pczone.co.uk

great for a snack and fits on your back?
It's Log, Log, Log!

It's Lo-0g, Lo-0g, it's big, it's heavy, it's
wood. It's Lo-0g, Lo-0g, it's better than
bad, it's good! Everyone wants a log!
You're gonna love it, Log! Come on and
get your log! Everyone needs a Log!
Andrew X

Nice one Andrew. A superb song from

I was just pottering about
when I saw a bunch of
registered users I'd never
heard of. There are guys
out there who spend more
time on this forum than I

do but who never say a
toilet!). To me, it's a shame - and it f”o"d' Come on chaps, step
doesn't stop at The Sims either. Other into the light and say hello!
developers aren't interested in doing csdaveuk

something new - they stick to proven
concepts and rake in the cash. If
this goes on, new and innovative
games will be a rarity and

I was a lurker for five years
before I discovered the joy
of posting. Only advice -

Sa——

Ren & Stimpy cleverly applied to our
own Jonathan ‘Log’ Blyth. You eediot.

INNOVATION PLEASE!

Happily scrolling through last month's
issue, I stumbled upon the ChartTrack
top 10 and almost stabbed my eyes out.
Within the top 10: The Sims 2, The Sims
2: Open For Business and The Sims 2:
Nightlife. Now, I don't mind The Sims.
It's fun and enjoyable. But I'm sick of

it, and there's no stopping it.

Take for example Tribes: Vengeance
and XIII. Two perfectly good games,
both better than some of the trash
developers churn out these days, yet,
funnily enough, they both flopped.
Nobody bought them, yet people are
content to throw their cash at some
cack-handed The Sims 2 bathroom
accessories (now with gold-rimmed

flocking to the nearest
GenericShooter 20127

Ross Gardner

Played’ feature last

like yourself out

allic Dr

DEAR DR FREUD,

Anything worth knowing about the development

of SimCity? 1 await canals and other goodies with
sweaty anticipation, but there's not a word from whatever
gulag is working on it. It's been years now.
Dr John Wilkes

Good day, doctor. Looking to indulge in fictitious

municipalities are we? No doubt derived from your
clear attraction to your mother, I might speculate. Maxis
at this point are working on their latest non-traditional
simulation Spore, which is fast approaching completion.
Excuse the conjecture, dear doctor, but the probability of
Maxis producing a fifth iteration of the SimCity series once
they've dispensed with their latest opus is high indeed.

On the mag, we're always
keen to 'big up’ lesser-
known titles that maybe
gamers missed the first
time around - hence our
'The Greatest Games
You've (Probably) Never

issue. There'll always be
mainstream gamers who
want to buy The Sims,
but I do hold on to the
belief there are thousan
of discerning gamers

developers won't be as quick ﬁon’t get carried away

to step into something new b ike me when you start
because nobody will buy .and m.ake aload of posts,
them. Will people buy . including some mad ones.
Bioshock? Or will they go - jonny_p66

When I first joined, I
skulked for the first few
days. I was scared of
posting just in case I got
scolded for my noobishness.
But then I started posting,
and now I'm happy!

jamie G

I've been a member for
around seven years. I go
through phases of lurking,
- with intermittent phases of
. verbosity and skulkage.

| SunScramble

| Join in the forum larks
at www.pczone.co.uk

DEAR DR FREUD,
So Xbox 360's getting Call Of Duty 3. What about us
3 louts on PC?
Lee Harvey

The smut they're peddling on Xbox 360 is no true

Call Of Duty, as developers Infinity Ward are not at
the helm - so there's no cause for envious alarm. Instead,
one could speculate that Infinity Ward are busy working on
a PC outing for the historic first-person shooter. In fact,
my unconscious mind informs me that there are thoughts
which pertain to it not taking place in its traditional World
War 11 setting, rather shockingly. I shall pass on any
additional information to my protégé at PC ZONE as soon
as I come across it, or my middle name is not ‘Schlomo'.

Christmas 06 m n
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there Ross, who'd rather read

PC ZONE and buy titles such as
Bioshock, or indeed, Will Wright's
latest amazing project Spore.

TOP OF THE FLOPS
Back in 1997 a game called Quake I
was launched. It was OK as games go,
but because of the hype and the fact that
it was a massive franchise, everyone
gave it massive scores. PC ZONE gave it
97% I believe, and because the top 10
was based around scores, it wasn't taken
down until the mag got a revamp and
the Buyer's Guide was re-done without
scores. Fast-forward to 2006 and look
what's at the top of the chart.

The problem with this system is that
no game is so good that it's worth 97%.

12 m Christmas 06
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There are always flaws. The fact that
there are lots of flaws in Half-Life 2

(the lack of plot, the terrible Al etc)

is neither here nor there. It means that
nothing can replace it as number one
until something ‘better' comes along, and
no game will ever get 98%. Scores are
given in the heat of the moment. After
months of playing Oblivion most people
have come to the same conclusion: that
while technically it's the best RPG money
can buy, it's far from being the best one
you can play in the real world. (I still
prefer Vampire. We all have our little
oddities.) Please re-think the top 10. It's
such a shame to have something like this
hovering over the head of an otherwise
very good magazine.

Mike Morwood

You make a valid point Mike, but we
always think long and hard about
every review score - especially when
a game might make the top of the
charts, such as Company Of Heroes,
which finally relegated Rome: Total
War to second place in the strategy
genre this month. I actually agree
with every top spot in our current
Buyer's Guide (page 100), but if you
strongly disapprove of any of them,
let us know.

HALF-LIFE HEADS-UP
Half-Life 2: Episode Three to be set
somewhere chilly? Yes, Will is definitely
on to something (issue 173), and the
evidence is there in the Source engine as
well: the ‘ash flakes' falling around you in
the intro to Episode One; the slipping and
sliding on the oil during the Route Kanal
section in the original... I wonder if the
Portal Gun will be in there too? It would
be a hoot to use it against the Combine -
and have them use it against you!

Mark Ezra

Well, we shouldn’t have long to find
out Mark - Episode Two is launched
in January and could include some
little clues and a trailer to hint at
where the series is heading... PCZ

(it orit's ebay bound...

I hate FPS games that you
cant see your feet in! Dude
how much is that asking! Billy

Tiger Woods 07 LAN play is
shit. WTF is going on with
shot turn? A patch better fix

I want GTA LCS on PC! Make
it so No. 1. And the same goes
for GTA VCS. Thank you! :-D
TommyG

they shud make a supermarket:
totalwar game, wud b cool to
have armys of trolleys and
food fighting. Scaart

TEXTS SHOULD BE NO MORE THAN 160
CHARACTERS LONG - ANY MORE, AND
THEY'LL BE CUT SHORT!

To txt (text) this magnificent gaming
rag, send your mssgs (messages) to
87103, putting PCZTXT at the beginning
of the message, then leaving a space,
then continuing with your text - and
don't forget to include your name.

The Big Question

What were the rejected names for Alan Wake?
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THERE'S A REASON NIGHTMARES HAPPEN‘INFHE DARK.

Mankind has no one else to turn ta. Nowhere e'se to run. The planet is falling apart. its peeple cornered within the only safe ares remaining
The Locust Horde hes risen and they wen't stop coming. They won't stop killing. The government turns to whoever they have left The sick, the
wourded, the imprisaned. An inmete named Marcus Fenix. Once left to die, he is now humarity's last hope. He can take comturt in but one fact.

fhe kuman race isn't extinct. Ye!

“The best game wé've.ever seenf”
GamesMaster

GEARS o WAR
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COVER STORY

WORLD OF
WARCRAFT:

THE BURNING CRUSADE
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What lies beyond? We take a deep breath, step through T

~ the Dark Portal and discover an insane world of hurt...
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N SPACE, NO-ONE can hear you scream. In the void of the

Twisting Nether, there’s little else to hear - apart from

maybe a plaintive call for some rare Outland herb or other
in the chat box. This month, we've breached the Hellfire Citadel,
crash-landed our inter-dimensional spaceships on Azuremyst
Isle, fought the Burning Legion on a floating rock in space and
tapped in ‘/dance’ to watch an elf wriggle her arse in the face
of the most extreme danger. The Burning Crusade is the most
important MMO expansion to date, and we now also know that
it's shaping up to be one of the best... Roll on the flying mounts!
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Everything that matters in the world of PC gaming

CAMPAIGN
FOR CHANGE

S THE LARGE game
companies of the world
slowly compress

everything into nuggets of bland
similitude, there are bound to be
some things lost to the depressing
tide of inevitability. One of which is
very dear to my heart. Installing a
game used to be even more of a
hassle than it is today - all config.
sys, sound drivers and ‘Do you hear
a noise coming from your left
speaker?’ Until one day a game
series came along and changed
everything. Command & Conquer,
and everything that followed it, with
its beautiful green screen, sexy voice
and ingenious way of camouflaging
a lengthy install process with the
notion that you're actually linking up
to the GDI battle networks.

But now, oh cruel fate, they're only
going to do away with it - replaced
with the same generic EA installer
shared by other games. Why? Why
take away something so cherished,
crushing dreams and stamping on
things good and pure? I'll tell you why:
the businessman in his suit and tie.

Now, seeing as I single-handedly
rescued Sam & Max from the gutter -
or at least whined about the whole
affair a little - I'm going to ignite a
political campaign the like of which
hasn't been seen since the great
‘Marshmallows in Ricicles' debacle
of 1991. I want a sexy computer
voice fiddling with the contents of
my hard drive, and I want it right
now! The campaign will be a long and
arduous one, but friends, we shall be
victorious! One vision, one purpose!

L\/// g’@“

Will Porter, deputy editor

BROTHERS GONNA
WORKIIT OUT, AGAIN

The mighty Bitmap Brothers announce a

new age of Chaos Engine and Speedball 2

www.speedball2.de | ETA: Early 2007

IF A SOULFUL CALL for ice-cream
during a particularly violent sporting
replay doesn't send a pleasant shiver
down your spine, then you're either

emotionally numbed or perhaps a little

on the young side. Speedball 2: Brutal
Deluxe, from erstwhile gaming gods
The Bitmap Brothers, was the best
future sports game ever released -
and it still remains unbeaten. Why
the lasting appeal?

"It's simply down to great gameplay
as a result of rock-solid game
design,” shrugs Bitmap legend Mike
Montgomery while chatting with
ZONE about his latest industry moves.

[t still brings a tear to the eye... 3

The reason we're excited is that
Speedball, Chaos Engine and potentially
a whole raft of other Bitmap classics
are on their way back to glory. Mike
Montgomery explains: "We're going to
enhance the graphics of Speedball 2 to
match any AAA title, but we're not
changing the gameplay,” he says. "We are
working on the multiplayer side though,
to make it one of the essential online
multiplayer action games. This'll include
community features, and will offer gamers
the chance to tailor their teams individually
to play in leagues and tournaments. We're
also developing ‘ranking features' for
international competitions.” Fancy signing

Speedball 2 as was: the new
version will presumably be shinier.

STO

OBLIVION EXTENDED

Knights Of The Nine, a DVD of Bethesda's

downloadable Oblivion content, is out Nov 23, It
pREss L4 includes a new Holy Knight faction and quests.

ACTIVISION ‘HEART' STEAM C&C3STARRY-EYED
i As you may be aware, Activision have made Call
i Of Duty, COD2 and GUN available for downloadon i Command & Conquer 3 cut-scenes, alongside Michael
i Steam. Can we get Vampire: Bloodlines too please? : Ironside and Sawyer out of Lost. Don't trust Lando!

i Billy Dee Williams out of Star Wars will star in
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Alan Wake

The best gaming sleepy-
head since Comic Relief's
1993 Sleepwalker game
that starred a dog who
was a bit like Brains out
of Inspector Gadget.

Rogue
Warrior

(20

0>

A team lost behind enemy
lines. A bearded real-life
hero. Meet the new John
Mullins of PC gaming.

World Of _Warcra
The Burning
Crusade
So hot it's burnt a hole in our

ISP’'s mainframe. Behold the
wonder that is Outland!

46

; ; il
The Chaos Engine: classic { !
Gauntlet-style action.

ceaseless battle? "We're actually
working on Z for Windows XP at
the moment,” smiles Montgomery.
"We're including a much better
multiplayer interface so the gameplay
can work more fluidly in online play."
Ladies and gentlemen, The Bitmap
Brothers (who aren't really brothers)
have come back to play.

up for the cause? Simply visit www.
speedball2.de and sign on the dotted
Internet line.

With some major-league publishers
and developers sniffing around the
Bitmap estate, these are some heftily
exciting times for veteran gamers. But
what of the sadly missed Z series - the
RTS of robot manufacturing plants and

ROLL WITHIT

HE HISTORY OF the die is a noble one. Did you know that Pablo Picasso
started the cubist movement after rolling stats for his dark elf? It's also
the best place to find a quincunx, and quincunx sounds filthy, doesn't it?
To celebrate the review and exclusive demo of Warhammer: Mark Of Chaos
next month, we're giving away one of these tiny palm-computers free - with four
different ones to collect. Games Workshop and Koch Media have entrusted PC
ZONE with thousands of these magical items, and a grisly pact has been sealed -
from henceforth we have to use them to make all the major decisions in our lives,
such as, "How many dice should I roll next?" and, "How many pies is good for me?"
To thank us for this munificent gift, why not email us pictures of the numbers
you rolled? We'd absolutely love to see them. Send them to letters@pczone.co.uk,
with the subject: "Look what I rolled, I think it's a four.”

"No, I expect you to
‘die’. Mwah ha ha!”

Better hope for
a double-six...

GRAY GIANT
FOR FREE

Free with next
month's PC ZONE:
A Guild Wars
mini-pet!

IN CELEBRATION OF how great
we are and how good Guild Wars:
Nightfallis bound to be, every
reader will next month be granted
access to this little chap. He's a
Gray Giant, and what he lacks in
social skills he makes up for by
having his head split down the
middle and a horn on one side.
Essentially a miniature version of
some of the Nightfall baddies you'll
hattle, he's smart, loyal and only
available in next month's PC ZONE,
on sale December 7! Now, back to
regular programming...

The tinkering chaps at Valve are at it yet again. This time
they're sticking some sort of a market economy in Counter-Strike so that
guns get more expensive the more they're hought, while less popular
weapons get cheaper. If you want to shout ‘What's the f***ing point?”
then visit: steampowered.com/stats/csmarket. If, however, you want

to simply read about it, wait for our coverage in Freeplay next month.

LIFE IS A ROLLERCOASTER

| g Steve finds a |
I website with 1
}

every episode of The
Simpsons available to
watch on demand

The website's back!

And there are
dozens of other shows
too! Let the illegal
watchathon commence!

The website gets

removed by evil
corporations before
Log has a chance to
watch Seasons 11-18
in one weekend

A terrified fat kid
on a rollercoaster
H on YouTube provides a
{] moment of hope, that
11 things one day might
be funny again.

The Internet
suddenly seems
hollow. Even sending
an email suddenly feels
painful and useless.

BAD W
Uy |

IT BEGINS AGAIN

SHIT! HOW LONG LEFT? DEADLINE
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DEATHOF THEPC?

With a cross-platform frenzy engulfing shop shelves and exclusive PC
titles apparently drying up, should we start getting worried?

Games for
|

Microsoft® l i
Windows

ITH

UT2007,

everything
Half-Life and even the
odd RTS now getting
a push on PS3 and
Xbox 360, these are
interesting times for PC gamers. I
mean, even Peter Molyneux is leaving
us. Lionhead's development wunderkind,
who created ground-breaking PC titles
such as Black & White and The Movies,
is taking his Fable franchise to new
pastures. "I just want Lionhead to
focus on one thing this time,” he says.
“"At the moment, it's Fable 2 on the
Xbox 360." PC gamers can peer over
the fence, but we've effectively been
dumped. We are now the Jennifer
Anistons of the gaming world.

Whether or not Lionhead returns to

PC game development remains to be
seen - and certainly Molyneux has paved
the way for some of the most inspiring
gameplay on your desktop - but his
decision reflects an unsettling trend. US
games industry research group NPD
recently announced that PC software
sales fell by 10.5% in 2005, and earlier
this year, at the QuakeCon convention, id
co-owner Kevin Cloud announced that
piracy was "killing PC games".

Reporter
Pavel Barter

And they wonder why Americans
get a bad press abroad.

Merchants of doom are not unusual in
an age of console hype, when a fantastic
game like The Elder Scrolls 1V: Oblivion
can't be released without sweaty-palmed
misfits sullying its reputation via control
pads. Some of the best PC games
(Splinter Cell, Far Cry, Call Of Duty) hop
from platform to platform like unfaithful
floozies, while others (Grand Theft Auto
take a bow) tease you from a distance
for up to a year.

DIVERSIFY OR DIE

"In this day and age, you can't put all
your eggs in one basket,” says Chris
Taylor, head honcho at Gas Powered
Games, creators of Supreme
Commander. “We can't just become an
RTS company or a console company -
we have to have diversificatioh.” He adds:
"The PC business is our true love, but we
don't know what the future holds", which
isn't very romantic at all, when you think
about it.

Sid Meier, whose very blood is coded
with the history of PC gaming, is also
flirting with living-room entertainment,
announcing that: “In terms of power and
capability, there's a lot more overlap
between PC and consoles today.” Sad
but true. Consoles are growing in power:
high-def screen resolution has narrowed

...And Oblivion always has.

the gap between TVs and top-end PC
screen res, and online gaming is open
to all. “T think we're seeing a decline in
PC games at the moment,” says Meier.
Just to rub it in.

IT'S HOW MUCH?!

Perhaps one of the problems is the fact
that high-end PCs are so expensive that
your grandchildren will be making the
repayments. Someone who wanders
into a store with £500 ends up playing
FIFA 2001 instead of FE.A.R., reducing
the amount of laptop or desktop owners
who get into gaming because the
hardware is close at hand.

Mark Rein, vice president of Epic
Games, creators of Unreal, eloquently
rants about Intel-integrated graphics
that can't play top-end games and leave
their owners with a three-legged
humpbacked donkey of a machine.

“Back in the days of Doom II, any
computer was capable of running it -
you just needed a decent CPU. Now, you
can buy a very expensive, very high-end
CPU and still have a computer that's
incapable of playing your average, decent
action game. That's a problem.

"Doom 3 probably sold half of what
Doom II did... And T'll bet you that Half-
Life 2 sold significantly less than Half-

UT2007: on as many platforms
as you've had hot dinners.



Consoles, keep your grubby mitts off
these titles, they're all ours. At least,
they are for the time being...

One visio

Prey: 360-degree combat
in more ways than one. 4
W
ey \ LR

Life, again for that same reason. People
take it home, they try it on their PC and
think, ‘Half-Life worked fine on my old
computer’. Guess what? Now you need a
GPU to have a decent experience and
most people don't have a good one.”

WERE REM RIGHT?

Like any end-of-the-world prophecy, this
sob story should perhaps be taken with a
pinch of salt. After all, PC titles are cheaper
than console games because their
developers aren't subjected to extortionate
licensing fees. Also, the PC game back-
catalogue would make any console snivel
in the corner like a mangy cur.

While the fastest gaming hardware
will always come at a premium cost,
prices drop fast. Kevin Unangst, director
of global marketing for Microsoft's
Games for Windows, points out: "Faster
PCs and more powerful graphics
processors continue to decrease in price

At least we got the
finished version of Fable.

over time and that's one of the great
advantages of the PC platform.”

What's more, despite fears that
online multiplayer gaming might be
shifting in favour of consoles, statistics
suggest otherwise. According to data
released by US research group Parks
Associates, the online games market
is expected to be worth £2.35 billion
by 2010, but a large wedge of this
windfall will come from PC gamers
who spend around 18.5 weekly hours
playing games, compared to console
gamers who play 13.6 hours. PC gamers
are hardcore, though thankfully not in a
Ron Jeremy sort of way.

There's more light on the horizon.
Windows Vista could turn out to be
the ultimate gaming platform, with
features such as Games Explorer (that'll
make it easier to store games), DirectX
10 (allowing developers to create more
complex environments and characters),

“You can't rlut all your eggs in one
3

basket... T

PCis our first love, but

we don’t know what the future holds”

Chris Taylor, Gas Powered Games

/i R )

CRYSIS

Cevat Yerli, Crytek president and

Far Cry svengali, has said flat-out to
forget about other platforms because

PCs deliver the best shooters. Next-
gen consoles wanted a slice of Crysis,
a poorly spelled but promisingly
fantastic sci-fi shoot ‘em up. He told
them to get lost.

SPORE

0K, so Will Wright eventually

plans to bring the Spore universe

to consoles, TVs and probably a
small LCD screen on the side of
your dog's dinner bowl. But at first,
PC owners will be the only ones
genetically engineering a race of
mutants and pillaging other planets.

C&C & PC, X
sitting in a tree. |

COMPANY OF HEROES
More authentic than a Walther
P38 shot to the skull, this WWII
RTS makes Medal Of Honor look
like a girly pillow fight. Games like
this scream out for a keyboard,
and sitting on your couch with a
console peripheral is wrong on so
many levels.

.
/T

N2

Will Wright's
brain IS a PC.

COMMAND & CONQUER 3:
TIBERIUM WARS

As PC as spittle stains on the monitor,

this battlefield RTS is a nod (geddit)

in the right direction: exclusive PC

titles. Notably, the franchise bears

the same acronym as top pop act

C&C Music Factory. Everybody dance
now? No way, just PC owners. J

along with Parental Controls (which

will stop little Johnny from going mental
after playing GTA and subsequent

Daily Mail whining).

PCHURRAH!

Meanwhile, Microsoft's Games for
Windows campaign is snowballing,

as the first games to carry the new
DVD-style packaging hit High Street
shelves recently. According to Microsoft's
Kevin Unangst, the philosophy behind
this new division is to drag PC gaming
back into the spotlight and away from
the pitiful shelf at the arse-end of the
games shop.

"Simply put - we have the largest
gaming platform on the planet with
Windows, and we see the opportunity to
treat it like a platform. By investing in
Windows as a world-class gaming
platform akin to any console, we
maintain innovation and ensure games
publishers continue to deliver great titles
that engage the literally hundreds of
millions of users.”

The rise of consoles will continue
unabated, but will it really be at the
expense of PC games? Perhaps we'll

all end up loving each other hippy-
style in games like FPS/MMO
hybrid Huxley, where, according
to producer Kijong Kang: "Both PC
and Xbox 360 gamers live in their
respective worlds, where they can
buy and sell items, fiercely fight in
battle grounds, and enjoy certain
content together.”

As for Peter Molyneux, he might
be leaving us but he hasn't lost faith.
"As long as there are people making
unique stuff for the PC, PC gaming
will exist,” he smiles. "Maybe it won't
be as big as it was, but as long you
have World Of Warcraft, Half-Life 2
and developers looking at the PC, saying
‘we can build something fantastic’, I
think the future is going to be there.”
We do too. 3
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Yes Alan - you did leave the gas on.

ICAN'T GET NO SLEEP...

-

ALAN WA

A shattered writer on the edge of a nervous breakdown? Jamie Sefton has

much in common with the latest creation from the makers of Max Payne...
DEVELOPER Remedy PUBLISHER Microsoft WEBSITE www.alanwake.com PREVIOUSLY IN... 156

LAN PARTRIDGE. ALAN Green.

Alan Whicker. Alan Bennett.

There really have been some
top-drawer Alans over the years, but
none quite so unsettling and genuinely

THE LOWDOWN
Psychological episodic 0

thriller from the
Max Payne dev team

Jaw: ”

and mw..'e’x':m v frightening as Alan Wake (well, apart
-gen

:unl‘lnmm with from Alan Titchmarsh, but we'll skip

over him for the sake of argument.) The
incredibly nice chaps at Remedy, who

will forever be lauded and worshipped in
PC ZONE for making our favourite action-
adventure title Max Payne 2: The Fall Of
Max Payne, have finally emerged from
their Finnish hidey-hole to reveal further
tantalising details on their beautiful new
game. And I mean it when I say beautiful
- take a drooling gawp at the screenshots
over the next four pages and nod in
agreement. Are you nodding? Then we'll
continue with a hit of background...

Alan Wake is an American writer,
and after meeting his girlfriend Alice,
starts to experience strange dreams
which he uses as material for his first

Inspired by the work of 0
Stephen King, David Lynch

and M Night Shyamalan
Superb, eerie atmospheric :
orchestral score v

Alan runs a bit like a girl 0

| 37

2007
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book, a psychological thriller. The novel
practically writes itself and becomes a
hest-seller, but Alice vanishes without
trace after publication.

Wake then starts to suffer from
severe insomnia, and in desperation
seeks out a private sleep clinic outside
the small town of Bright Falls,
Washington. However, here he begins
to see glimpses of Alice, and horrible
words in his own handwriting appear
in his notebooks while he sleeps. Not
only that, but there now seems to be
something dark, something evil hunting
him in the shadows of Bright Falls...

EVERYTHING CHANGES

The Remedy team hegin by giving us a
quick aerial tour of the massive outdoor
environments that we were first blown
away by at the Wake unveiling at E3
20005, displaying almost photo-realistic
detail. "We have a pretty impressive
level of world simulation, with day/night

time and weather patterns,*say
creative director Petri Jarvilehto. “The
cool thing about that is that the player
can bhe in the same area that he's
explored many times earlier and it can
still feel completely different. Almost
any environment can be transformed
from a picture-postcard view into
claustrophobic and spooky surroundings.”

WHO LEFT THE FAN ON?

To demonstrate, a sunny, midday
view of mountains and a calm lake is
transformed instantly into a scene at
sunset with blustery wind making
thousands of rendered trees sway in the
distance. We're also shown an incredible
real-time sequence where a tornado
rips through a built-up area, destroying
all in its path (see ‘Wind Wake' p23).
We then zoom down from above to
where Alan Wake is standing, and are
given our first look at an early mission
from the game, when Alan has to




Bright Falls: perhaps
worse than Corby.

)

)/

There's monster trucks
as well as monsters.

“Our world simulation levels are
good - most environments can be
transformed from a picture-postcard
into a claustrophobic, spooky view”

Petri Jérvilehto, creative director, Alan Wake

collect the keys to his cabin-retreat
where he plans to write his second
book. Alan climbs into his car, and
rather like Grand Theft Auto, a mission
summary and direction-arrow are
shown at the bottom left-hand corner
of the screen, as Wake himself narrates
over the action.

"Missions are built around a single
linear storyline, so that the player
always knows how to progress, but then
there are other story fragments spread
all around the world - smaller games
for the player to mess around with,”
continues Jarvilehto. "While we allow
for free-roaming exploration, we don't
want you to get lost or frustrated.”

Unsettling piano music is playing as
Alan drives to the gas station to meet
the mechanic holding the key, who's
busy fixing a car engine. As Alan
approaches, the mechanic is startled,

but then slowly recognises our hero:
"You're that writer guy.” The strange
mechanic gives the key to Alan, then
challenges him: "Must be tough.
Knowing that your words will... Change
things.” “You read too much,” quips
Alan. "T only write to entertain people.”

THE HITCHER

Alan Wake /s episodic, but only in
the structure of the game, which is
modelled on multiple seasons of TV
series', with episodes containing
multiple missions, cliffhanger endings
and an ensemble cast of characters
with very different backgrounds and
personalities. Yep, you can relax -
there'll be no six-monthly downloadable
updates to contend with.

On with the playable mission,

and as Alan drives to the cabin, &
he reveals through voice-over

Christmas 06 PCZONE 21
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Wake's worl

Remedy’s game engine can instantly transform
any scene with a change of weather and lighting...

Midday. With full HDR (high dynamic
range) lighting throughout, Remedy
are modelling a 10x10km seamless
open play area.

that his new book is about a writer,
who, after a tragic loss, goes to live in a
secluded cabin where he creates a
horror story about creatures of
darkness disguised as men. However,
when the writer leaves the cabin he
discovers the world has turned into the
nightmare he's written. Alan's story
begins with the writer picking up a
hitch-hiker on the way to the cabin -
and right on cue, the spooky piano
music strikes up again and a real hitch-
hiker is spotted on the road ahead.
"That's creepy..." says Alan.

PAPERBACK WRITER

"Alan Wake is the narrator of the game,
very much in the style of a narrator

in a novel,” says lead writer Sam Lake.
"He's perfect for the job, because he's a
storyteller by profession. In essence,
that means that the player could well
be playing Wake's next book.”

Of course, Wake picks up the shabby
hitcher and begins telling him about the
fact he's a writer, and that his story has
a hitch-hiker in it. “The hitch-hiker's a
killer of course,” says the creepy guy in
a gruff drawl. "No," replies Alan. "The
hitch-hiker gets killed. Then he comes
back, or something, a creature of
darkness that haunts the writer." Alan
drives on, but then is stopped in his
tracks - ahead, on the road, a car has
overturned, the result of an accident.

Alan pulls up, and gets out of his
vehicle to examine the wreckage - there
are bloodstains on the road, but no-one
around. Suddenly, a lorry hurtles round
the corner and smashes into his car
with the hitcher still inside, as Alan
has to frantically dive to safety, losing
consciousness. He starts to hear voices,
then wakes up - it's now dark and he
has a gun and torch in his hands, and
the hitch-hiker is nowhere to be seen.
Alan still has to reach the cabin, now

22 PCIONE (hyristmas 06
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Night. Volumetric fog creates
atmosphere. Light in the game from
any source shines realistically on all
the physically-modelled objects.

Sunset. Everything in the environment
reacts in real-time, so if a wind is
introduced, trees start swaying and
leaves blow around.

o
Alan himself narrates the story.

-

on foot, which is up on a nearby hill and
across a rickety wooden bridge, which ,
he bravely skips across.

The camera cuts to a first-person ‘
shimmering view of the bridge, as we
hear a horrific whispered voice:
“Waaaaaake!" The enemy zooms Evil
Dead-style towards the other side of the
bridge, causing a streetlight to shatter.
Alan starts to run on the path up towards
the cabin, pursued by the unseen enemy,
as each street lamp that he passes
explodes and plunges the area into
more darkness. Wake turns around and
shines the torch at the creature,
allowing him to shoot at a shadowy
human form that recoils in agony.

SEEN THE LIGHT

“"Darkness equals terror and danger

for Alan,” adds Jarvilehto. "Enemies

seem to be invincible, but light reveals

enemies as they truly are and makes

them vulnerable. There are many

different light sources in the game, so

that way we can offer a lot of variation

- how you combine light with combat.”
Back to the heart-stopping demo, ¥ ]

and as the chaotic music rises to a

crescendo, Wake runs the rest of the

way, more lights smashing as he moves

past them on the path to the cabin.

Light is Alan's ally against
shadowy enemies.

Dirty old town.




|  THESTORY SOFAR... Cold [[oEALH RALLY

Warm Hot
Rockstar release Max

Payne, an action game

| Scorching
MP2: The Fall Of Max
Payne is launched. It's

| Remedy are founded, y Death Rally is their
\ and base themselves in B first PC game, a
\ the hilariously-named . ough racer

\
N

with revolutionary
bullet-time effect

a masterpiece
Porter cries v

Espoo in Finland that we gave 70

2001 SR
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Wind Wake

5 B A tornado brings chaos to Alan’s
Ve & realistic interactive environment
= ‘ e
D Run Alan! Run like
7 the... Er... Wind.
‘ ’; ; y
b

In one of the most impressive sequences

of the Alan Wake presentation, creative
director Petri Jarvilehto showed a motel
and trailer park beyond the mountains of
Bright Falls in a different, more arid area of
the Pacific North West. Using an Xbox 360
pad (compatible with PC of course),
Jarvilehto summoned up a real-time tornado
— that he moved through the level using an

o analogue stick, picking up cars, crashing

- through destructible buildings, exploding oil
S - tanks and whipping up all kinds of debris
Alan escapes the accident, but the o Reodantidics i
high into the air, the interactive physics-

heavy environment in full effect. Shutting
off the twister with the touch of a button,
bits of broken houses and other debris start
to fall slowly back down, until, SMASH! A

‘lwake knows how to use a gun car that had been carried high into the air

by the force of nature crashes down, close

.
e he HSEd to be a nlghtwatChman to where Wake is standing. "You can imagine

the gameplay possibilities for technology

- but he's certain'y no Max payne" of this kind,” says Jarvilehto smiling.
Sam Lake, lead writer, Alan Wake

hitcher is less fortunate...

T
e and anticipation are vital

ingredients in creating the mood and

-~ ~ the atmosphere in the game,” continues
ess. Trap Lake. “There will be horrific and surreal
§ - ~around, and as the screen fa sights - the game contains wild,
) E f ' we hear a voice say: "Wake, we have a hallucinatory dream sequences, for
common destination...” example - but we feel confident that
| / \ : you can make them without resorting
7! WAKE up to gore. In fact, we feel that you
/ Alan Wake is looking fantastic, but the can make the game more suspense-
/ | new presentation has raised even more orientated and scary without that.”
Danger: clks.h questions about gameplay, such as the We're running out of time, so as we
\ / weapons youl'll have access to. "Wake get up to leave the presentation room
$ Np—" b “ 1*, Bl knows how _to use a gun, as he used to and collect the smart souvenir Alan
E : v rg E e %-The environments approach ' wgrk as a nightwatchman, among other W(tkv»l)mn(lq! torch (check out Tat
. k ! photo-realistic quality. things, before he became a famous Zone on p35 if you want a chance to
{ g writer. However, when it comes to guns,  bid for it), I ask Sam Lake about the
P i, N~ i %j he's definitely no Max Payne,” answers frightening shadowy foes in the game -
55 Lake. "Resources are definitely limited, who are they, and why are they
which is one of the ways we can build tormenting poor old bleary-eyed Alan?
suspense. Bright Falls is famous for its "The nature of Wake's enemies is at
annual Deerfest, so there are a few the very core of the mystery - what are
hunting rifles around, but you won't be they and where are they from? They
tripping over ammo boxes. Although seem to be linked to Wake's dreams and
there is that army base outsicle the town...”  writing, but at the same time appear to
Also, what about the horror aspect: be tied to Bright Falls. Are they real at
will there be full-on blood and gore in all, or is Wake going mad and imagining
Alan Wake? “We're not making a horror the whole thing? You'll have to play the
game, we're making a thriller, and as game to find out...” Pz
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COMING
SOON...

ENGAGE...

STAR TREK: LEGACY

Exclusive! Martin Korda boldly goes where no
Slovakian has gone before: Guildford! And also: space!

DEVELOPER Mad Doc Software PUBLISHER Bethesda Softworks WEBSITE startrek bethsoft.com PREVIOUSLY IN... 170

THE LOWDOWN

Voiced by each of the Q
captains from the

five series

Intriguing storyline V)
Huge selection of v
ships to command

feel a bit dodgy

Lack of tangible X

speed during combat

ETA
XMAS
2006

24 m Christmas 06

HATNER! STEWART! BROOKS!

Mulgrew! Bakula! Five captains

united for the first time in the
history of the Star Trek franchise! Had
this been a press release, that's exactly
how I would have started it. In fact,
I may just have left it at that, because
let's face it, the idea of having the voice
talents of the five major Star Trek
captains under one roof would be
enough to sell this game to even the
most tepidly enthusiastic of Trekkies.

I wouldn't even have to mention
Legacy's epic space combat battles, the
potentially mesmerising era-spanning plot
or the stupefying collection of Starships
just waiting to be kicked into warp 19 (it's
OK, I'm exaggerating for effect) and sent
into battle against alien races. Neither
would I have to mention the fact that I'd
spent several hours in an intimate clinch
with the latest code.

Of course, this being a playtest, you'll
be wanting a few more juicy nuggets of
info, so here goes. Visually, Legacy is
looking little short of spectacular, with

Starships accumulating real-time damage
as they're pounded by pyrotechnic phaser
and torpedo displays, while the dark,
airless void is dotted with bright planets
and mammoth spacestations. Even Deep
Space 9 makes an appearance.

INTO BATTLE

Your fleet of four ships (you start the
game with just one) can be upgraded or
sold for scrap metal to fund the purchase
of newer, more advanced vessels that
pack enough firepower to bring down a
Borg cube the size of a moon. Just as
well really, as the Borg, coupled with
the Romulans and Klingons, seemed
responsible for the majority of the game’s
combat in the levels that I sampled. Being
able to redirect my ship's power on-the-fly
and issuing my mini armada with orders
added a tactical edge to the brutal action,
while the option to use Nebulas to thwart
the enemy added a genuine sense of
immersion to the proceedings.

If you're a die-hard fan, you'll be
pleased to know that all of your favourite

Mind that atmosphere!

Starships have been recreated in loving
detail and are available for you to command,
including the Defiant, Intrepid and Mildly
Insubordinate. OK, I may have made that
last one up, but you get the picture.

However, it's not all positive. Despite
later battles being breathtaking in their
magnitude, the inherently cumbersome
handling of my craft, coupled with some
asphyxiating camera controls and a lack
of perceivable speed when the view fixed
behind my ship, restricted the excitement
levels somewhat. Thus, I was forced to
spend half my time looking for the enemy
while firing off-screen with my phasers.
Let's just hope that Mad Doc iron this out
in the month they have left to complete
the game, as once I was facing the action,
the battles proved highly evocative of the
space jousts that made the movies'
action-sequences so thrilling.

While questions marks hang over the
game's camera interface, the rest of
Legacy appears to have bags of potential.
Whether it'll be a Wrath Of Khan or a
Nemesis though, is yet to be seen.




WHY YOU SHOULD BE EXCITED...

— ROCKON
Legacy’s levels are packed with
features, including asteroid
fields to navigate and nebulas
to hide in when you take too
much damage.

BE PREPARED
STARBOARD BOW Although you won't be able to personally
You have to battle the beam onto planets and spacestations, you
Klingons, Romulans and, of will be able to send away teams to check
course, the Borg. Later on, them out and scan them from space.
you'll ally with the Klingons Y
and have them fighting by

TWO PLUS TWO your side. How fickle.
Take command of up to four

ships and issue them with orders.

You begin with just one vessel,

but this number quickly increases

as the game progresses.

SHIPSHAPE, CAPTAIN
There's a huge variety of ships
for you to command, including
the USS Enterprise and Defiant.
You'll also be able to upgrade
each ship's systems.

All of your
favourite
Starships
have been
recreated in
loving detail

Ready to fly around in inky blackness with asteroids
and spaceships for company? Welcome to Legacy.
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Daniel Robson avoids a legion of schoolgirl/pantie
anecdotes as PC games thrive at the Tokyo Game Show

APAN, AS WE all know, is a

console country. But while

Nintendo DS games regularly clog
the all-format chart and excitement
about the next-gen machines is at fever
pitch, PC gaming plays an important part
in the national diet too. Drop in to any
Internet café and you'll find hordes of
gamers quietly absorbed in MMORPGs,
and the streets of Tokyo's gadgets and
porn district Akihabara are filled with

discount hardware and PC games outlets.

Among the otaku (translation:
manga/animé/tech nerds) at this year's

Tokyo Game Show desperately seeking
out playable Wii games and having their
pictures taken with booth babes, there
was still plenty of PC action to be had.
Pick of the bunch was Tecmo's excellently
named Bastard!! Online, a MMOG based
on the popular manga series that's run
since 1988 and follows the story of a
somewhat mean sorcerer. Despite the
manga’s heritage, this is its first
videogame incarnation since the SNES
in 1994 and PlayStation in 1996.

Set to launch in Japan in spring 2007,
the game invites players to join one of

It's almost as if they wanted
us to make a rod joke...

four armies: Kal, Nei, Gara or the army
of the Meta-Ricana Kingdom (known as
Metallicana in the original heavy metal-
obsessed manga). Players battle online
across a world taken from the pages of
Bastard!!, although Tecmo is keeping
tight-lipped on the specific details. A
UK release has yet to be scheduled, but
expect the Bastardisation of Britain in
autumn 2007.

RISING SUN

Japan is, of course, insatiable in its
consumption of RPGs, and others
generating interest include Bandai Namco's
Gundam Online: Zero G Attack MMOG,
Bright Shadow from Gamania and Sega’s
on and offline Phantasy Star Universe.

This isn't to say more ‘westernised'
role-players don't get a look-in; the hotly-
tipped first-person RPG Hellgate: London
had a major presence at the show, and
Turbine's The Lord Of The Rings Online:
Shadows Of Angmar is making similar
waves. Microsoft's mammoth stand at
TGS, meanwhile, was almost entirely
devoted to Xbox 360 (a platform that
isn't so much treading water in Japan as
sinking without a trace), but also housed
Flight Simulator X running on a gigantic
concave screen. Players were even
allowed to take liquids onboard.

There are also a surprising number of
Asian FPSs on the way, despite the fact

Ca
?OQAQES“OW

The PC had a small but
vital presence at the show.

that most Japanese would rather cut off
their hands than get behind a sniper rifle
Alongside some hardcore shooters on
show at TGS, Korean newcomer Cykan's
Paper Man offered a wafer-thin
approach to the genre, all lurid colours
and two-dimensional targets. The

game places paper combatants into 3D
environments, which makes a moving
target a lot harder to hit, and characters
are prone to burning or getting wet.
(And, in typically cutesy fashion, you can
customise your character with lacy skirts
and rabbit-ear headbands.) With online
play and urban settings, it's a smart little
shooter, due in Japan by Christmas.

RISING FUN

Also from Cykan comes Fishing On, a
great 'battle fishing' game that pitches
players against one another in online
angling tournaments. A variety of real
and imaginary fish can be caught, and




Multiplayer online
rod-wrangling.

Another dimension

Behold the might of Korea’s magic 3D spectacles

It's like actually driving
acar into a box.

While Japan undoubtedly led the fray at the Tokyo Game Show
this year, a Korean company showed the most innovation. With its
unbelievably convincing 3D system, Sevendata showcased a jaw-
dropping selection of games running in 3D on HD screens, including
Warcraft 111 and several of Sevendata’s own games.

Sevendata is peddling not only the games but also the technology
behind them. It claims that its stereoscopic imaging system can be
used across entertainment industries from arcade gaming to cinema,
as well as more sober applications in health and marketing.

We'll admit we were sceptical as we donned the flimsy plastic
glasses, but it didn't take long to be bowled over. Arcade-style games
burst out of the screen with incredible clarity, and the booth even
offered a full-size racing cabinet.

Sevendata’s monitors range from 6-inches to 42-inches and run
on high-end PCs. The price is as yet unconfirmed, but we want one.

Shadows Of Angmar offered respite
from the incessant cuteness.

Like E3, but with
less fat people.

2D fights back
in Paper Man.

In Korean

FPS Paper
Man, you can
customise your
character with
lacy skirts and
rabbit-ears

you can even breed the little fellas in

the game’s aquarium, or customise your
character to your heart's content. The
game supports a motion-sensitive fishing
rod peripheral and is extremely intuitive
and fun to play. The game's simplicity
has already won international fans, and
Acclaim have picked it up for American

Hellgate: London
turned a few heads.

Available from www.jinseigame.jp,

release. If it does well, a UK release is
sure to follow.

Indeed, Fishing On seems to be the

s jewel in Cykan's crown, and with several
PC games hitting the market in a variety
of genres, the publisher is one to watch,
especially for younger gamers. We did

give online community game Puppy
On a VERY wide berth, mind.

Finally, if you're a bit nostalgic, you may
be keen to learn that T2i Entertainment
has released a free online version of
the classic Game Of Life boardgame.

Flight Sim X kept the
2 plane dorks happy.

it allows players to play a much cutesier
rendition of the game than that released
in the US by RealNetworks, complete
with the signature roulette-style spinny
thing from the original boardgame. It's
only available in Japanese, though, so

if you can't handle your kana and kanji,
you might not have much fun.

PC gaming may not grab the
headlines in Japan, but its presence
should be noted. We'll have a report on
how HL2 has made the jump to Japanese
arcades in the coming months. =
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YOU'VE SENT 10,000 MEN TO THE HOLY LAND TO WAGE A CRUSADE.

THE RACE TO CLAIM THE NEW WORLD, AND ITS RICHES, IS ON.
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THE BATTLES
ARE ONLY THE
BEGINNING.

Once the shields have clashed and battles
been won, there is still a nation to build.

Manage your economy, spread or squash

religion, marry princesses off in
exchange for territory and wage war on
your enemies. From 1080 - 1530 you must

use every tactic to emerge the invincible

ruler of the medieval world.

i iy i NOVEMBER 2006
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SPRAWLING POPULACE. www.totalwar.com
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HOTSHOTS

DEVELOPER Irrational Games PUBLISHER 2K Games WEB www.irrationalgames.com ETA 2007

HE SPIRITUAL SUCCESSOR to the groundbreaking sci-fi shooter/RPG System
I Shock 2 is growing and mutating like stem cells in a pint of Guinness. Bioshock takes

place in a massive underwater city called Rapture, built in an art-deco style in the
1940s as a utopian hideaway for the planet's cultural elite, but now decaying and ripped
apart by a genetic war between two enigmatic leaders. A recent new presentation given
to us by Irrational's creative director Ken Levine demonstrated the huge array of combat
techniques available to you when hunting the hulking, diver-suit-wearing behemoth known
as the Big Daddy. In Ken's own words: "We don't want the game to be ‘'magic spell-y’ - this
is a very brutal, awful world.”
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§) WHO'S THEDADDY?
The Big Daddy is the most dangerous enemy in the
game - kill him to get to the little girl he protects,
for the genetic material Adam. In the demo, it took
a combination of shotgun blasts, grenades, fire and
hacked robot drones to destroy him.

TWISTED FIRESTARTER

Fire in Bioshock spreads dynamically, but you can
really use this to your pyromaniac advantage, setting
up chain-reaction traps using trails of flammable
liquor bottles or even lighting objects such as teddy-
bears and hurling them at enemies to burn them alive.

WEAPONS GRADE

Bioshock has six different weapons, all modifiable

and each with different ammo types, plus over 50
genetic powers including teleportation and telekinesis,
which allows you to literally pluck grenades out of the
air and hurl them back at foes.

SAY CHEESE!

You can research new genetic mutations simply by
taking photographs of the frightening entities you
encounter. Described as a bit like Pokémon Snap, the
better your panicky piccie of the lurching monstrosity
coming towards you, the more research points awarded.

NO HUD-ACHES

Although no screenshots show the HUD, Ken Levine
revealed the top-left corner graphic switching between
normal weapons and genetic powers using one button,
and the bottom left-hand corner displaying ammo
types or how much Eve (genetic ammo) you have.

DOCTOR WHO?

The Splicer NHS-reject chucks fireballs and teleports
around, leaving tiny, floating bits of flesh behind.
However, you can also set it on enemies by throwing a
pus-filled ball called a Splicer Irritant at anything you
want attacked.

€) WEBUILT THISCITY...
Rapture is a huge city with no linear path preventing
you exploring. "We want to redefine the FPS," says
Levine, "by giving the player choice. Letting you define
your gameplay experience, rather than us defining

-

#




URFRONITNEWS

TH:
I H E THISMO -
[ - Deputy editor
t: Ellis Bacon Job: Depu , o
at Pr oEC:‘:ﬁ;g magazine Expert pedantry: Bicyc

Uncovering the lies and slander perpetuated by PC gaming

WE'VE BEEN LAUGHING at Pro Cycling Managers silly 2D kind of feature in PC ZONE in which specialists in certain
wheels for some time now, but then Ellis Bacon who works areas could comment on the various representations of their
downstairs walked past and was summarily outraged. And chosen fields in gaming. Then we realised that there was!
when we say outraged, we mean the full red face and steam And so Ellis went off and tapped away at his keyboard, while
coming out of ears outraged. If only, we said, there was some  we continued to mock Pro Cycling Manager behind his back...

"Apart from being some

bizarre, double-top-

tubed shopper, that

pushbike certainly looks

like it's got all its bits in

the right places. Can you
ride it in the game, though? Doubt it. The game's set
in Holland, and they like their bikes - so I guess it's
accurate that there would be a bike there. Not sure if
those lovely bike paths that are normally everywhere
have been blown to bits or not, perhaps they haven't
been invented yet. Whatever, I wouldn't fancy my
chances on that thing

against a f***-off big Pczn"E
tank, but getting
away from it * * * \iA( Vg/

would be faster s
Y Shopper-holic
than running.

"Now you're talking.
Jump on your BMX and
pull some radical stunts,
or just kill people. Or
both. A proper bike you
can interact with and do
stuff on, rather than
being part of the
background furniture... It even feels like you're on a

"Has this pile of rust just been hoiked out of the local canal? Even if you could get
on it, you wouldn't really want to, tyre-less, brake-less and useless-looking as it is.
And hang on a minute: that chainset (you know - the cogs that the pedals are
attached to) is on the wrong side of the bike! As

are the cogs at the back! This is nothing but sheer pnzn"E
bicyclic misrepresentation. Unless it's some sort R e
of bamboozling piece of Combine technology AT ‘\\ A4
that's been snuck in to confuse the residents of

City 17, it's a crock of shit.” Bt ride

"Is that a bike our little £1-a-day-earning lad is on? Or just two dustbin lids joined
together with a spade? To be honest I don't really care, I'm just looking out for
those pesky breakdancers! Ah, delivering papers

seven days a week, and bikes this is the official Pnzn"E

game of youth, recreating your own daily life on a

rubbish computer. Awesome gameplay though: * * * BN SRR
XX e

desperately delivering papers and simultaneously ; .
attempting to avoid death on the streets.” Reality gaming. Sort of

"Bike-racing nerd heaven! OK, so at the end of the day this game's only really as
nerdy as a football management game, but this really is the business. Manage a
pro-cycling team through the season, and decide during the races what your riders
do - drafting, attacking, sprinting and so on. The

riders and bikes are very realistic, right down to Pczn"E
being able to see the brands on your equipment.
This is the game that bike-racing nerds have been * * * * *

iting for. It's serious stuff, and I h thi
waiting for. It's serious stuff, and I have no "ung Better than real life?
humorous to say on the matter whatsoever.

WINNER: Pro Cycling Manager 2006

(Warning: the views of PC ZONE do not necessarily coincide with those expressed herein.)
Hooray! Pro Cycling Manager 2006 gets the plaudits. Just as we expected!

bike, with its turning circle and the way CJ's leg sticks
out round corners, rather than a cut-and-pasted
motorbike driving model. Saying that, though, why
would you steal this

BMX off some poor, Pnzn"E

unsuspecting homie,

rather than nicking * * * * \/\(
I~

an Infernus off some Pi id
rich stranger?” s ol i
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Hairdressing technology was
still in its infancy back then.

\

THE NEED

FOR CREED

Fresh details on Assassin’s
Creed leap from the rooftops

assassinscreed.uk.ubi.com | ETA: 2007

IT"S NOT A sandbox game: it's a flower garden.
That's the claim of the team behind Assassin’s
Creed - quite simply one of the most intriguing
games on the horizon. But how freeform can
such a narrative-driven. game really be? "Well
you'll have a list of guys to take out, and before
you can go and assassinate a target there's a
whole portion of the game that's investigation,”
explains the game's producer Jade Raymond.

"So you'll want to eavesdrop on conversations,
find out where your target is and set things up -
and if you want you can do your investigation
throughout the whole kingdom, which we've
modelled around southern Syria and Israel. So
there's Jerusalem, Damascus, Acre, the area
in-between, the famous battle of Arsuf, the
assassin's stronghold - all that is open. So if
you're the sort of person who likes exploring
you can go explore, make your investigations,
collect all your information and then take the
guys out in rapid succession.”

As well as your main quests, there'll be
individuals in the swirling crowds asking for your

help which may ultimately aid your assassination
attempt, and there’s bound to be more than a little
excitement as you gallop from city to city atop
your beautifully animated steed.

More than anything, we're starting to realise
how organic the gameplay in Assassin’s Creed is
going to be. One of its primary aims is to remove
unrealistic gaming conventions like double-jumps
and heroes who can take a hundred sword-cuts
before dying. As for its dynamic nature, well, every
post-assassination chase is set to be entirely
different, thanks to the many routes you can take
through the streets and over the rooftops, and
other variables such as the crowd response, the
abilities of the guards and the level of fear
gripping the town as a whole.

But how will a game with such a gamepad-led
control system translate to PC? "We're going to
have to work a lot to figure that out!" claims
Raymond, exposing the only fly in the ointment so
far. "We don't know yet." A worrying statement
perhaps, but if anyone’s going to figure it out, then
you'd hope that it would be these guys.
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CHARTS [chartack

1 COMPANY OF HEROES

Issue 173 93%
2 FIFAO7
Issue 174 84%
3 WORLD OF WARCRAFT
Issue 152 95%
4 THE SIMS 2
Issue 147 82%
- | TIGER WOODS PGA TOUR 07
Issue 174 68%
6 t THE COMPLETE COLLECTION OF THE SIMS
Issue 165 N/A
7 [EW.GTR2
Issue 173 92%
8 l THE SIMS 2: OPEN FOR BUSINESS
Issue 166 72%
9 JUST CAUSE
Issue 173 82%
10 — ROME: TOTAL WAR - GOLD EDITION
Issue 148 93%
n FOOTBALL MANAGER 2006
Issue 162 90%
12 LMA MANAGER 2007
Issue 173 60%
13 GUILD WARS: FACTIONS
Issue 156 94%
14 BROKEN SWORD: THE ANGEL OF DEATH
Issue 172 78%
15 AGE OF EMPIRES IlI
Issue 162 84% )
16 THE ELDER SCROLLS IV: OBLIVION
Issue 168 95%
17 CIVILIZATION IV
Issue 162 92%
18 HALF-LIFE 2: GOTY EDITION
Issue 148 97% :
19 THE SIMS 2: NIGHTLIFE
Issue 161 58% »
20 K3 CHAMPIONSHIP MANAGER 2006

Issue 175 69%

COMPANY OF HEROES FIFAO7

The approach of Yuletide has Either Steve Hill and Sefton are
produiced some healthy charts, being given envelopes stuffed full
with our favourite WWII of cash again, or this year’s FIFA is

barnstormer at their very summit.  really quite good. Charts agree too.

GTR2 JUST CAUSE
GTR2, the most realistic driving Seeing as it boasts a brothel in a
experience this side of the Al's volcano, you'd think Just Cause

famed Black Cat Roundabout near ~ would be a mite higher. Clearly
Bedford, enters at number seven. magma’s not for everyone.
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SUPER FRIEND

Worst of enemies now best of
friends in Marvel Universe Online

www.crypticstudios.com | ETA: TBC

THIS TIME LAST year City Of Heroes creators Cryptic
Studios were deep in all manner of legal wranglings
with comic giant Marvel. Marvel were miffed that
through judicious use of the COH hero-creator,
characters who shared more than passing resemblance
to Spidey, Wolverine & co could be formed - and a
hearty band of money-sniffing lawyers agreed too.
Eventually Cryptic won the day, but clearly there
were a few coy winks and ‘accidental’ brushes of feet
beneath the discussion table - as the two are now part of
a super-team hellbent on creating Marvel Universe Online.
So expect a less hardcore variant on the City Of Heroes
theme (the game is also earmarked for an Xbox 360
release) starring the goodies, baddies and in-betweens of

ir alli s and factions.
the Marvel world and thgn many alliances and factions 100% legal.
Can't be a bad thing, can it? =

GEAR CHANGE?

www.epicgames.com | ETA: TBC

GEARS OF WAR on PC? "Watch this Unreal Engine 3in (44 ﬁ :
space” - that's the message given allits splendour. g™
to PC ZONE at this year's Microsoft
X06 event when we asked whether
thundering 360 title Gears Of War
would be making an appearance on
home turf. That's a yes then, isn't it?
Epic’'s brilliant squad shooter aims to
blend third-person survival horror with
all-out war blasting, and it's a remarkable
thing to see in motion. Not least when the
chainsaw attachment on your gun rips
through members of the Locust Horde
who get that little bit too close...

¥

Guess which ones
are the bad guys.




MICHAEL KHAIMZON - ART DIRECTOR ON CRYSIS

The guy who makes Crysis look nice and icy

Michael Khaimzon has one of the best jobs on the planet, for it is his job to fly away to Tahiti and research paradise by
taking lots of photographs of palm trees before going home and wondering what it looks like when it's all frozen and stuff

So what are your inspirations when
designing artwork for Crysis?

"It's very hard to name any major references.

Predator is a good reference for how the
jungle looks, like how the lighting of the
jungle looks. As far as aliens ago, and as

far as frozen jungle goes, it's purely down

to imagination. Maybe The Day After
Tomorrow gave us some inspiration because
it's also an instant freeze of the whole
environment - but in the end I don't think
our environments looked that much like 7he
Day After Tomorrow. We came up with our
own unique look, which works for us.”

Crysis deals with an entirely alien
environment imposing itself on Earth.
Where do you even begin with
imagining what it looks like?

“The first thing we do is come up witha
storyline which gives us enough room for
imagination. With the aliens, we have to
design something that doesn't have to
walk, but has to fly and move in zero-G
environments, so we tried to reference
something that exists underwater. Then we
just have to come up with an environment
in which this character would fit best.

When you first obtain an XXL T-shirt
with a game logo on it, there's a
honeymoon period. You play with it,
wear it on country walks, let giggling
children play in its voluminous tent-like
folds and even wear it to bed. But after
amonth or two it starts to smell, the
novelty fades and you have to leave

it in a gateway somewhere and hope
someone will love it more than you. So
to avoid this we sell our tat on eBay!

For charity! Find us under the tag
PCZoners and buy some of our shit.
Buy our tat at www.ebay.co.uk
All proceeds go to
charity. Honest.
www.entertainment @
softwarecharity.org

Combine it all with our desire to make it
scary, dark and cold, and that's Crysis.”

Tell us a bit more about your location
research for Crysis...

"We spent one week in Tahiti - me, a
programmer and a level designer. The
problem with Far Cry was nobody on the
team was ever in the jungle. I mean, how
can you work on something when you were
never in the environment you're trying to
make? So we had to go there. We took
gigabytes of videos and images, and
basically came back with enough material
to answer any question that could pop up
during development. If you want to see how
the palm trees should be, sure. If you want
to see how the house should be, it's there.
So it saved us a lot of time, and we didn't
actually do that much concept art for our
locations, because it's so wild and open.”

Did you shoot any trees down to
see what that would look like?
"We didn't shoot them down. Tahiti's all
about palm trees - everywhere you look
there's a palm tree or a banana tree. It's
illegal to cut a single leaf down, but we

ALAN WAKE TORCH
ERAGON TAG

WORLD OF
WARCRAFT T-SHIRT

WARHAMMER: AGE
OF RECKONING STRAP

had to do it because we needed the texture.
I said: "I don't care if there's a fine, we've
gone halfway across the world, you think
I'm not going to cut a leaf down?" So we
found a place, we chopped this leaf down
and we spread it on the ground. Two guys
watched for the police when I was climbing
around taking pictures. It was a little bit
dangerous, but nobody got arrested.”

o

No-one likes an ice age. &

J

,'/‘/ Many Tahitian laws were broken

THE TAT BOARD
COMPARE

ITEM TITLE

WARHAMMER: AGE OF
RECKONING T-SHIRT

COMPANY OF HEROES

HALF-LIFE 2 DOG T-SHIRT

GOA.COM T-SHIRT

VOICE-RECORDING DOO-DAH
Now recording a voice near you!

Perhaps would have sold for more
if we'd printed it right last month.

We're still not sure what goa.com
actually is. And still haven't been
arsed to look. T-shirt’s nice though.

to bring you this screenshot.

Gaming]merchandiselisifordlife§Notljustiford
@Zmﬁhm@rawdﬂmmm

THIS MONTH’S TAT

SOLDFOR BIDS

£18.77 9

Now you've got a free die to roll too!

£36.00 13

£18.00 8
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NEWS

THE

MAN
WHO

KNOWS

The mass media has finally felt the oily embrace of
gaming. First World Of Warcraft locked horns with
nefarious US toon South Park, now the quite good US
version of the very good The Office has taken up Call
Of Duty. "Look how cute he is, he's trying to shoot with
the smoke grenade,” smiles the love-interest as the guy
who's like Tim from The Office, bar the fact that he's
American, struggles with gaming. Bungling US-Tim,
newly moved away from the offices of US-Gareth and
US-Dawn, then goes on to teamkill and generally be
lambasted by his boss when it's revealed he's

using the sniper rifle - prompting indignant cries of
“Sahoteur! Saboteur! I'm going to kill you for real!
The game is over! I'm really going to shoot you!" The
amount of money paid by Activision for this product
placement has yet to be disclosed.

In response to this amusing gaming name-drop,
the Internet has spat out its first computer-gaming
sitcom - the woeful, inexorable and tragic PlayedOut
on gamepro.com. Replete with two teenagers with
floppy hair acting by moving their hands up and down,
and sometimes side to side, its flappy-mouthed
gaming console characters make the walking, dancing
and flute-playing abilities of Fingermouse puppeteer
Iain Lauchlan seem nothing short of godlike. With lines
like: "The only thing that hertz is your incessant
bragging!”, "Sounds like the girls will have higher
resolutions that the ones you bring round here!”, as
well as a PS2 coming out of a toilet to boldly proclaim,
"I had to drop a disc! The latest movie-based game!
Clogged up my system!”, it's another example of why
comedy is best left to people who aren’t dickheads.

Meanwhile, reaching a colossal number two in
the Dutch charts, is a Euro-dance hit based on an
IRC bot. Boten Anna (Anna the Bot), is taken from
the album LOL <(**,)> by Swedish dance guru
Basshunter. Dealing with the happy tale of Basshunter
thinking that a someone called Anna is an IRC bot (only
she isn't), the Dutch have taken the tune to their
hearts, even though many presume he’s talking about
Anna being a boat. Silly Dutch.
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STILL RATHER
PECKISH...

www.blackwidowgames.com | ETA: Q12007

PERHAPS YOU WERE too young, perhaps you'd
never heard of it, perhaps you were a big scaredy
girl; but none of these are a good enough excuse for
not having played the venerable They Hunger series
- the best single-player Half-Life mods in all of mod-
town. But don't worry - shambling from the self-
same shadows comes They Hunger: Lost Souls, an
all-new zombie offering that sees the undead's
transition into Source.

The plotline has now been transferred to the
increasingly zombified plains of north-eastern Europe,
yet has a few similarities with They Hunger past.

"It's the early 1960s, and strange anomalies have

culminated with dead corpses rising from their graves,”

explains designer Neil Manke in portentous tones.

"As a tourist recovering from a tragic accident, you
initially seek shelter in an ancient monastery, but soon
realise bloodthirsty zombies have overrun the entire
area... It's not exactly a sequel, so younger players that
never had a chance to play the original adventures can

Being a zombie plays
hell with the spine...

The endangered brains behind
They Hunger: Lost Souls speak out

fully enjoy the new game. And it's certainly not a remake
either, so the original fans will have a chance to play a
fresh game with original challenges instead of just
replaying an old game with better graphics.”

Pay attention to the time period too: a prime reason
for the '60s setting is that it ups the terror quotient
quite a bit - and not just because of the terrifying
advance of women's lib either. “Zombies aren't nearly as
scary if you have powerful modern weapons capable of
quickly exterminating everything in sight,” explains
Mr Manke. "In comparison, 1960s weapontry is just
capable enough to give you a surviving chance against
zombies." And if you're really struggling, you'll still be
able to pull out your trusty zombie-battering spade.

We'll have a ton more information on Lost Souls
in next issue’s gigantic zombie feature, and although
it hasn't been announced, we'd be the uncles of
particularly gruesome undead monkeys if it weren't
headed towards some form of Valve-associated online
delivery system in the near future.

A zombie train? Can
such things be?

Why people go to
church less these days.




A Chinese person would call
this boat a ‘junk’. True story.

BEFORE WE ROLL out the Buddhist
barrel of improvements that BioWare are
pumping into the PC release of oriental
" RPG Jade Empire, let's first take into
~ account that John Cleese is in it. John
. Cleese! Playing a blundering Brit explorer
with a blunderbus! That's great!

However, if you want a less superficial
take on affairs, what really strikes you as
the silk painting tableau of Jade Empire rolls
out its opening dojo scenes are its real-time
battles. Whereas in éngine-mate KOTOR on
PC, battles were rather static (if tense), the
many and varied martial arts disciplines on
show can now happen while nipping around
the enemy at will - sometimes in slow-motion
focus' according to your whim and chi-level.

It's got a greater emphasis on combos
and the killing blow now too, which can

Will Porter couldn't resist Jade
Empire. Not for all the XP in China psssss

leave an enemy as little more than a fine
mist and growing puddle of blood, and touts
numerous additions to the console release
such as a new monk character to play as,
bigger and more varied monsters to fight
and a bonus extra-special hard mode in case
you're begging for more come completion.

Fighting styles, meanwhile, are unlocked
as you progress through the game (opened
up to you through sub-plots and your varying
allegiances), and this time there'll be two
extra on show - one of which being a tasty
and rather nippy Viper stance, as used by
real assassins. Oh, and a first-person view
as well if you're in the mood.

With BioWare's patented devotion
to letting you plough into good
or evil, or rest somewhere in
between, and 12 followers to

Combat is much
improved on PC.

Kung fu man: bendy.

help you in combat and exchange banter
with, the charms of Jade cannot be denied.

It's a special game, perhaps somewhat
beleaguered by the graphical superiority of
the Neverwinter Nights 2s and the Oblivions
of this world, but its pedigree is clear. Did
you know, for example, that the old language
spoken by many NPCs is actually a specially
created tongue made by clever people
from university to ensure that it was
linguistically sound?

Set in a mythical ancient China where
magic is real and the fate of the Emperor is
linked empathically with that of his lands,
Jade Empire should be as rare and magical a
treat as it was on Xbox all those aeons ago.
Its age could possibly show through the
manifold tinkerings going on backstage at
BioWare, but it'll be a beauty nevertheless.
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TAYLOR

WHAT'S YOUR GAME?

The Gas-Powered legend discusses Supreme Commander
with our own lager and kebab-powered Andy Robinson
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Who areya?
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Powerec
NAME Chris Taylor
DEVELOPER
Gas Powered Games
POSITION CEO and
creative director
AGE 40 ———
FIRST GAME HardBall 11
GAMES WORKED
ON BEFORE 7otal Annihilation,
Dungeon Siege, Dungeon Siege 11
FAVOURITE GAME Battlefield 1942




GAME SUPREME COMMANDER ETA FEBRUARY 2007

Q What amazed me today
was just how much fun
Supreme Commander is to watch,
even if you're not playing. Why
do you think that is?
A "It's because the game has a lot
of original components, it's big
and there are a lot of possibilities for
players to go in different directions -
big super weapons, lots of little ones...
It's a function of it being original and
it being a game where anything can
happen. You know when we watched
that big Soul Reaver go across and
crash on that giant heavy-range
artillery? That was hilarious! That big
bug corpse? That was funny as shit!"

So how are you propping up the
multiplayer end of SC?

"Well, you're going to find a lot of
things that you look for in multiplayer:
up to eight players, teams, different
victory conditions and commander
options if you kill the other player's
Supreme Commander. Plus, we've also
got what we call GPGnet, which is our
matchmaker - so you can get a rating
when you play, get matched against
other players with a similar rating,
create clans, compete in ladders, have
chat and friends lists. You can launch
Supreme Commander from within
GPGnet if you want as well. We have a
lot of cool things that we're now able
to do - for example, you can start a
replay that's taken as you play and
broadcast it out in real-time - so your
friends can come along, click and
watch the whole game.”

So with three months to go, all the
features are in there - are you doing
loads of balancing at the moment?
"Yes. RTS games are hard to do, so
they'll never be 100% balanced even
when the game ships - it's a work in
progress. After people play it,

Nothing had happened for 3,000 years,
then the desert didn't know what hit it... \

hundreds and thousands of them -
maybe even millions - then you get
better data and can do a better job of
balancing the game. We're going to
balance it, don't get me wrong... But
we're just not going to get every last
thing tied down till we've had some
time pass to really study it. Heck,
Blizzard brought out a patch for
StarCraft in this last year. I mean, that's
eight years later! The more complex,
interesting and dynamic a game is, the
more balancing you need to do..."

Are you going to be releasing new
units on the Net, as they were in the
days of Total Annihilation?

"We are - but we're not promising a
new unit every week like we did back
then. There's something positive about
saying 'a new unit is coming’ and
everyone gathering around for
midnight of the day it's supposed to be
coming out. Saying that, it does put a
lot of pressure on development to put a
unit out whether or not the game needs
it. Back then, we wanted to study what
was going on - but we were forced to
get these units out: one a week, one a
week, one a week, Christmas, New
Years... We want more flexibility now.”

So what'’s your favourite unit

in the game?

"It's hard to pick a favourite. I like the
Galactic Colossus as it's a character -
it's like a big drunken Frankenstein. Like
Frankenstein's monster could get any
weirder... But I like them all - it's like
being asked to pick your favourite child.
[ love them all the same - all the units
and factions. Although I do lean
towards the Cybrans.”

Is there anything you really
wanted to fit into the game that
you just couldn't?

"There are so many things I wish we'd

HISTORY: Chris loves the
“incredible tapestry of

8 different technologies”

| during times like WWII.

Spurned by the 1980s, the
GoBot wanted revenge.

“There was way more competition
back in the Total Annihilation days -
someone counted 100 RTS games...

T

The sequel, Supremes Commancder,
is set to star Diana Ross.

fitted into the game. We had this whole
system of alternate abilities - every unit
had them if you held down the Alt key.

So those little bots could jetpack. However,
we had to cut all of the Alt abilities

right across the board, which was a

real heartbreak because there was a

great deal of really cool design done there.
But no-one’s going to miss it, as no-one
knows it exists..."

With Company Of Heroes out and C&C3
on the horizon, how do you think
Supreme Commander will stand up
against these other big RTS contenders?
“Well, it's a very different game - those
other games you describe are much more
tactical and close-in. We're not the same,
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MOVIES: Hollywood has
a huge bearing on Chris's
work - but perhaps not the
abysmal Dungeon Siege...

44

Nothing so wonderful as messing
around in mecha-boats.

we're in a very different part of the genre.
I'm really quite xen about competition, there
was way more competition back in the old
days when 1 did Total Annihilation -
somebody said they counted 100 RTS
games back then."

Plus, I think C&C: Tiberian Sun came
out about a year after?

"Yeah and there was Dark Reign... There
was a glut of everything you could imagine.
Everybody was doing RTS games, and
management just looked at me and said:
"Are we really going to succeed with this
game?” But in the end, we managed to
come out of the fog - we stuck our head
up out of it and did OK. I'd say we did great,
all things considered.”

CHRIS TAYLOR

. Where he turns for inspiration...

| B8
& ig

| THE KIDS: Chris is a
¥ devoted family man:

§ "My boys have been an
8 incredible inspiration.”
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=+ He's surrounded by gun-toting Koreans,
but at least the water effects are pretty.

HIDDEN AND SLIGHTLY DANGEROUS...

ROGUE WARRIOR

Martin Korda gets trapped behind enemy lines as we
take our first look at Zombie's new tactical shooter

DEVELOPER 7 PUBLISHER !

THE LOWDOWN
Powered by Unreal Engine 3 &)
Excellent AI 'Lure’ system «/

Freeform levels that allow 0
for multiple playing styles

l-lu?:i variation of

multiplayer maps assured

You can't pick up and
hide dead bodieg 0
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ICK MARCINKO IS a very dangerous

man. He could kill you with his thumb.

While sleeping. That's why he's
considered to be one of the toughest and
most accomplished counter-terrorism
commanders in US military history. Shorter
than he looks in his photo, his unwavering
eyes emanate the calm, steely confidence of
a trained killer, while his long dark hair and
solid physique belie an age that's just four
years short of 70.

Sitting in front of Marcinko are 40
comparatively harmless international
games journalists (41 including me). We've
been pulled away from the hypnotic lights
and pinging slot machines of Las Vegas and
rammed into a room to catch the first
glimpse of Zombie's new Unreal Engine 3-
powered first/third-person tactical shooter
Rogue Warrior, a game based on Marcinko's
SEAL-team exploits during the Korean war.

Eager to begin the presentation,
Bethesda frontman Pete Hines brings the
room to calm, and we catch our first
glimpse of a game that's aiming to be one
of the most open-ended shooters of all time.

DICK-TATOR

"We wanted to do some different things
in the tactical shooter space than
what's already being done. We

wanted to do something more open-
ended and less constrained,” explains
Hines as a vivid level swells onto the
monitor, revealing a North Korean
ship-breaker’s yard teeming with detail
and enemy patrols.

It's one of the campaign’s earliest
levels, a recreation of the start of Dick
and his team’s marathon undercover
journey to get back across the horder
to safety after they've been stranded in
North Korea at the start of the North/
South conflict. Yes indeedy folks, this
actually happened and you're going to
get to relive it.

"We wanted to base the game on
a licence that would give the game a
sense of authenticity, so the things that
you see are as realistic as possible,”
explains Hines as Zombie producer
Mark Long pans around the level. On
the screen, Marcinko's digital twin
and three Spec Ops sidekicks stand
knee-deep in water that looks so
convincing, I'm already stripped off to
my pants and inflating my arm bands:
an urge quickly suppressed when Long
lets off a burst from his silenced MP4
into the water. The bullets kick up spray
and steam rises from the superheated
silencer. "We're also working with Dick

to make sure that the weapons and
equipment look and feel authentic,”
continues Hines as Long leads his team
out of the water towards a North
Korean truck parked nearby.

RING OF FIRE

In a further attempt to make Rogue
Warrior look and feel as authentic as
possible, Zombie are not only carefully
recreating Marcinko's exploits, but are
also taking pains to ensure that the
freeform battlefield you inhabit reacts
as realistically as possible.

Whereas many shooters (the likes of
Quake Wars aside) still utilise a simple

Use stealth or go head-on
- both are valid tactics.
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THE STORY SO FAR...

- ZOMBIE

Dick may be tough, but he
wears his watch like a lady.

i

WHITE HOT

After forming in 1994,
the company gets off
to a solid start with
Ice & Fire.
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“If you shoot a truck’s ent
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set alight and the fire will
eventually reaching the
o Mark Long, producer, Rogue Warrior
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SPECS ON

The first Spec Ops
game's mix of action
and stealth is a sign of
things to come.
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BREAK OUT

Alcatraz: Prison Escape
is a prison breakout
game that fails to set
the world alight

RED MERC
While it's fun in a
mindless sort of way,

Mercury largely bombs.

The tiling system allows for
over 200 map variations.
- - ol ™

[zf't' A

Keen to lavish as much attention on the
online game as the single-player campaign,
Zombie have designed a unique map tiling
system for the multiplayer side of Rogue
Warrior. 1t allows up to 24 players to slug
it out on over 200 unique battlefields.
That's right, 200! So how does this
revolutionary system work?

At the start of a bout, each team
begins by picking a section of map. This
is the area in which the team will spawn
and enter the battlefield. However, the
central section of the level is chosen at
random, so you'll never know exactly how
each map will look once you've left your
starting point. As simple as it is, this
system should add hugely to gameplay
variety and help combat the 'map fatigue’
that so many other shooters suffer from.

But wait, there's more juicy goss to
be spilled on the multiplayer game. As
well as the huge collection of teamplay
maps, you'll also be able to play
through the main campaign in co-op
mode. Your mates will be able to jump
in and out of your campaign at will and
communicate with you via voiceover IP.
Are you getting excited yet?

The obligatory sniping pic...

vehicle damage model, Rogue Warrior's
regional approach to inflicting damage

iIs set to infuse the game with a genuine
sense of believability.

"We've created a destructible system
that's really interactive,” enthuses Long
"If you shoot a truck’s gas tank, it's
going to explode. 1f you shoot the
bumper it won't really do any damage
But if you shoot the engine enough, it'll
set alight and the fire will spread,
eventually reaching the gas tank.”

HIT THE GAS

Eager to prove his point, he lets off a
flurry of bullets, which hammer into
the truck’s front bumper causing it to
shake like a headboard in a brothel
until it falls to the ground with a clang
Moving his sights to the engine, Long
lets rip again, this time igniting a small
flame that licks hungrily at the truck,
slowly devouring it until it reaches the
petrol tank. Seconds later, the truck is

N
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blown into a thousand molten
shards while Marcinko nods
sagely in the background



Fuﬁ with Dick
and pain

Who's Dick and what does he do?

Marcinko. One
dangerous hombre.

Dick Marcinko is one of the US Navy’s most
revered and accomplished soldiers and
commanders. Having created the now
legendary SEAL Team Six - the Navy's first
counter-terrorism unit, he and his team were
sent on a variety of deadly infiltration
missions into the likes of the Middle East,
Africa and of course North Korea.

Later in his career, Marcinko created and
commanded Red Cell, a second counter-
terrorism unit which was tasked with
infiltrating US bases and highly secure areas
such as Air Force One, in order to test their
readiness for terrorist attacks. Infiltrating
them all one by one, Dick and his team
embarrassed the US government by proving
that these so called impenetrable areas were
about as watertight as a paper bag.

Marcinko has also released a series of
semi-fictional books about his exploits
(under the title Rogue Warrior), and by this
time next year, you'll be able to experience
his adventures for yourself in this very game.

Regional vehicle damage
and spreading fire? We like.

o

f Alerted by their comrade’s lack of

Visuals aside, perhaps Rogue
Warrior's most impressive attribute
is its attempt to meld run-and-gun

gameplay with open-ended squad-based
combat, theoretically allowing you to
approach each level as aggressively or
as stealthily (or indeed, as tactically) as
your cold heart desires.

"We wanted to go with something
that was a departure from the genre’s
current nondescript, over-stylised
direction,” explains Long as he moves
his team towards a cluster of nearby
North Korean patrolmen with a single
mouse click, while propaganda music
blares from speakers mounted high on
poles throughout the yard.

With the option to command each
individual team member (each of which
has the same set of abilities that you
have), or to issue orders to your entire
team, Rogue Warrior's gameplay is
looking more flexible than a Russian
gymnast, clearly leaning towards the
more open-ended approach adopted by
the likes of Splinter Cell: Double Agent
than more conventional, linear shooters

SLOW AND FAST

But there's little time for contemplation
right now as Long's eager to showcase
hoth of these playing styles. First, he
chooses a tactical, stealthy approach
to the conundrum of taking out the
guards. Leaving the rest of his squad
behind cover, he slowly flanks a lone

response, three nearby guards
rush to check on him, kneeling low

42 PCIZONE (hristmas 06

" to search for a pulse. Big mistake...

guard before drawing a bloody smile
across his throat.

Next he cycles through his collection
of booby traps - remote, time and
pressure bombs -and plants one on his
victim's uniformed corpse. The dead
man's radio crackles briefly as one of his
fellow guards checks in on his status,
but the enquiry is met by silence.

Alerted by their comrade’s lack of
response, three nearby guards rush to
check on him, kneeling low in apparent
concern as they search for a pulse. Big
mistake. Grasping the remote detonator
switch, Long takes out all three men
with a single press of a button without
having to fire a single shot.

‘This is a system that we're calling
‘Lure Behaviour',” beams Long. "Guards
communicate with each other via radio
and they're going to be checking on
each other so they'll know if something
bad has happened to someone on patrol
You can also place a hooby trap on an
alarm in order to take out any enemies
that try to activate it."

While the Lure Behaviour system is a
welcome addition to the fold, it strikes
me as somewhat baffling that Zombie
aren't planning to include an option to
pick up and hide enemy corpses. It's an
omission that seems strangely at odds
with what's clearly shaping up to be a
highly detailed and tactical experience.
Let's just hope they change their minds
before it's too late, eh?

With the presentation coming to a
close, it's clear that Long is determined
to go out with a bang by showcasing
the game's all-out action features.
Selecting one of the many routes
through the level, he leads his team
towards a group of gargantuan rusting
hulls, surrounded by pockets of enemies

BIG BANG

“There are a lot of different routes that
you and your team can take through the
levels,” says Long as he waits for a pair
of North Korean soldiers to pass his
hiding place. "The Al is integral to this
setup. It's designed to react to you

and your team regardless of where you
are on the map. The Als communicate
to each other, call for alarms and
reinforcements, see you and hear you.
Sometimes they'll fight you, sometimes
flank you, other times they might flee
and regroup. We want to keep the
unpredictability of warfare as authentic
as we can.”

Lofty promises, but these are
sentiments we've heard before. Far Cry
promised the same thing, as did the
likes of Rainbow Six 3 and Half-Life 2.
All of these games offered a slight
element of unpredictability, yet their
enemies’ intelligence never quite
matched the claims of the developers.
As Long gives the order to break cover
and attack, we hold our breaths to see
what this latest pretender can deliver.
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With all eyes on North Korea, the timing
of this game seems almost too perfect...

As the ship-breaker’s yard is engulfed

i in a hail of lead, Long sends two of his
men to flank the enemy soldiers, who
instantly seek out cover. Short bursts
of gunfire are exchanged, as each side
preserves its limited supply of ammo.
Enemies duck out from their hiding
places, before diving back, but they're 7
soon overpowered with a few well- /
placed grenades and a cunning flanking /
manoeuvre that they never see coming.

THE LONGEST JOURNEY

"We're trying to give you a tactical » . P e
shooter with tons of potential to play N

— T W)

Gt ol

Surprisingly, we're not disappointed. "= ¢ (
|

— the way you want to play and we're
going to throw tons of curve-balls at

It's not going to do wonders
for North Korean tourism.

Water so real you can taste
the industrial pollution.

you along the way,” says Long as the
end of level cut-scene kicks in. In it,
Marcinko and his team are left
contemplating their predicament as

the sheer extent of their task is revealed
- the camera panning for miles over

the North Korean countryside, over
countless battlefields, all the way to the
South Korean border and safety.

With that, Long sits back with a
smile, confident that he's proved Rogue
Warrior really is the game that finds
the elusive middle ground between
tactics and exciting action. A quick
glance at Marcinko reveals a satisfied,
approving smile. Praise doesn't come
much higher than that.
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Las Vegas used to he America's nlavgrnlinu.
Now it's a hattleground.

Manoeuvre through multmle path "0085
environments utilising high-tech equipment.

AG GADOET

Play in multiplayer mode with your friends, and
create an online persona that evolves as you play.

FROM THE PUBLISHERS OF

KTOM CLANCY'S

GHOST
RECOLN

ADVANCED WARFIGHTER
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THE DAY HAS COME. The Dark Portal has
opened. To celebrate the imminent arrival of
World Of Warcraft: The Burning Crusade and
our entrance into its hallowed realms, team PC ZONE
has heen cavorting through Azeroth and the remains
of Draenor. Jon 'Log’ Blyth has become a Draenei Mage
on the gloomy Azuremyst Isles, while Will Porter has
reclaimed his role as a nudie-dancing sexy elf - see
helow for their (mis)adventures. Meanwhile, Rhianna
Pratchett and Ed Zitron have flung themselves into the
high-level terror of Outland (see page 50), and Steve
Hogarty wasn't allowed to play. He's spent most of his
time whinging and watching South Park. Either way,
we can't think of a time when we've had more fun in
the past year. The Burning Crusade is nothing short

of a triumph, and we're here to show you why...

LOOK WHO'S JUST
MOVED IN NEXT DOOR...

Will: "Meet NanaBadMoon, a subtle reference to
my former life as a Night EIf (/spit) and EastEnders.
™R I'mnow a sultry Blood EIf, and one of the few

ar survivors of the Undead Scourge’s attack on my
lands of QuelThalas. My capital city has been hewn in two, the
Sunwell is buggered and magic is spilling out and corrupting
beasties left and right. The only way to reach my Blood EIf pals
in Outland is to get slaying - and stealing monster guts...”

Log: "I've created Mahoney, a Draenei mage.
In another universe, he'd be a wise-cracking
trainee policeman, but there’s not much scope
for that in WOW, so I'm one of the long-
suffering Draenei instead. Barely 25,000 years after being
forced out of our ancient homeland of Argus, we've been
catapulted out of Draenor, and we've crashed our spaceship
into Azeroth because of those meddling Blood Eives. Tch!”

- .
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Will: "They may be new races, but the early-level rituals of The Burning
Crusade certainly don't stray far from the expected template. ‘Slay and

gather’, 'go here, do this' and ‘take your clothes off and dance’ tasks
combine with gentle nudges towards exploration. They are, however,
perfectly designed in terms of size, design and scale. Little mana
worms make noises like
balloons deflating as you
spear them, little wooden
chaps look a bit worried as
you cleave them in two and
their upper torso gradually
slides to the floor and
everything just pulsates with
colour. It's all as absorbing
as Bounty kitchen roll and

.~ twice as magical.”

P The inaugural just
created’ sexy dance.

-
e

Blood Elves have got
them some fancy inns.

~ prettily steaming up
- the nearby lake. Your

first few missions will
be to apologetically
mop up the area.
Luckily, there's a few
Blood Elves to the
North, and they're at
just the right level for
murdering. Sweet.”

Just crash-landed into Ammen Vale, and your fellow

in a mess. The injured are lying all over the place, and it's
your lot. The radiation from your crash has caused the local
go mental, some weird Owlkins (feathered beaky bears)

The inaugural ‘just created’ @
grumpy back-turn.

MOVING DEEPER
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"Whereas the Blood Elves enjoy a rich and colourful environment, the
Draenei's start in the fairly overcast Azuremyst Isle (off the north-west
coast of Kalimdor, geography freaks). It's all greys and blues, streaked

"Next stop is a ruined part
of my capital city. Here, the
colours become slightly

mottled and the cheery
Fantasia-Style sweeping
brooms, pet cats and
magical book stands

ST T

disappear for a while. Feral
guardians and The Wretched fill the broken walls; but if
' there's one key theme with the Blood Elves, it's contrast. Amid the
- gloom therefore is cheery Falconwing Square, where you encounter
 your first true Blood EIf inn. It turns out to be more like an exotic
brothel than a place of rest, full as it is of velvet cushions and silken
hangings. Man, I love being an elf. We're sex on a stick.”

“In Warcraft I11, the Burning Legion's Undead Scourge essentially
burnt a fiery straight line through the entire Blood EIf kingdom, and
this Dead Scar remains clearly visible on the landscape of both the
pleasant Eversong woods and the more dangerous land to the south.
It's best avoided if you're lacking in XP as it's jam-packed with
“nefariousness - but there’s a rotten Dwarven spy and some lying
students who need to be turned into warthogs nearby if you're not
tough enough. Needless to say, this death-irradiated scar pulls the
whole Blood ElIf theme of contrasts into even sharper resolution. It
runs all the way into Silvermoon City like an evil magical runway strip,
‘bisecting it into the ruined chunk and the more habitable areas. Pretty
itain't, but it gives the Blood EIf zones an ambience like no other.”

J The Dead Scar: a
 road to nowhere.

with polluted purple ground and
eco-unfriendly red mist. As you move
further out, it feels like perpetual
morning, a misty lilac-tinged
environment that you can't describe
without sounding like a pretentious
prick. It's hardly overwhelming - in
fact, you could be forgiven for feeling
a shade disappointed. That is, until
you get to The Exodar, which is
totally gorgeous, innit.”

CRIKEY! WOULD YOU LOOK AT THAT!

“For a peace-loving race who often
slip into hippyish cliché (‘Help those
weaker than yourself! - it's ‘cuddle
o'clock!), the Draenei aren't averse

to a touch of unquestioning slaughter.
For instance, the Owlkins who've
mutated seem to get on quite well
with their non-mutated brothers.
They live together peacefully - until
you pop up like a pure-blooded fascist
and kill everything that glows red. To
be fair, the unmutated ones don't
react that badly to you butchering
what were, until very recently, their
friends and family. Perhaps they're
stupid. I suppose you can't expect
too much from the union of an

"C'mon kids, dance
' near the edge.”

[ ——

“

owl and a bear. I wonder “/// o
which one was

the mum and

the dad?” ol
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Will: "Man, Silvermoon city kicks Darnassus' arse in so many ways I
can't even count them. I don't even know why I liked being a Night
EIf. Something The Burning Crusade has definitely brought is a
tremendous sense of vertical scale, with towering minarets,
beautiful statues, trickling

fountains and a general sense of

"Woo!' There's a touring party of | Y ERIAWIEEX =L
Horde leaders wandering around if | JNVRUSCEIEHS
you spot them, along witha chap i i b

with a portal that links to the &0
UnderCity if you've reached level
ten. And get this: two auction
houses and two inns! If being evil
gets you crazy excess

like that, then colour me bad."

-

The Exodar: all the

BRIGHT LlGHTS' BlG CITY shades of blue that exist.

Ghostlands: where
trees get scarier.

"The starting areas
- for Blood Elves and
Draenei alike cover
two map screens -
8 | one for levels one
through ten and the
other for the drive up
to 20. As a Blood EIf up to level ten, you only really seen faint signs
of the Undead Scourge that’s been snarling up Blood EIf central - but
when you get to the Ghostlands, a lack of pulse in your neighbours
has become the norm. The Forsaken (the 'good’ playable undead
who've broken away from their Scourge roots) are also present in
NPC form, while some meanies of epic proportions are hanging
around under the sullen canopy of the forest. Also present nearby is
Zul'Aman - Aztec-themed home to the Forest Trolls and 20-man raid
zone, which is perhaps a little hardcore for an adolescent Blood EIf
huntress right now. Fit as I am.”

Blood Elves get a mana-

Log: "The Exodar is the
Draenei capital city,
constructed from the
largest shard of crash-
landed spaceship. The
impact of the crash
drove the fragment

underground, so what

you see on the surface is just a fraction of the city, and it's a

winding trek down to the good stuff. Not only is it visually stunning,
there are some sweet touches too. Take the Vault of Lights, where a
group of Draenei tourists are shuffling around the holographic museum,
looking at members of the Burning Legion (but in translucent pink, so
they don't scare people away).”

LEVELS 10-20

"When mutant begonias and dopey-looking owl-bears no longer
provide the thrills you're looking for, head north. Using the ‘airy-fairy
names must give way to cool, tough names’ rule of fantasy progression,
Azuremyst is followed by

Bloodmyst, and unless
you're in your teens you'll be
wiped out by a collaboration
of grizzly bears and
horsewomen. Talking of cool
names, there's a Warp Piston,
Vector Coil and a Cryo Core
up here too: all technological
and crystalline structures
designed to keep the

When sky goes red, wonderful fantasy-meets-
get axe in head. sci-fi ambience of the

e — Draenei sternly in play.”

~ | BIG WIDE WORLD T —

"You're Betty, you're Susan...

stealing ability that rocks bells.

"So this is it. I'm at the exit to the Eastern Plaguelands, and
excitement, adventure and Outland lie beyond. And, of course, a
chicken/dragon concoction called a cockatrice to call my own come
level 40 (which between me and you looks an awful lot like a Final
Fantasy chocobo, but never mind). I've seen a lot; I even met an
impressively-sized murloc called ‘Mmmrrrggghhh', but I've outgrown
this place. Maybe tomorrow I'll want to settle down, until tomorrow
I'll just keep moving on. /kiss reader.”

48 PpCZONE

. Ohright, you can be Keith.”

o
/Y P s
B z f -

I.‘ /

4 3
y &
94 S

i

“It's not for everyone, this fighting and becoming a hero. In fact,

1 reckon society is far too achievement-oriented. What's wrong
with the 99% of people wha'll never make the headlines (without
molesting a dog)? Brimming with happy apathy, I decided to hang
around with some elekks. The man wouldn't let me ride one (some
nonsense about levels’ and 'gold’), but I did have fun positioning
Mahoney so his nose was near their bums, then making him emote.
Who needs missions when you can wave at an elephant’s arse?”




OMG! THEY PWNED KENNY!

South Park lovingly mocks Azeroth in Make Love Not Warcraft

WHAT'S IT ABOUT?

You can rely on South Park to tackle
the issues of the day: Scientology, 9/11,
ginger hair, and now MMORPGs,

with their new World Of Warcraft
machinima episode. The story goes

like this. A high-level semi-nude man

is killing innocent people in Azeroth -
and he's not even asking them for a
duel first. He's so powerful that people
are getting bored and playing outdoor
sports. Blizzard have to stop him. There
were rumourrs of a sword that might be
powerful enough, but it was taken out
of the game and put on a flash drive.
Can they get it to Stan in time?

BEST QUOTES:

A Blizzard board member about the
in-game terrorist: "How do you kill
that which has no life?”

Cartman to the others: "You can just
hang outside in the sun tossing a ball
wound, or you can sit at your computer
nd do something that matters.”

é WOW does have
= its drawbacks...

]
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Blizzard to Stan's father: "We can't
trust the Sword of A Thousand
Truths to a noob!”

FAN REACTION:

South Park’s at its best when Tom
Cruise is trying to ban it to prove

he’s straight, but this was done with
Blizzard's co-operation, so naturally
people are accusing Parker and Stone
of going soft, which is only partially fair.
The best complaints have been about
the appropriateness of the characters'
dress to their levels, which only goes
to show that some people are utterly
immune to satire.

Behold the tormentor
of Azeroth!

OUR REACTION:

Well, it's certainly not one of Parker

and Stone’s finest offerings - but there’s
plenty to keep a WOW fan happy here,
and it goes beyond Cartman using a
term like ‘pwned’ as he slays the big, fat
MMO transgressor. There's his plaintive
cry of "I don't wanna go back to the
graveyard!” earlier in the episode for
example, or the direct nod to the Leeroy
video as he solemnly dictates "I WILL
use intimidating shout” to his grotesque
group of WOW-addicted friends. It's all
good fun, and it shows a) Blizzard's keen
sense of humour, and b) Blizzard's keen
sense of good advertising in equal

HOT ELF-ON-ELF ACTION!

Don your +1 kinky boots as Warcraft
enters a realm of distinct rudeness

Saving Ryan’s Privates, Jurassic Pork -
naughty remakes of big licences are hardly
anew thing. But the massive success of
World Of Warcraft has just spat out the
first gaming equivalent (to our knowledge):
Whores Of Warcraft - better known as
Whorecraft when the lawyers get twitchy.
[t's the brainchild of a chap called
Dez, who seems nice enough even if
your mother probably wouldn't approve.
"Whorecraft is not a parody of Warcraft

and) turning in his grave.
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Tolkien will be (tossing l

TM,” underlines the star of Hustler DVD
series Dez's Dirty Weekends as we slowly
mouth the words, 'Yeah. Jimmy Hill..."
"That would limit