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We're all over Valve's gruesome

multiplayer survive-'em-up...

NEVERQUEST [©

“All the characters Iook the
same; like Bono s cousin’

NeverQuest' &
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24 LEFT 4DEAD
33 DEUSEX3
62 AGE OF CONAN

Too busy? PC ZONE in 55 words...
We rip apart 2008's potential hits in a violent
search for brains, as we're all zombies now

. thanks to Log, stop along the way to smash a

pifiata or two and play a high-speed death-sport,

+ and crush our enemies into a fine dust - all of
¢ which Will predicted would happen a year ago...

. WE FOLLOW FUNCO
ENCHANTED BY ITS SIRE

TOODLE-PIP

WELCOME TO PC ZONE 190 - my
66th issue of this fine magazine and
the 31st, and last, under my editorship.
Yes, it's true - I'm buggering off. I can
already hear the mass mourning and
baleful weeping at my departure from
the PC ZONE big boss chair, but I'll still
be popping up in these pages (and in a
few others here at Future) and I'm also
leaving you in the very capable gaming
hands of Mr ‘Mystic" Will Porter.

The list of thanks is too long (and
boring) to fit in here, so T won't -
instead I'll include just a few of my
highlights of five-and-a-half years on
Britain's best pc games mag.

Two vs Two Pro Evo tournies with
Woods, Korda and Holden. Seeing
Half-Life 2 for the first time. Prezzer's
Shenannygoats from The Movies.
Marauding around Playboy Mansion
with Hill - twice. ZONE Christmas
cards. Staying over at Skywalker
Ranch. The PC ZONE 10th birthday
special (127). The Deus Ex: Invisible
War trip interviewing Warren Spector.
Beating rivals to innumerable
exclusives. Chatting to Ken Levine
about BioShock. Journobot. Visiting
the guys at Epic Games. My first issue
as editor (159). Hooking up with Diva
J. Flying to Shanghai to play Splinter
Cell: Double Agent. Team Fortress 2 in
the PC ZONE Fight Club with Will,
Log, Steve and Suzy.

Cheers!

e

Jamie Sefton, editor

SUBSCRIBE NOW!

SEEPAGES4 .
SUBSCRIBE AND GET
ANEXCLUS
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@elr we protect your digital worlds”

Anew way to
think smart

ESET

Intelligent protection for your PC

There are many software security solutions to choose
from but only one can actually think.

Powered by ThreatSense® technology, ESET Smart
Security anticipates potential dangers, doesn't slow
systems down and excels in proactively protecting your
computer. It's smart.

Antivirus + Antispyware + Antispam + Personal firewall

For Antivirus + Aﬁtispyware only,
try ESET NOD32 Antivirus v3.0

Call 0845 838 0832
or download at ESET.co.uk.

ThreatSense’
technology

©2007ESET. All rights reserved.
Trademarks used herein are trademarks or registered trademarks of ESET.
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ONLY

£9.99
EVERY THREE
MONTHS!

JAMIE SEFTON
Editor

AGE: 38

LIKES: Finer things in life
DISLIKES: Referees
FANCIES: His wife
S

This is the last stand of Jamie Sefton. As editor of two and a half years,
he has fought off the forces of terrible games, countless angry phone
calls and the frustrations of computerised football with grace and
decorum. After this issue, Jamie will still be writing for PC ZONE,
providing those tasty tidbits we so crave. We will show how much we
miss him via the medium of song. What song it is will be left up to the
rest of the team, who are not here right now, as they are too busy
celebrating his departure.

STEVEHOGARTY

Huntin’

Steve loves hunting deer so much that
he has taken to hiding under his desk,
soaked in buck musk, blowing a little
horn to attract a deer, so that he may
shoot it and hang it on his desk
NOW PLAYING: The Deer
Hunter 2005 Dermo

DEER

Running away

Due to Steve's musk, we've had a rather
nasty deer infestation across the
magazine, leading to him being able

to claim a rifle on expenses. Discover
more of his adventures on page 116.
NOW PLAYING:

Run away from Steve

ENGLAND'S WOEFUL PERFORMANCE VS CROATIA
PINCER NIPPLE
FREE COFFEE CARD
HOW TO PRONOUNCE MMORPG
ORDS ON THE INTERNET
SPACE FILM NAMES
WHAT YOU'D EAT FOR £1 MILLION

RUTGER HAUER

Oh, Tiny Compo! You are so wee, you are like a little pea. Sitting in this publication,
WI N! hoosting our (extremely high) circulation. We adore you cunning Tiny Compo, you
devious petite sweetmeat. Hiding yourself away like a shy, pretty lass, but tempting
all to hunt you down and make a pass. Oh Tiny Compo, we love you so... Last month's winner was
James Bacon of Devonshire - send this month's answers to "Honk honk honk - I'm now a running
joke", PC ZONE, Future Publishing, 2 Balcombe Street, London NW1 6NW.

. MEET THE TEAM

Look at these people, for they are the staff of PC ZONE

WILL PORTER

Lovely Sex Woman

Wistful Will did something hilarious this
month: he spent over £100 on Céline
Dion tickets. He claims it was a present,
but we are 100 per cent sure that he
will be going wild on the night.

NOW PLAYING:

Crysis

ED ZITRON

Friend of the BBFC

Ed bought far too many games this
month, coinciding with plenty of
deadlines. He has come into work
sobbing about missing U73 all
month. The frag obsessed fool.
NOW PLAYING:

Unreal Tournament 111

LOG

Observant

What can we do with Log? Getting on
a plane to Seattle, Log texted Will

to say that he had no TV in his seat
He only noticed the TV next to him

an hour into the flight. Stupid Log
NOW PLAYING:
Stranglehold

RICHARD COSGROVE
Sleepy

This month we built some drop-dead
gorgeous content. However, in between
napping at his desk and seemingly
sleepwalking to the caffeine dispenser,
Richard edited it all out. It's political
correctness gone mad!

NOW PLAYING: STALKER

ision is final

e not open to
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the masses

LETTERS

Jamie Sefton's final duty as
editorial overlord is to address

QUEEN OF LETTERS

One of the non-violent
things to do in Bon Voyage.

He's big, he's ugly, and he
? Wont let you Ieave your base.

'IO m www.pczone.co.uk

 is that you allow me to mock you and

dﬁ‘

Want to be Queen (or King) of
Letters? Then you'd better put pen
to paper, or if you're all modern-
like, fingers to keyhoard. Every
month, we'll reward our chosen
royalty with a posh XFX GeForce
8600GT PCI-E graphics card. For
more info visit www.xfxforce.com.
You can also get one at www.dabs.
com for £75 (code PV-T84J-UDF3).

reviews I write. I envy your ability to
enjoy this crap, and all I ask in return

your favourite game, which you'll buy

~ no matter what I say.” Enjoy your
~ new graphics card Rachael - you'll

~ need it for The Sims 2.

KING OF THE FORTRESS
"Damn!” is the PG-rated version of what
came out of my mouth after ANOTHER
death on Team Fortress 2. Trying to
jump over a line of sticky bombs planted
in the only exit of your resupply area is
rather difficult.

Especially when there are two
Heavies and two Sentries taking down
any lucky bugger who manages to get
out. Not to mention that stupid Pyro
who is constantly setting me on fire.

If you have not played the map Duel_
Duel2, and like deathmatching, boot it
up straight away. It is the single most
glorious and most frustrating map I have
ever played. Either being trapped in your

own base or pinning the enemy in theirs
can be awful or just pure brilliance.

[ have spent many early hour
mornings just glued to this map. Stuck in
your own base will make your death toll
skyrocket until you manage to break free
and send that sorry Red team back into
their base at which point your kills will
flourish. The sound of over 20 Critical
Hits with a Heavy poised at just the right
distant is ace.

David Howard

Spoken like a true Team Fortress 2
addict. If you haven't already, don't
forget to join our PC ZONE Steam

group so we can keep you informed
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Garry’'s Mod: making Half-Life 2 great(er).

's’fun US YOUR REVIEWS
NA REF. AME!
""AT _LONDON

Dars| ‘ally 1 thmk you were alittle harsh on
ndon, even though you weren’t

of the drab bits where they
now what London looked
) faction when you all
e Diablo 2, but not as

dding thousands of mods
tends the shelf life of games by
ears, by adding new content”

of TF2 (and other game) events,
where you can promptly laugh at my
Soldier rocketing abilities.

MOD FORIT

Jamie Anderson is just plain nuts
("World Gone Mod" letter in issue
187). He doesn't like mods for games
like Oblivion, even if they're not total
conversion mods, because he thinks
they ruin the game. If the Akatosh
Mount dragon decided to eat Uriel
Septim before I was out of the Imperial
Dungeon, I might be inclined to agree
with him.

Meanwhile, I'll accept the pretty new
faces/bodies/textures on offer as being
what Bethesda themselves would have
made if they'd have happened to have
a spare year on their hands, and enjoy
the company of one of the many mod-
added companions to add conversation
(and loot carrying) fun to the game. It's
the skill of the game makers to make
something that's interesting enough to
make you want to tweak it.

Our "pickiness” in adding thousands
of mods extends the shelf life of games
by years, by adding new content for the
player to enjoy long after they've run out
of the fun shipped with the game.

Jo Weber

Absolutely right Jo. For me, modding
is one of the main reasons I love PC
gaming. Where would we have been
without mods such as Garry’s Mod,

Jamie Anderson on why real gamers play with PC

Counter-Strike, or Desert Combat?
Mods allow developers and the
community to prolong the life of a
game and add genuinely fantastic
new content - often for no dosh.

VISTA IS GREAT!

I can safely say that I have yet to come
across all these problems that people are
having with Vista, and I've been using it
since it came out. All my software and
games run without any problems! Soon
everyone will have to change to the

1t to know @ PC gan}e
Y\e,z:;ase date? Need advice on

what graphics card to buy?

e to
ant somewhel
Just we uth

0
vant incoher cently in'y
spealk'? Simply text the PC
ts' (see what

U ZONE ‘Txtper

we did ther! ¢?) and we Il
answer you'r ight here...

new operating just to play the latest

DirectX 10 games: fact. Get over it.

Vista is not as bad as everyone says.
Mark Hannan

I find it difficult to believe that
you're experiencing no games
compatibility problems Mark, but
you're right - we're all going to
have to upgrade at some point
soon, whether we like it or not.
Although interestingly, the
developers of both UT3 and
BioShock have recently been
suggesting that we won't see the
full benefit of DX10 until at least

Have you any secret info on the next
Command & Conquer game?
Paul T

Yep. A tactical shooter spin-off called Tiberium
is currently in the works for late 2008. Check
out the latest news on page 42.

To save on space, I would like to use a
1080p TV as my monitor. Will I get the full
1920 x 10807

Ihi
Use a DVI/HDMI adapter. You'll get the pixels.
I have 3.2GHz Celeron 2GB RAM 256MB
PCL. I need a GFX upgrade for around £100

‘cos at the moment I only get 40fps on
Counter-Strike: Source.

Lobo
The ASUS EN8600GT TOP is just £99.

"Awight guvnor? I'm an apple-
and-pairs cockney me I am!”

c20 ,cou Everyone
wins a tpp?c game. i

Text your PC game-related nonsense to
87103, putting PCZTXT at the beginning
of the message, then leave a space, and
continue with your text - and don't
forget your name. Texts should be no
more than 160 characters long.

By texting PC ZONE you're agreeing

to receive details of more offers from
Future Publishing Limited and related
third parties. If you don't want to receive
any info on offers and promotions, please
text the word NO at the end of your text
message. Texts will be charged at 50p
plus your standard network tariff rate.

www.pczone.co.uk m “




three or four
years' time.

SANTA NAH

Please, please, please no

more PC ZONE Christmas

cards! The Photoshopped

results are too disturbing.
Bungle Bonce

Photoshopped? Hey, we
just turned up on the set
and the photographer
snapped away...

OLD AGEENVY

I envy the newest crop of hoodie-
wearing, happy slapping PC gamers.

I've seen the beginnings with a ZX81,
a ZX Spectrum, a VIC 20, a Commodore
64 and an Amiga 600. The now
laughable top of the range Pentium 166
was my entry into the personal computer
age, with the new fangled Windows 95.
Not for da kidz are the evil IRQ conflict,
problems with shared resources, or the
dreaded low memory notification.

L

‘1f you don't want tobe

disturbed, don't look.

" 'We want photos of you with PC. NEint
 locations. Candid celeb shots count double. Ev

12 m www.pczone.co.uk

letters, pc zong

[ envy them
because they are going
to see the birth of true
computers: possibly a 20,000GHz
AMD ‘evilbastard' 80-core 10,032-pin
CPU, with a 500 terabyte hard disk,
totally silent GeForce 2(million), with
total sensory immersion™ tech.
So, what do your older

. readers look forward to in the
next 20 years? Will Apple
take over the world with it's
sheer sexiness? Will we all
be playing PlayStation 8s?
Or Xbox 760's? Or will the
- PC, with its versatility, easy
se of communications, ease
of use, and ultra-realistic
gaming take over the world?
Chris

The thing I'm most
excited about is the
development of better
oice recognition and Al
magine being able to
hold conversations with
. characters in an RPG, or
shout at players on
your team to get into

In a few years your desktop PC could
... be as powerful as HAL from 2001.

the box in PES. I just hope that the
voice technology can progress to
recognising angry Northern.

ILLEGAL WARNING

Just thought I'd tell you a story.
Before I am judged, I have to say that
I've thousands of pounds of original
contemporary software both on my
shelves and locked into Steam!

1. Got latest PC ZONE.

2. Saw review for Peacemaker and
being a soldier, and interested in Middle
East politics installed the demo.

3. Instead of paying $20 for the game,
found a crack on Russian “Warez" website
with naughty pictures on it.

4. Opened up rar file, and put the exe
file in with the rest of the program.

5. Ran crack program, ignoring
Windows" warning.

6. Virus software alarms, informs of
malignant code, but cannot deal with it,
even after scanning machine.

7. Installed Ad-Aware SE.

8. Ad-Aware deletes malignant code.

9. Malignant code returns, slowing
games, causing pop-ups and making new
security icons on the desktop.

11. Downloaded Prevex 2, which
identifies four more other suspect files.

12. Bought Prevex for a year (£16).

13. Prevex 2 blitzes PC, taking two
hours and four restarts.

14. Computer now free of spy/malware,
and PES 2008 runs nice again.

I've learnt three things: don't download
cracks; virus writers aren't thick; and
Prevex is one top piece of protection.

I hope the readers learn something
from my experience.

Karl Hilton

Let that be a lesson to you Karl.

letters@pczone.co.uk @
g, 2 balcombe street, london, nwl 6nw £
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WHAT'S
ONTHE |
PCZHARD
DRIVE? |

TABULA RASA

Fast-paced space-action MMOs make us
happy in the pants, because, deep down,
all we want to do is blow up aliens.

THE DEER HUNTER
2005 DEMO

www.atari.com/us/games/deer_
hunter_2005/pc

This month's Jackass (page 116) had us
crying with laughter as we pointed,
waved, shot, and trophy hunted our way
into each other’s hearts.

WHAT'S ON
YOUR HARD

THIS MONTH:
PLUGHEAD
(AKA DAVID BROWN)

THE CHRONICLES OF
RIDDICK: ESCAPE
FROM BUTCHER BAY

Love that Triple-Max Security level. A
break from the dank mir
shining white hospital-esque setting.

FOOTBALL MANAGER
2008

Leading Liverpool down a road of
humiliating defeats, surprising victories
and tedious draws... much like real life.

ENEMY TERRITORY:
QUAKE WARS

Socks not just knocked off, but pinned
ruthlessly to the wall. Exciting gameplay,
great teamwork, superb performance
and well-balanced maps leads to an
experience that was much better than I
had initially expected. Top notch.

Warez sites can seriously
harm your PC. Avoid them.
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Can Valve follow The Orange Box with the most
exhilarating shooter of 2008? Looks like it...
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obody admits to zombies, but everyone knows one when they p AGE

Nsee one. We may have replaced voodoo with viral infections these
days, but Spider-Man replaced radiation with genetic modification,

and Peter Parker still climbs walls. If they're grey, they groan, and they rip

apart the uninfected, chances are it's a zombie - undead or not. How the

shambling hulks of attack meat became so isn't the issue in Left 4 Dead.

The issue is how well the hordes of dirty dead-faced swine force you into

a series of the most intense and dramatic setpieces we've ever played.

And after another visit to Valve's Seattle HQ to play it through, we're more

convinced than ever that this is going to be something unique for 2008.
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Everything that matters in the world of PC gaming

-

Water thoughts

EMEMBER GEFORCE 4
graphics cards? I do,
because upgrading to

one was what turned on the
amazing water effects in
Morrowind. I would spend ages
looking at that water, sometimes
just leaving my character standing
next to a pool while I did other
things around the room, pretending
my monitor was a tiny window and
that I lived next to a beautiful
rippling pond. Oblivion's water
wasn't as good. It was too reflective,
sometimes looking more like molten
steel than water. Half-Life 2's water
was alright though, it was both
reflective and refractive, which I
think was a first for PC gaming -
but its sea looked utterly
unconvincing. There were no waves,
and the texture repeated badly.

Of course Virtual Skipper rendered
the oceans extremely well, being a
boat racing game. Especially realistic
was its take on the tempestuous
North Sea - they just nailed that. Ship
Simulator 2008 had unforgivably bad
seas on the other hand. And you can't
talk about water without mentioning
BioShock, which holds the title of
‘Best Looking Non-Oceanic Body Of
Water In A Game'.

With all this talk of water, what
can we expect from 2008's wet stuff?
Will it be 'H?-woah' or "H*no"? The
smart money is on Alan Wake to give
us with some tasty fluid visuals, but
you can't discount Empire: Total War.

NEXT MONTH: We reminisce
about sky textures and how Doom's
was the best.

Stee ’\0&"3

Steve Hogarty, section editor

|

q So exactly what is
™% Multiwinia?

A Multiwinia is a kick-arse

AR wargame set in the world of
Darwinia - a totally digital world that

exists within a vast mainframe. Different

tribes of digital life-forms called the
Darwinians are fighting for control of

their world, and this fighting is becoming

faster and more brutal each day. You
take control of one of those factions and
battle up to three other players.

How does the Darwinia storyline
fit into what's going on here?
Multiwinia takes place after Darwinia.
Darwinia tells the story of how the
Darwinians learn to defend themselves
(with your help) and fight off an evil
invading viral force. But things have not

returned to normal - the Darwinians are

now warriors, with their own weapons
and fighting skills, and with more of a

sense of awareness of their surroundings.
Their innocence has been lost as part of
their survival. As their population grows,
disagreements begin to form in their ranks,
and the situation in Multiwinia is that
several different tribes in the world of
Darwinia are now at war, fighting over the
resources and locations of the world.

How are you adapting the tenets of
Darwinia into multiplayer form? Have
there been many changes to the
original plays?
It's been extremely difficult, but very
rewarding. We always wanted to do
multiplayer Darwinia but never had the
time, and it's a huge amount of fun. The
Darwinians really are unique in the way they
fight, and just watching massive battles
unfold is entertaining in its own way.

We've built a set of multiplayer games
within Multiwinia, each of which has
different objectives and play styles. Of

This is happening in
your PC right now.

BIOS BATTLES

Introversion's Chris Delay speaks to Will Porter
| about all things flat and pixelly in Multiwinia

DEVELOPER Introversion PUBLISHER Introversion WEBSITE www.introversion.co.uk ETA Summer '08

T

mulbiwinia
survival oF the Flatbtest
We see what you did there.

course you can play a standard tactical fight
for control of the map, the simplest game
type we support, and there is a lot more
possibility for craziness in some of the game
ideas we've implemented.

Darwinia was
story driven and
carefully paced, but
Multiwinia is all about
multiplayer action. It's
really a very different
game to play.

We've not been afraid to
rework or even throw away things that
didn't work, and we've always considered
this game to share only the setting with
Darwinia - not the game or the mechanics.
Multiwinia is a much faster, more aggressive
and more visceral experience than Darwinia
ever was.

What new viral units and buildings
are entering the fray?

The virus from the first game does
occasionally make an appearance, but for
the most part Multiwinia is about the
Darwinians. That said, players will
sometimes see external forces entering the
fray, but we're keeping quiet about the
details so as not to spoil the surprise.

A 4 L & L S L L B S L B L L S L L L S L

STO
PRESS!

UT3 PATCHED

Epic have patched UT3 to make it less consoley. The
HUD's been improved, the player limit's been upped,
and you can still frag non-patched players.

V Two Worlds: The Temptation has been announced, ;
i expanding the RPG into terrifyingly unreported new | doing a voice for an upcoming Leisure Suit Larry

i areas, and other stuff too probably. i game, so that's something to look forward to.

- LARRY RETURNS

i Some man on the Howard Stern Show said he's
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Wrath of the
Lich King

Look at those
mathematically
pleasing page numbers:
24,44, 64. You can tell
where the best stuff is.

- -
Mystic Will
William Porter wears
a hoodie that does
not belong to him
and pretends to
have mystical
powers. Pah.

his jaw along the
floor of ice cream
that is Valve's

new zombie shooter.

During that time literally thousands of
Darwinians will fight for their lives,
under your command.

How 'multi’ is Multiwinia? Will there
‘be anything special in terms of
leagues, tournaments etc?

You can play with up to four playersin a
game. We've arranged our game modes
and our maps in order of complexity - we

have plenty of simple multiplayer maps for
new players (which are still incredible fun), ~ War is hell! Fans of the Biosphere

and we've gone all the way up the range level in Darwinia will be at home: the

and some of our newest maps have fairly carnage that is caused by Darwinians f;
. fighting really is something to behold, LI FE Is A ROLLERCOASTER

BlackSite’s lead designer Harvey Smith has been open about
the shortcomings of his game at Montreal’s International
Game Summit, saying that “this project was so fucked up”. We adore
honesty, but really, publisher Midway must be boiling with publisher
rage after BlackSite's figurehead slated it days before its European
release. Now unemployed Smith reckons reviews were too harsh,
saying he would've given the game 80%o - 21%0 more than we did.

What else do those who dearly
care for the plight of the
Darwinians need to know?

complex objectives.

It can take anything from five to 30 and the nature of this game is really
minutes to play a complete wargame. different to single-player Darwinia. : ||| [ . 11
i It turns out everything in the bloody machine g e e
was virtually snapped in half, so everything -
except the CD drive has been replaced and slightly \_/, hg?ezeglch/\g;\rs :::gtmee
upgraded. What with new internet getting ==+ pricks who infest it, and is
) installed the next day, life is sweet like peanuts. faunched by his mg'e ifto the
i P ] e | skies, where he burns like a
. 5 At S comet for six months,
S e Ao inspiring couples everywhere
3 "(....T_ Tiscali don't turn up, and when 1 to make eye-watering sex.
. called they basically say, "Yeah
= = we didn't bother, but we'll give youa |51~ o
. call in three days to send someone

around who'll say whether we want to |

give you the internet and it'll maybe

happen sometime next year yeah bye".
i i i

-
o.....

i i H » |
{;-:\ Logs PC_ was sent, against his
N instructions, to his house, even

> get someone from Mesh to fix though he told them he wasn't there.
| his computer, Log is told that his lEventuaIIy he's coerced into picking itup |||

c ;-:‘ After two months of trying to)

BAD .......] on-site warranty doesn't work for ....] and lugging a massive, sharp steel box
TIMES really, really broken computers, five miles across public transport.
and they'll have to collect it. Py r—p—

SHIT! HOW LONG LEFT? DEADLINE

IT BEGINS AGAIN
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U0 'SPECIALREPORT

| How come videogame relea‘sw,e“da\té‘s are so |
\ unreliable? Pavel Bartgr plays the waiting game.

IEV, RUSSIA,
2006. A few
years into the

development of
STALKER: Shadow of
Chernobyl, the natives
started to go postal.
Despite hyping their interactive
nuclear assault since November
2001, the development team GSC
Game World had no end in sight.
Release dates had passed like
stops on a train route, but the
developers were determined, so
they buckled down: “"We'll
announce a release date when
it's finished,” they said. But PC
gamers were furious. First came
ventings on fansites, then the
developers began to
receive death threats.

Reporter
Pavel Barter

says Oleg Yavorsky,

w www.pczone.co.uk

"As you can imagine,”

Games have turned release dates
into Monty Python-esque jokes

senior PR manager, "it was hard for the
team to keep their ears and eyes shut to
the public and move forward.”

STALKER eventually pounced onto
shelves in 2007, and although it didn't
disappoint, it proved that release dates
are about as trustworthy as politicians.
These plastic promises anger fans and
drive developers to the point of nervous
breakdown, yet they're as common as
ticks on a stray cat. PC gamers waited
with bated breath, to the point of
asphyxiation, for Half-Life 2, but the
game took an eternity to complete.
Likewise, Half-Life 2: Episode 2 teased us
with expectation until its eventual
release, alongside Team Fortress 2 (nine
years in the making), in Valve's The
Orange Box. Doom 3, BioShock, Crysis: all
were delayed.

Meanwhile, other PC games - such as
Duke Nukem Forever, Too Human, and
StarCraft: Ghost - have turned release
dates into Monty Python-esque jokes.
When we eventually play these games,
we'll be flying around in hovercars. And

Twister’s less f-un without the dots.

STALKER took an
age to surface.

the fun continues: Spore's release has
been put back until at least April,
Warhammer Online was moved from
early this year to the summer, and who
honestly knows when the world will see
GTA IV?

SLIP SLIDE MELTING

According to Michael Goodman, a video
game analyst at Boston's Yankee Group,
sliding release dates are part and parcel
of the games industry: "This has been
going on for years." The main reason for
this, he says, is the amount of work at
stake - "hundreds of thousands of lines
of code” - and the fact that setting a
release date on anything that takes
production time of between 18 to 24
months is inevitably fickle.

Lara Croft creator Toby Gard, whose
PC game Galleon was due in spring
2000, but ended up slipping more times
than Britney Spears' garter-belt, agrees.
“"Pretty much every ambitious game I
can think of has taken years. If anything
studios are getting better at scheduling
to all the unknowns of development.”

These unknowns might include song
licensing issues, or censor demands, or
PC porting challenges (reportedly the
case with Assassin’s Creed, delayed until
early 2008). But lofty ambition,
combined with developer naivety, is
usually to blame. "Galleon? Oh man,”
frowns Gard. “That is such a long story.
I've wondered whether I should write
down the madness of the development
one day. It was a right soap opera I can
tell you. To cut that long story short
though, it was too ambitious. It was



Duke Nukem Forever's so delayed,
it doesn't look like this now.

basically an insane game design, so it
was all my fault.”

GSC Game World, however, delivered
on their bonkers ambitions. "STALKER
was the first large-scale project for us,”
explains Yavorsky. "The concept outlined.
in our design document demanded a ton
of various features. Some elements of
the design were totally new for first-
person shooter games, so a lot of the
development turned into a trial and error
process, which effectively cost time. That
said, we developed the game engine and
the tools in parallel with the game, which
didn't help save time either.”

Delayed games aren't always about
creative challenges, though. Ubisoft
recently announced that four of their
upcoming games — one an existing

Galleon: a long time coming.  §

franchise, the others "new brands” -
were being frozen until next financial
year, starting April 2008, due to
“positive trends” in Ubi's game sales. You
see, sliding releases are often strategic
manoeuvres - publishers can delay
games because they've already made
enough loot and want to save some
ammo in their cannon. Sly, but true.
"There's definitely a strategy to
release dates,” says Michael Goodman.

“Releasing a game is not dissimilar to the

thought process that goes into releasing
a movie.” But while a movie studio
executive would rather eat their own
feet than withdraw the latest Harry
Potter or Shrek from a summer schedule,
game companies do so without
hesitation. Why? "Because it's no great

Rapture was worth the wait.

Microsoft Flight
Simulator 2002

After 9/11, Microsoft pulled their
flight sim sequel. Aside from the
allegations that the terrorists use
flights sims to plan the attacks,
FS2002 featured the Twin Towers.

,

Unacceptable!

World War lll: Black Gold
The release date of JoWooD's RTS
about kicking arse in the Middle East
could not have been worse timed: a
few weeks after 9/11. The publishers
postponed the release as they “didn't
want to cash in", according to
JoWooD's marketing bloke.

il

W
L Scandalous! 8
& J5% v 4

il Controvers

Tom Clancy’s Rogue
Spear: Black Thorn

Clancy’s properties are prophetic,
like this tale of terrorism and plane
attacks. After 9/11 a Red Storm
spokesperson said “airplane
imagery” would be removed. The
game came out in November 2001.

Immoral!

Majestic

EA's alternative reality game (ARG)
was axed after Manhattan's World
Trade Center crumbled. The use of
freaky emails, instant messaging and
prerecorded phone calls, amidst a
conspiracy-laden plot, was too dodgy
in a paranoid post-9/11 world.

loss to them,” continues Goodman. “They
may show demos and game trailers,
there may be buzz about a game in
magazines, but they're not going to
invest marketing dollars in a product
that is not ready.”

STUPID GAMERS

If developers can't deliver on their
promises and publishers only launch
games when they feel like it, why have
release dates at all? Well, it's all a
marketing ploy. Release dates create
buzz and expectation. We hear about a
fantastic new~game and save our hard
earned: then the date slips, we bitch
about it, another date emerges, and we
get excited all over again. When the
game is eventually released, a year or
so late, we buy it anyway. Unlike the
movie industry, delayed game releases
do not always mean lost sales.

As for the industry, perhaps they
should cop on to the fact that a
groundbreaking title need not take a
lifetime to complete. The first Tomb
Ruaider took only eight months to finish
and even then the game had little by way
of a schedule: "We didn't know who our

producer was until the game was a
month or so away from being done,” says
Gard. "When we did meet him, his job
appeared to be to ask us what we had
still to do and how long it would take,
then tell us to do it in half the time."

Release dates burn holes in everyone's
calendars, but as much as gamers hate
their unreliability, rest assured that
developers are likely hate them even
more. "Developers are creative people, so
they need milestones to plan out their
work - otherwise the development could
go on eternally,” says Yavorsky. "At the
same time, ill-planned milestones can
make developers' lives miserable.”

So, hey, when a developer breaks yet
another release date, go easy on the
death threats. B
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. CALLOFDUTY4:
 MODERN WARFARE

five terrorist orgamsatlons in i
- Middle East.
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We can't wait to kickflip and
grind our way across Azeroth.

; Actwrsmn Bl|zzard is now the
hlggest publlshel in the world.

VIVENDI MERGES

WITH ACTIVISION

EA overtaken as French buy out COD4 publisher

www.activisionblizzard.com

IN A DEAL worth around $189billion, Vivendi
has purchased controlling shares in Activision,
merging it with Vivendi Games to make the
hulking power-ranger-esque ultra-group called
Activision Blizzard. By combining Vivendi Games
with Activision, Vivendi have created the biggest
games publishing house in the world, toppling EA
from their lofty peaks.

Activision, best known for Guitar Hero and Call
of Duty, add to Vivendi's portfolio games including
World of Warcraft, FE.A.R. and TimeShift, and
make a formidable, if not slightly worrying games
publishing giant.

Robert Kotick will take over as the Activision
Blizzard CEO from being CEO at Activision, saying

that he was “excited about the opportunities for
Activision Blizzard as a broader entertainment
software platform.”

With investments of $2bn from Activision, and
$1bn from Blizzard, the company is set to be the
biggest player in the MMO market, with the nine
million WOW fans no doubt wondering how this
affects them. The answer is simple: not much, as
Blizzard's hastily compiled FAQ shows.

As we go to press, Activision seem to be leaving
the WOW and StarCraft cash cows alone, as
Blizzard hasn't announced any changes in their
management, policies, games, or planned releases.
Rumours that you'll be able to play Guitar Hero 111
in Azeroth haven't been confirmed...



THE MAN BRINGING FOOTBALL HOME

MILES JACOBSEN - STUDIO DIRECTOR AT FOOTBALL MANAGER CREATORS SPORTS INTERACTIVE

SPORTS INTERACTIVE HAVE always been renowned for quality football management games - from the heyday of
Championship Manager all the way through to the imminent release of Foothall Manager Live. And Miles is their main man...

L’J Martin Korda FC 1 _ 5

Q So how is everything with FML
at the moment? What's the buzz

on it from players?

A It's all going pretty well. Beta

Gameworld 4 has just opened, so it's

quite hectic getting them up and running,

and new features are going in thick and

fast, whilst bug fixing too.

The buzz is really good - as long as
people aren't going into it thinking it's
online FM, they seem to really enjoy it, and
word is certainly spreading amongst
friends of those playing, judging by our
bulging inboxes for people who want to
be testing.

| Manager
oes MMO with FML

Every day a chunk of tat the size of
Scotland is breaking away from our
continent of tat, and it's all thanks to
the nefarious global warmering. These
tearaway tat tidbits float aimlessly
across the sea and on to eBay, where,
unless they're bid upon by you, they
will clog up a cormorant’s tail feathers,
greatly reducing its ability to dance.
You can stop this from happening by
bidding on our tat for charity. Look for
the 'PCZoners' tag on eBay, madam,
and stay classy.

Buy our tat at www.ebay.co.uk
All proceeds go to
charity. Honest.
www.entertainment @
softwarecharity.org

Have you introduced any game features

you didn't expect after getting player
feedback from the beta?

Loads. Acquisition fees, making the
federations more important, team
reputation, some match engine changes
(for which the FML beta has been
amazing), wizards, different game world
sizes, rated goal clips, a feedback system.
And that's just the tip of the iceberg.

Do you think there'd ever be a market
for an SI online foothall game where
you had to train your teams for weekly
matches, as opposed to the instant
ones FML caters for?

Yes - it's called Football Manager 2008,
and is available from all good, and some

bad, retailers now. You can play that online,

and play proper seasons. If you mean
spending the realtime week training
players, for one match on a Saturday, then
no, as I don't think there would be enough
for people to do.

What's your own team called? How's it
getting on?

THIS MONTH'S TAT

JERICHO FINGER
A bagged finger in
congealed blood -

| presumably inedible.

FOOTBALL MANAGER
CuP
Because where

o you put your dr

RACE CAP
Helps you pretend to be
1 Hamilton. Also incluc
free ginger hairs from Log.

GAMECOCKSUCKS.COM
T-SHIRT

Sniggerable "Nobody will
hardcore with me” top.

| Build your own team. And have it
heat England. Everyone else does. -

Caveman FC. Currently 23rd in Gameworld
2.1 was in the top five, then fell over time
to 200-odd, but have a squad that I'm
happy with now, so will be trying to get
higher next season, particularly after my
recent Cup Winners Cup win. Not that I'm
spending too much time playing the game
and getting into it, or anything!

Does developing FML get a rivalry going
in the SI offices?

ITEM TITLE
RACE JACKET

.~ “race track or something.

corpse to Garriott.

TABULA RASA CUT-OUTS

we promised.

Now people will think you work on a

HAH! They weren't seven foot tall like

WORLD IN CONFLICT SKATEBOARD
Use this to commit crimes. We compel you.

Los Rojiblancos®

Rhnkidl 28tk

There are a handful of very competitive
people at ST who do tend to take it very
seriously. There hasn't been a fight, but
there have been people not communicating
as freely as normal with others, and
muttering rude words about people under
their breath. Of course myself and Ov
Collyer would never stoop that low, instead
Ov will send an ingame message to
everyone in the gameworld, then I'll have to
retaliate in some way.

INeverdseemyoullookinglasilovelyfasiyouldid]
tonightineverdseenlyourgtatisolbright™

 THETAT BOARD
| COMPARE

SOLDFOR BIDS

MORE TABULA RASA DOG TAGS
Now if you die the doctor will send your

£1161 8
£11.00 6
£6.00 8
£26.00 6
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that PC gaming can offer, then you're
wrong, wrong, wrong.

Go outside now and flagellate
yourself with a USB cable. Suitably
admonished? Good, because here,
packed into more than 40 pages, we
have our massive preview of amazing
games heading your way in 2008,
featuring such treats as Valve's zombie
shooter Left 4 Dead, the new Command
& Congquer shooter spin-off Tiberium
and the joys of Far Cry 2.

We also see the return of our
mysterious Mystic Will (OK, it's obviously
Porter), who will be turning over the
gaming tarot cards to see - and hazard a
guess at - what titles will be announced
this year. So, settle down, rest those
aching self-harmed limbs and suck up
the gaming goodness...

IF YOU THOUGHT 2007 saw the best
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It's my job to do the game justice: to crowbar &
open your ribcage, straddle your chest, and -
punch your heart into your half-closed mouth /
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The military will be here in two minutes,

and Jon Blyth is covered in vomj

WEBSITE: www.l4d.com ETA: QL

its first announcement, been met

with a barrage of pre-emptive
plaudits. From the two hour queues at
QuakeCon to play a beta, to the months-
long salvo of previews that have had a
steady trickle of journalists come away
hugely impressed, and mostly with the
frustrating confession that "no preview
can do this game justice - you simply
have to play it."

You can see my dilemma - to
make this feature anything less than
redundant, it's now my job to try and do
the game justice: to run my fingers down
your spine, crowbar open your ribcage,
straddle your chest, and punch your
heart into your half-closed mouth. T'll
try my best, but if you find it difficult
to conjure extreme emotions by reading
about someone else playing a game,
you can recreate the feeling of playing
Left 4 Dead by simply writing an email
describing how much you hate someone.
Leave no aspect of their character
unassassinated - really let rip. Then
contrive to accidentally send the email
to that person. The dread, palpitations
and foul language that will result are
identical. If you do this in a room
full of people trying to murder
you, the illusion will be
complete.
Chet Faliszek,

the game's writer
and one of the
funniest parts of
the internet since it
was all HotBots and
AltaVistas, meets me in
Valve's furry-strewn foyer.
After a walk around the
Left 4 Thanksgiving Valve
offices - during which
time I trade an alarmed
glance with Gabe Newell

I EFT 4 DEAD has, in the year since

=

L2
before burying my face shyly in a plush
headcrab - I'm delivered to the
playtesting room. Chet takes his place
behind me, and he'll be offering me
advice and information as I play through
the new rural map, which culminates in
a farmhouse stand-off surrounded by
cornfields. It's classic, it's cliché, and it's
five decent-sized stages away from the
temporary campsite I find myself in now.

Like the other maps, each scenario
is broken up into five large maps,
punctuated by safe areas where you can
reload, patch up and see who was letting
the team down, in the form of stats,
achievements and team betrayals.

KEITH RURAL

The new rural level has an extra layer
of creepiness over the urban; it feels
more open, and the brick of a city is
always going to feel safer than a fading,
endless forest. This is particularly true
of a forest that generates zombies.
Whereas the city level has a great line
in claustrophobia, and keeps you on your
toes with vertical combat, the cornfields
level is that more fundamentally
terrifying thing - a level where there is
no safety, nothing to put your back
against. It's especially true
in the final dash through
the cornfield, running
nearly blind and just
hoping that the
zombies won't
% arrive before you
get the doors
closed. You never
see them spawn
(that would be
shit) but they've
got the uncanny
ability to be
suddenly
there. For

www.pczone.co.uk mﬂ 25




GAMESOF2008

Left 4 Dead encourages you to work together
in the most sensible way possible: by killing
anyone stupid enough to get stranded

“Don't move, or I'll blow your
cuticles to kingdom come.”
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. i
The fact that they're not real g
zombies is scant comfort. :

the living dead (pedants please read
‘those infected with a horrible disease
that turns them into cannibals’) they've
got a real dramatic flair.

Having been assured so many times
that the gameplay was beyond the
human capacity for description, my first
thought was, this is pretty much what I
expected. The four characters - John
Everyman, Tattooed Biker, Freshly-
Weathered Rich Girl and Grizzled
\leteran - are unchanged, and are as
much a part of zombie canon as putting
too many vowels in the word ‘brains’.
They all play identically too, which'll
reduce the bitching about who gets to
play the cool biker.

The weapons range hasn't been
extended, either — a choice of pipe bomb
or molotov, SMG or shotgun, and a
medkit each. It's certainly not the most
expansive set of weapons, even with
the auto shotgun, assault rifle and
hunting rifle that become available at
later checkpoints. But what did you
want: bio-rifles and portal guns? Left 4
Dead keeps a tight focus on what it is; it
don't need no stinkin' gadgets.

THE FRIENDLY SOCIETY

Co-op games often let you get away
with letting you not play co-operatively.
Larger group games all allow solo

The Director says you can have a little rest.

tacticians to profit from their lone
heroics. Left 4 Dead encourages you to
work together in the most sensible way
possible: by killing anyone stupid enough
to get stranded. Zombies can appear at
every available entrance, necessitating
someone to cover your back. The Smoker
and Hunter have incapacitating attacks,
forcing teammates to rescue their
friends by getting close and slapping
them off. You can revive fallen mates
during their bleed-out time, but doing

so incapacitates you for a short while:
so should you? That depends: is the area
clear? Are you sure? Are you covered

by your other two friends? And most

importantly, has the clumsy prick been
shooting you in the legs?

Left 4 Dead is not easy; viral
armageddons so rarely are, as Noél
Coward might say after a sip of tonic
water. But it makes for some great
moments of stress, drama, triumph and
overwhelming failure. The dash for the
safe holes with a gang of infected
athletes chasing you down is pure 28
Days Later, and the degree to which that
feeling has been recreated in a game
without any real script is incredible. It's
all thanks to an awareness and
love of modern zombie movies.

And having lots of enemies.

Zombie checklist

| Are the cannon fodder canon?

x A Zombie's Weak Spot Is The Brain
In Left 4 Dead, a bullet anywhere will

kill a zombie. They do, however, fall over

very slowly, causing you to waste ammo on

an already dead undead dude.

J Zombies Groan A Lot

x One Bite Means You're A Zombie
One bite means you've lost a hit of
health. Even if you get knocked down,
you get bleed time which allows you to
shoot pistols from the floor, and should
your bleed time run out, you'll be placed

. later on in the game for your friends to find.

J Zombies Can Run Nowadays

x If Your Wife Turns Into A Zombie,
She'll Stop You From Killing Her By
Saying Your Name Immediately
Before Turning Back Into A Zombie And

Then You Shoot Her
This doesn't happen at all in Left 4 Dead.
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And yet, they all get along.

Go team!

THE SMOKER

'| The Smoker's cloud is
claustrophobic and
pitch black, although
it doesn't cover a
large area, and gunfire makes it
flash yellow in a manner that is
blinding even if you're just close
to the smoke. Plus, if the bugger
loops you with his 50ft tongue,
you've only got a second to shoot
him off, otherwise one of your
mates will have to rescue you.

THE HUNTER
The Hunter jumps
'| around like a spring-
loadled shitbag, and

: if he gets too close
to you he'll knock you to the floor
and wail on you. Just like the
Smoker's tongue, you'll need a
friend to release you. The Hunter
has an attack-and-retreat style of
play, and is the one I grew to hate,
and waste most ammo on.

F/ 4
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How those Super Zombies will force you into working together

THE BOOMER

The Boomer is your
Doom 3 fat zombie,

| only more pustule-

~ ridden and completely
explosive. It's not much of a life, to
be honest. Walking around, puking
on people (once puked on, the
hordes of infected will home in

on you), and exploding the second
someone shoots you. Still, who am
I to judge? I'm sure some Boomers
live very happy lives.

] THE TANK

~ | The closest the game
has to a boss,
everything tends to

go alittle bit quiet
before a Tank turns up. Then his
theme tune kicks in, and it's up to
everyone to focus their attentions
on him. Working together, he's
manageable - but one or two
people will quickly find themselves
buried under his charge attacks
and the ground he slings at you.

THE WITCH

The Witch forces
everyone to stop
firing, turn off their

| flashlights and get to
an area where they can start
defending themselves against the
regular infected again. Basically
she shits you up more than
FE.A.R's Alma ever could, because
she's not a tarted-up cutscene.
She'll tear your soul apart, baby.

(e
|
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I The four characters are as much a
part of the zombie canon as putting
too many vowels in the word ‘brains’

Take one moment, when a Boomer
had vomited on my friend, and the
regurgitated pheromones had turned
him into a zombie magnet. He crouched,
allowing me to pick off the zombies
without puncturing his cheeks, and
between us, we killed them. What 1
hadn't noticed was that a queue of
zombies had formed behind me, trying
to get to my vomit-sodden chum. My
monitor was completely and suddenly
full of zombie. Lunging, ash-grey zombies,
as close as they could be to my face
without the whole thing feeling erotic.

I'm almost tired of saying and
thinking "it's like a bloody movie” - T
don't think I've heard anyone saying "it's
like a movie” about something that so
obviously isn't a movie since 9/11 - but
this is possibly what people have been
struggling to get across; the reason
people are saying you have to play it to
feel it. Because The Director manipulates
your emotions to the point where you're
glad to stop playing, open the curtains
and rest your dilated pupils. But the
options play through your mind, the
missed opportunities, the room for
improvement. And you want to play
another game right away.

THE DIRECTOR'S CHAIR

Have I introduced you to The Director?
You've possibly heard about him; he's the
playful AT mastermind that'll be toying
with your adrenaline levels. Given that
zombie hordes don't have much
intelligence to draw on — uncuddly
noggin chompers that they are - the

cleverness lies in their deployment, which
is governed by The Director. No area is
safe, and no area is a guaranteed
carnage bomb, so you can never be sure
around which corner, or from which
patch of forest the hordes will come.
Instead of scripted moments, the game
decides what to do based on preceding
events, so you'll end up forced to trust
your sense of dramatic timing, rather
than map memory.

If you've just had a prolonged
onslaught of hell's overspill, then The
Director will loosen the thumbscrews,
and give you some dramatic respite.

If that sounds generous, it's not. Your
nervous system may have briefly jammed
Left 4 Dead's shredding machine, but

the machine’s still plugged in. Once The
Director reckons you've had time to

calm down, on they come.

The exact algorithms are, of course,

a mystery; all I can pass on is that in its
current state, it gives you an excellent
sine wave of stress, and is - yes, yes I
know - as much like a bloody film as any
game without cutscenes, a script or
sweeping aerial shots of Cardiff can be.

The music is an important part of
that film-like experience, and smart
players will take cues from the heralds.
The Tank has a particularly dramatic
theme tune that warns everyone that the
game's superpowered bullet sponge is on
the way. Rather than ruining the surprise
(how much fun would that surprise be,
anyway?) it gives you and your team a
chance to organise, to regroup, and to
focus your firepower. The Tank will




Lucio Fulci it ain't.

& e

Cornfields: where zombies build their nests.

screw you over unless you're all working

together to chip away at his hit points.
Behind the music is Mike Morasky, a

prolific musical genius whose career

spans many groups and styles. However,

there's a golden thread of churning

atmosphere running through much of his

back-catalogue. Play Left 4 Dead while

listening to Milk Cult's Love

God album, for example,

and the journey back

to inner peace will

be a difficult one,

characterised mainly

by scratching your

own forearms and

glancing at the

doors. His L4D

score is less

experimental,

but thanks to

the clues it gives

you about what

might be around

the next corner,

it's plugged just as directly into your
emotional response centres.

While we're on the subject of prolific
and uncomfortable musical legends, the
experimentalist Mike Patton voiced the
infected. Portal fans with a love of
Patton'’s side projects may also be aware
that he voiced the gibbering of GLaDOS's

final, angry orb. Cool? Not much.

SHIT! WITCH!
“Turn your flashlight off!
Don't look at the witch!”,
commands Chet. The
Witch is the game's
Ring piece, a sobbing
girl who only surfaces
from her lachrymose
reveries to rip you apart
with one hit. For that
reason, it's considered
nt not to shine your
h on her, or shoot her. I

be writing about the Witch, and I'd look
like a proper ‘nana if I came back from
Seattle to write "T didn't want to look at
the Witch because she was a bit scary”.
So I snuck a crafty sideways glance at
the slouchy mare, just as a teammate let
rip with a volley of machine gun fire.

I'm not sure if this was simply to
show off her powers, but it certainly had
that effect. Sobs became a crescendo of
screams, and the inert girl who wouldn't
have looked out of place keeping a
YouTube vlog began killing us. The guy
who'd shot the gun was the first to go,
but she came after me straight after,
perhaps in payback for my crafty
glancing. Everyone else had run off
by this stage, leaving me with about
20 seconds of bleed-out time to stare
at the now-purposeless Witch, who
resumed a kind of hopeless, agonised
writhing which would have looked pitiful
if she hadn't just butchered me.

Eventually, players will be able to play
as the Super-Infected, but that's not

I'd shoot sooner rather
than later, mate.

being shown to critical journalists at
this point. In dead mode, however, I did
get to see what it might be like; letting
my camera follow a Boomer, I saw
whole areas of the map invisible to the
living players, with short cuts to facilitate
ambushes - even a couple of inert
regular infected zombies. Portal's Kim
Swift mentioned that she enjoyed
playing the Infected most of all, and
it looks like it might be slightly more
challenging. While there’s less of a
definitive sense of victory, it's sure to
offer plenty of big dumb fun for people
who love to ruin other people’s games.
1t feels like I could write forever; but
time, word limits, and the scowls of
a production editor who's married a
deadline mean I have to stop now. Do I
think I've managed to get across the
experience of playing the game? Of
course not. The best I can hope for is to
get across flow much I enjoyed it - and

. try to infect you with my impatience for

the final game's release.
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| Clear Sky's settings are urban and
rural, often at the same time! 5

STALKER:
ClearS

“There's a storm coming” mutters Will Porter. Despite all signs to the:cotitrary

WEBSITE: www.stalker-game.com ETA: Q2

HERE'S NO DOUBT about it. 2008

is the year of the free-form shooter,

with Far Cry 2 and GSC Game
World's Clear Sky leading the charge.

A prequel to Shadow of Chernobyl,
Clear Sky begins in radioactive hogs and
progresses over a mix of terrain either
entirely new or cleverly remodelled from
the original. The game not only includes
STALKER features first coded way back in
2003 (and then cruelly excised), but brings
an entirely new dynamic to the wastes.

R‘éminiscent of south London.

"Once you decide to go join your chosen
faction, you'll open up lots of new gameplay
possibilities,” explains GSC frontman
Oleg Yavorsky. "Each faction has a main
hase where a number of characters are
encountered, such as clan leader, trader,
mechanic. Each faction possesses unique
information, missions, weapons, equipment,
upgrades and the like."

And so the A-life brains within each
gang of gasmask-wearing miscreants will
wage endless war over territory, resources
and scientific outposts. The more of these
your faction is able to capture, the more
grunts you'll be able to enlist and the better
the tech you'll have access to. Importantly,
if you wait to screw your lot over then
there's nothing stopping you. "No-one can
stop you sending your faction to hell," nods
Oleg. "This is the Ukraine - for the right
amount of dosh you can do anything!”

The new Red Forest area is
characteristically battle-scarred.

Wage endless war over territory,
resources, and scientific outposts

One of the main things GSC are drizzling
into the game code at the moment, though,
is improved combat Al - improving your
foe's know-how when it comes to taking
cover, the ability to carry pistols and
equipment in separate hands, and a far
greater capacity for flushing you out of
cover with grenades. And, of course those
interface improvements the first game
begged for, plus a revamped weapon
system and far more refined techniques of
artefact search, retrieval and application.
Major time is also being spent on polishing
all-new locations such as the Red Forest
(seen here for the first time in return for a
plug for Yavorsky's Ukrainian death metal
hand Firelake) and the lost city of Limansk.

“Limansk was a sealed-off scientific
town, where secret government
programs were developed,” explains our
man Oleg. "It's fully autonomous and
somewhere in it there's an extensive
network of underground laboratories.”

What's more it's something of an
Exclusion Zone hot potato since recent
fallout has rendered it a path to the
reactor - making it a hub of conflict
hetween the prime rivals that are the
Freedom and Duty factions. Add to this
an increase of danger, scorched earth
and oddly truncated greenery in existing
areas and Clear Sky could take the dark
horse that was STALKER and make
something even more fascinating.
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Rainbow Six: Vegas 2

Barry Manilow tickets on stand-by...

WEBSITE: rainbowsixgame.uk.ubi.com/v

tenth anniversary of the Rainbow

Six games, until it inevitably slips,
Ubisoft are taking their own brand of
squad violence back to Sin City. Currently
boasting 'better graphics!’, ‘better

CONVENIENTLY TYING INTO the

multiplayer!” and ‘better levels!’ - it's more

likely to be ‘more of the same!” with 'less
dull bits that aren't actually in Vegas!'
Still, the Nevada pleasure capital

remains a thoroughly engaging city to blow

up - and there are a ton of real-life casinos
and bars ripe for the plunder in terms of
design inspiration.

Details remain slim on the actual
plotline, but we can all-but guarantee that
hostages will be taken, money will spill
metaphorically from smashed fruit
machines and neon lighting will be
decisively smashed. Presumably there'll

be no authentic recreation of the prostitute

adverts that litter every piece of pavement
in real-life Vegas, nor enough roller-
coasters, but you can't have everything.

Turok

egas ETA: March

French for ‘you are great’, apparently

NEW DEVELOPER and publisher
Afor gaming's famous dinosaur

hunter, and Turok has the potential
to be a decent (if console-heavy) shooter.
As ex-commando Joseph Turok, you have
to hunt down your black ops mentor on a
planet teeming with flesh-eating reptiles.

You can play through the levels stealthily,

with the knife or bow for example, or go in

Above a 38-inch waist and
they start to have problems.

WEBSITE: www.turok.com ETA: February

dual guns blazing, but the AT will react
accordingly, whether they be giant dinosaurs
or evil soldier henchmen dudes.

With the ancient Trespasser still the
only touchstone for a decent dino-shooter
on PC you can't deny it has potential. Lush
forests, beefy weapons and plenty of the
trademark gore - fans could be, wait for it,
in "T-rextasy". See what we did there?

e way to get noticed
by the bartender.

The Crossing

Or, perhaps, 'One Fight in Paris’

WEBSITE: w

ET IN A clash between two parallel
Srealities, one a violence-ridden

Parisian nightmare and the other a
France in which the Templars came into
power in the Middle Ages, The Crossing is
doing interesting stuff with multiplayer
without jumping on the co-op bandwagon.

This is down to letting you play within

someone else’s single-player adventure

rkane-studios.com ETA: TBA

(adding human smarts to the usually Al-led
grunts he faces Left 4 Dead style), or even
having you traverse full-on battles between
other players while on your solo adventure.
Known by the developers as 'Cross play’
it's a concept as exciting as it must be
impossible to code. Still, it's backed up by

. the fact that it includes grappling hooks.

And everyone loves grappling hooks.
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Freud strikes again.

p—

WEBSITE: www.horderlandsthegame.com ETA: Q3

HE MOST EXCITING thing about

Borderlands is that it's very similar

to the '80s space western cartoon
BraveStarr. In fact, apart from the
notable absence of Confederate little
people in smocks and sentient,
anthropomorphic robot horses,
Borderlands is just like it - but with more
extreme violence. The second most
exciting thing about it is that it's a little
hit like the ill-fated Firefly TV series as
well. With that in mind, let us proceed.

Much as in Pitch Black, if you'll

forgive a third comparison, the
concept is that mankind has settled
on a seemingly unoccupied planet
(har the rumoured alien technology
that lies beneath its arid surface), but
unfortunately they've just turned up
at the wrong time of year. Come this
planet’s long-awaited spring equinox,
things are going to get a little more
crowded when the hungry aliens awaken
and attack, with elephants that have
faces like lady bits and are actually hives

for flying red dragons leading the charge.

The game’'s set-up is one of linear plot
missions, often issued by the Mayor of
Newhaven, a sultry femme fatale with
‘Two Face’ scarring down her phizog,
and a raft of side-quests that see you
clearing out alien caves, searching for
valuable kit or dealing with troublesome
bandits. You'll be accompanied by an
odd lady called Lilith who's become a
smidge infected by alien powers beyond
our ken, a hunter called Mordecai who's
turned a local beast into a loyal pet,
and a man with a computer in his brain
called Roland - much like Daryl from oft-
forgotten '80s flick D.A.RY.L. only with
guns (and that's the last comparison).

In many ways this is a slight variant
on the STALKER model - albeit without
quite as much AT cleverness or that
strange tendency to swamp you with
fear in the manner of Douglas Adams’
Total Perspective Vortex (OK, that really
was the last comparison).

With four player co-op, an intriguing
mix of scripting and random encounters,
chasing bugs across vast alien plains, a

; Boerlands

In a distant time and far away place, a worried Will Porter floats deep in space

l Things are going to get more crowded
when hungry aliens awaken to attack

bazillion different weapons (seriously:
a bazillion - ridiculous but true), it's a
riveting opportunity to take the FPS to
a new and interesting place. True, the
driving sections look as if they might
be better at home on a console, but the

s’

frontier ambience is nothing but
a winner.

But why call a newfound planet
that you're digging holes in ‘Pandora’?
Do these future-colonials know
nothing of Greek mythology?

g 2

“Guard it? I can't even see it.”
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DeusEx 3

Jamie Sefton gets excited about the
return of nanotechology’s finest

the rumours of a proper third instalment of Ion Storm’s sci-fi RPG/shooter

series were rife in 2007 after a series of comments by Eidos’ Gallic
counterparts in France and Montreal. A promo movie was released just before
Christmas - but what do we actually know about Deus Ex 37

HALLELUJAH! DEUS EX 3 has now finally been officially announced, although

Not as popular as a
Big Brother vote.

Augmented babies - the future.

Eidos - cock this
up and you die.

Games journos get
this treatment.

WwEDO

yos *
W NTED

A

DeusEx 3

This is proudly Deus Ex 3 not 'Deus
Ex: A New Beginning' - it's a proper third
game, showing the unfettered ambition
of developers Eidos Montreal.

Hello BioShock

Deus Ex 3 will be a multi-format
game. We're confident Eidos will have
learned what can go wrong after the
dumbed-down experience of Deus
Ex: Invisible War, and instead make a
sophisticated gaming experience that
both console and PC owners can enjoy.

3 Prequelitis

An image from the low-res DX3

movie (absent from the hi-def version)
shows someone casting a vote in a box
saying 'Biopolitic Vote 2027". Deus Ex

was set.in 2054 and Invisible War in

2074, so is this a prequel ?

EMILE

The robotic foetus is called 'EMILE'
and it may bé the first augmented
human to be created. The trailer also
hints at public unrest, showing riot police
and signs saying "We do not welcome
augmented people here”, suggesting a
theme of intolerance a la X-Men. Other
images include a nanotechnology-filled
female embracing an entirely biological
male, again alluding to an earlier clash
of science and morality.

Endings

Another possibility for the setting
of the new game is that Deus Ex 3 is
set in a universe based on one of the

This is EMILE - a
relation of Denton?

endings from Invisible War, where
the Templars are attempting to wipe
out nanotechnology augmentation by
dictatorial means.

Development team

We can confirm that Eidos have
been in discussions with at least one ex-
developer of Deus Ex 1 and 2 about the
possibility of further involvement.

Themes

"Who we are is but a stepping
stone to what we can become.”
This theme of progressive human
development is echoed in other images
from the game’s trailer, including Da
Vinci's human anatomy drawings, and
the Greek letter 'phi’, the symbol for the
mathematical marvel the Golden Ratio.

Music

The soundtrack of the promo
movie is a remixed version of the original
Deus Ex theme tune.

Engine

The game is to be built on the
Tomb Raider: Legend engine, presumably
improved and updated to reflect the
standards of the futuristic world we
live in. Or not.

'I 20087?

Deus Ex 3 is part of our 2008
round-up, but the game is still very
early in development, so it's a very real
possibility that we're looking at a 2009
release. We'll have an exclusive first look
at Deus Ex 3 in a future PC ZONE.
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Dead Island

Jamie Sefton forgets Club 18-30 and books a package tour

in a completely different resort from hell...

WEBSITE: www.deadislandgame.com ETA: 2008

OPE, DEAD ISLAND isn't the

latest ITV reality show for

necrophiliacs - this is a new
survival horror from the makers of
half-decent cowboy shooter Call of
Juarez. Kind of a bloodthirsty Far Cry-
meets-Lost-meets-Resident Evil, Dead
Island is set on a tropical paradlise that
inexplicably becomes a holiday haven
for a different kind of evil tourist that
likes to eat brains (and put their towels
by the pool at sunrise - probably).

After a plane bringing you and your

wife to the island crashes, you wake up
on a beach, alone, with only a huge
array of weaponry for company, as you
begin your desperate and frightening
search for your beloved. Dead Island is
a free-roaming game, so it's up to you
how you proceed and where you go,
whether it's straight into the nearby
hotel complex to check in and headshot
a half-naked zombie sunbather or trek
into the tropical forest for a nice bit of
sightseeing and undead immolation.

(ilﬂly be things far more hideous
mbie women in bikinis”

Marcin Piéro promises scary things in Dead Island

"There'll be a lot of different
environment settings, interiors and
outdoors with challenging landscapes,”
says product manager Marcin Picro.
"We've designed a huge, realistic-
looking tropical island with roads,
infrastructure, marinas, pool bars and
a dynamically changing ecosystem that
reacts to the spreading of a zombie
epidemic. You have the option to
backtrack to previous locations to
complete tasks that you didn't
complete, or plough on aheac.”

FREE YOUR BRAINS

Dead Island will feature a whole army
of undead nasties, from the lurching,
moaning classic species from George
Romero's movies, to the fast-moving
monstrosities like those in the 2004
remake of Romero's Dawn of the Dead,
all controlled by a planned AT system
(or rather an ‘Advanced Artificial Life
System'’ as developer Techland would
have it) that will create spontaneous
individual and group behaviour.

"The zombie's main aim is to find
food - well, flesh - human flesh at
best. They've got some memories of
their previous human life, which is why

you can find them around the places
where they used to hang around, like
hotels,” continues Pioro.

“You can also take advantage of the
zombies' primal instincts to take out
tougher non-zombie enemies. For
example, you can act like bait and
gather a few slow zombies to follow
you and let them do their thing with an
opponent you can't handle by yourself.”

This ability to use the environment
and Al to your advantage has been
used most recently in STALKER and
BioShock, and again, your choice of
allies in Dead Island will ultimately
affect the storyline and finale.

“Yes, there are role-playing elements,
with dialogue choices, interactions with
NPCs and side quests. The non-linear
gameplay means you'll have a lot of
choices to make, different tasks to
accept, some of which will help or harm
you, and every completed quest will
have an effect on the game world.”

However, for me the most exciting
aspect of Dead Island is the amount of
gore and blood-splattering that'll be
present, with a detailed damage model
for violent zombie kills of the Soldier of
Fortune variety. So when you smash a
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| Ibiza's gone downhill.

baseball bat into a zombie's chest, you'll
see its rib cage cave in fromthe blow.

Techland are describing Dead Island
as a first-person melee’ game rather
than an FPS because you can pick
up and use objects to kill the undead
around you - not unlike Capcom’s
excellent Dead Rising zombie-in-the-
mall game on the Xbox 360.

"We assume that you will fight with
everything you find and what you can
handle to carry,” says Pioro excitedly.

For example when you are in the jungle
you can find a branch or rock, in the
hotel kitchen you can pick up a frying
pan or a meat cleaver.

"Although we're focused on melee
fighting rather than shooting, there
will of course be guns on the island,
but the combat system also gives you

the chance to take advantage over the
opponents by using the environment.
Places like pools filled with water,
electric fences, gas supplies and so on
provide great opportunities to deploy
traps - and you can also combine
those elements.”

"

Yep, I think there's an eyelash in there..

"

DEAD FUN

So what about multiplayer? Well,
with Valve and Turtle Rock's amazing-
looking Left 4 Dead being released early
in 2008, plans are in place for co-op
play mode (although not in the single-
player storyline unfortunately) and
some other surprises, as Techland
“don't want to make another standard
multiplayer shooter.”

Dead Island is a fantastic premise
for a game, although it's too early to tell

Lovely day for the apocalypse.

whether the developers have bitten off
more flesh than they can chew with the
ambitious free-roaming levels, emergent
gameplay, interactive environments and
gore physics that accurately simulate
injuries from different sources.

One thing they're sure of though, is
how scary the game will be: "There will
be things far more hideous than zombie
women in hikinis.” B

www.pczone.co.uk PEZONE 39




Doing his best to avoid
directly quoting AC/DC,
Will Porter puts his
love into you

WEBSITE: www.brothersinarmsgame.com ETA: March !
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HEREAS FORMER BROTHERS
in Arms games focussed on
victorious moments in World

War 11, Hell's Highway concentrates on
Operation Market Garden: the last major
Allied defeat in World War II.

"In the first game it was like the first
Star Wars, with Carantan like the Death
Star where all the Rebels band together,”
explains head of Gearbox Randy Pitchford.
"This story is more like The Empire Strikes
Back. The bad guys are on top. Itis not a
good day for the Allies."

This is a somewhat grounding statement
after sitting through the tales of Gearbox's
developers interviewing gruff veterans and
seeing them break down in tears.

Market Garden was an attempt by the
Allies to gain a fast route into German
territory to end the war quickly and

¢ There's inevitably a bit more human
tragedy amid the urban combat.

i

efficiently - sending paratroopers and
gliders over the frontline in an attempt to
secure roads (including what became known
as the Hell's Highway) and bridges (including
that famous Bridge Too Far) to allow for a
high-speed armoured advance to Berlin.
Despite some valiant holding out against
enemy forces, defeats along the line meant
relief for the furthest-flung troops never
came and many lives were lost. It's into this
maelstrom that returning hero Matt Baker
(you) is flung at the start of the game, and
as the head of a reconnaissance team you'll
get to see a number of this event's hotspots.

SLIGHT RETURN

Let's get this over with: right at the start of
my time with the game it became blindingly
clear that this is not a re-invention of the
wheel - it's another Brothers in Arms game.
Yes, it's easier to shoot the Hun. Yes, cover is
now destructible. Yes, gardeh furniture can

Good job Holland has °
convenient walls.

o

Thatched roofs - a treat
for Nazi flammenwerfers.

It became blindingly clear that this
is not a re-invention of the wheel

The new bazooka team conjures up '
all manner of destructive options.

now be vaulted with finesse. But if you
weren't convinced on the last two tours of
duty then the third iteration will find it hard
to snap you to attention. This is fine for me
though, as I see the franchise as much a
high-risk puzzle game as a balls-out shooter
and enjoy the games more than my peers.

As usual, the tale is told with a stab at
panache, opening in a burning hospital in the
fire-bombed city of Eindhoven with events
that take place two-thirds of the way into
the game proper. Something dreadful has
happened, one of your blokes has been shot
up, and as you progress through the building
(alongside handy tutorial reminders of how
to shoot people) it becomes more and more
evident that Baker is a little unhinged by
affairs, and is imagining stuff. Just when
you're noticing how lovely the wafts of
smoke emanating from your gun and the
tinkling of bullet casings is though, you're
thrown back in time and to a British airstrip
before all the incursion began.

Again, this is a BIA game so it looks like
some of the rather more cloying dialogue
and slightly top-heavy matey rambunctious
is returning. Indeed, it now includes a young
soldier who's too young to be there but has
been included at Baker's request (who might
as well have a sign next to him reading
‘Shoot me!") and an English bloke who has
lines like "You don't know bollocks!". It's a
Louisiana Action Man tea party and every
stereotype seems to have been invited.

CUT ENGINES

Soon though, you're in the front
seat of a glider wafting into enemy
territory with orders to group up,

N
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There are definite nods to BlIA's
lower-brow squad shooter rivals

“Crap. There goes
my lift home...”

and meet up with the Resistance and
protect other landing sites from the roused
German forces. So once again, you're
ordering machine gun teams or three man
assault teams behind cover and to suppress
enemy forces, as you creep behind carts
and haystacks with an eye to flanking your
opponents. Levels may be authentically
designed, but top-down they're still a
sequence of metal tubs and fences designed
with your progress and enemy Al funnelling
in mind.

A key twist to the BIA template is that
cover is now breakable - sheltering behind
the metal hulk of a delivery van caused a
shock when the doors fell off - and you can
order your blokes to.destroy any cover your
foes might be hiding behind too.

Now I wouldn't describe this as being
watered down, the ethos of the game is still
there bold as brass, but there are definite
nods to BIA's lower-brow squad shooter
rivals. Primarily, there’s a new third-person
view for when you dig in behind cover that's
a little Gears of War-esque (and perhaps
needless) and a Rainbow Six: Vegas-inspired
red tinge around your surroundings when
you're in danger. There's also more scripting
built to fit alongside the AT machinations -
like the fantastic moment in which I'd
placed my men either side of a country track
and Germans marched over the crest of a

nearby hill and directly between my gunners.

Is this a case of a square peg trying to fit
in a star (and stripe) shaped hole? Maybe.

38 WV\IVJ.{J[’I’.OF‘\E‘.CG,Lii(

Hell's Highway: fan pleaser, but

| unlikely to win over its doubters.

Red Hartsock:
fingerless, but fun. ﬂ

CRINIRITU]

Nevertheless, to a Brothers in Arms
fan such as myself, the traditional formula
shines through in a game that's not only
prettier than earlier incarnations, but also
rid of some of the series’ more pernickety
hang-ups over inaccurate aiming and poor
interaction with the environment .

Hell's Highway won't top Call of Duty 4
for the wargame of choice, but will once
again provide a cerebral alternative to its
halls-out lunacy. =

Could this be the only World
War II shooter this year?

Itisn't all fields
and farmhouses...




Project Origin
Lots of bad mefi and a little lady |

WEBSITE: www.projectorigingame.com ETA: Q3

)ject Origin is the sequel to
F-'.VEA.R. in everything but name, and
is promised to deliver more
sophisticated shocks alongside more open
environments and fewer samey bad guys.
In fact, we managed to snaffle the
| —— designs of two of these new soon-to-be-
‘ penetrated beasts for our 2008 preview —
e a three-fingered, high-kicking assassin

with a toad-face, and the other the ultra-
~stretchy, wall-walking long-jump expert that
is the abomination you trail after in the
game's opening hospital level. Also on show
is the interior of the APC which will very you
and your fellow Deltas from exciting new
location to exciting new location.

\Vith an acute awareness of exactly
% what was top-drawer material in FEA.R,
' and an admission of what stuff belonged in
the bottom, Mopolith could be about to

prestigious shooter-houses.

Operation
Flashpoint 2:
Dragon Rising

War never changes until the sequel

WEBSITE: www.codemasters.com/flashpoint2 ETA: Q4

with engine-refinements before
presenting itself to the world in its
full-motion glory, Operation Flashpoint 2
could be the most hardcore military sim
we've seen in years.
Developed a world away from Op Flash's
former home at Czech outfit Bohemia,
Dragon Rising's intent is to dazzle with

CURRENTLY FEATHERING ITS nest

: 4
b
Landmines are
hard on rabbits.

authenticity and convey the terror, chaos
and occasional stark beauty of modern
warfare within a clash of civilizations on an
oil-rich island to the north of Korea.

Huge pillars of black smoke, long-
range barrages, and beautiful free-form
environments to risk your life in against life-
like military AT are promised in a game that
sounds almost too good to be true.

“Anyone read smoke signals?”

secure their position as one of the US's most '

WEBSITE: farcry.uk.ubi.com ETA: Q2

ITHIN AN ALMOST empty
African state (where the way
of the gun has forced its

inhabitants to run for the borders) it's
just you, countless warlords and their
strongholds, lots of herbivores, some
gliders and 50km? of free-roaming joy to
play with. .

We're yet to see just how varied missionis
will be, but the sheer ambition of the game

You'll be able to get some great
poaching mods come FC2's release.

Far Cry2

" Carver: out. Island: out. Gazelles: in

4

Delta Force chums pose in
their inter-mission APC.

One way to relieve
A&E waiting times.

and outright beauty of the engine and its
realistic weather systems is less out of
Africa, and more out of this world.

Even better, right now it's marked down
as a PC-only release, despite the torrent of
360-friendly titles that will inevitably fall in
its wake.

Mark our words, Far Cry 2 is the
brightest prospect for first-person shooting
in 2008. Who thought we'd ever say that?
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[ Tiberium

Will Porter blissfully rolls around in a field of poisonous
green crystals, unaware of his burning hands and feet

WEBSITE: www.commandandconguer.com ETA: TBA

ET A DECADE after the events of
SCommand & Conquer 3: Tiberium

Wars, Tiberium is a squad shooter
in which you lead GDI forces into battle
around towering structures that you're
usually content to stare down upon in
your status as an RTS commander. The
abject failure of Renegade seems to have
been relegated into history, as the chaps
at EA code a game that fulfils every
Westwood fanboy's wildest dream.

Little has leaked about this one - but
you will definitely be in control of a GDI
squad with a multitude of familiar units
at your beck and call. Sadly, at the time
of writing, there's no word on whether
the GDI campaign will be balanced by
that of the Nod, nor whether missions
will be intercut by Hollywood-heavy
FMVs. Its place in the C&C timeframe,
however, is ripe for action.

The plot is likely to revolve around
the last remaining gigantic threshold
tower built by alien-race the Scrin
that Kane just happens to know the
password to - and GDI efforts to
thwart his plans to learn more about
Tiberium and subsequently take over
the universe. The Scrin themselves,
currently plotting full-scale invasion in
the depths of space, are also dead certs
for the game.

But just imagine standing on a
battlefield with Harvesters thundering
past, or being ferried around in an Orca,
or even storming a Hand of Nod training
facility and having a poke around what's
inside. Exciting is not the word.

I
|
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Nomad might actually
finish the job in part two...

ENEMY UNKNOWN

COMMAND EARTH'S F THE ALIEN TERROR

A new X-COM is a dead cert.

predicts...

ursed by foresight envied in the halls of the very gods, ‘Mystic’ Will Porter

Garrett: born to taff.

lays down the cards that reveal the unavoidable fate of PC gaming

MAX PAYNE 3

Not in development at

Remedy, but certainly one of

the games that 3D Realms

have waiting in the wings for
their forthcoming push to reclaim gaming
credibility. I mean, could there conceivably
be a Mark Wahlberg Payne movie without a
game? Expect it to be back to basics - the
film noir love story’ angle abjectly failed to
convert to sales last time around. Seeing as
most of the supporting cast died in the last

~ game (Woden, Vlad, the police chief and,

~ Isuppose, Mona), they can start from a
relatively clean slate. Or perhaps a prequel?

GARRETT
RETURNS

As we all know, Deus Ex 3
is in development at Eidos
: Montreal. You'll find more
' onthat elsewhere, but what of the game
“they have stacked up behind it in the

* development cycle? .

* Twould be gobsmacked if it wasn't a
 Thief game. Not only would it be easy to

trade stealth-centric developers between
Deus Ex and a new Garrett adventure, but
it's a revered franchise. And Eidos don't
have enough of those to treat it lightly.
Confirmation will be announced or leaked
before the end of the year.

It's widely known
that Irrational
(or 2K Boston as
business people
would have us call them) are
beavering away at an X-COM
game. It's something young
Steve Hogarty partly

discovered on a BioShock trip
when a developer told him they
were working on a "much-loved
franchise” that formerly had "a
crappy interface”. An accidental leak
on a law firm's website revealed this
was X-COM. As such, a SWAT 4-style
co-op shooter set in underwater
bases, darkened silos and military
installations is a dead cert. But do
you know the machinations behind

X-COM REBIRTH

Max Payne will return. But
is Mona dead? Probably...

2K's nabbing of the X-COM licence? Well,
UFO: Enemy Unknown, along with some
other former MicroProse titles, was bought
up long ago by Civilization developers
Firaxis. When Firaxis became part of the

2K publishing empire, 2K passed the X-COM
torch to their irrational Bostonians. Firaxis
had spoken of doing their own, presumably

. turn-based, X-COM game - and the

. spookily familiar format of the
. Afterworld mod in Civ 4: Beyond the
~ Sword solidifies the chances of a
traditional X-COM emerging.
Mystic Will reckons there could
be two X-COM titles waiting in
the wings - one old school, the
her not - but both astounding

CALLOUT

I get the feeling
that Crysis’sudden
; ending was the
sult of a rather truncated

development - with word N
being bandied around




The new Battlefield will be
called Oh No! More Battlefield!

GAMESOF2008

Noon of War :
Warhammer 40k: Dawn
of War is due a follow-
up, and Relic must have
another RTS in the works
alongside their new MMO.

Look who's Tolkien too
LOTR Online expansions
are incoming, and
presumably set to visit the

less well-known land of
Rhovanion and the more

famed Rohan. Horse

mounts a-go-go in

% the latter. It'll end
™ up near some
Volcano probably.

An undersea adventure,
playable Murlocs, is my

that it's now to be the first part of a trilogy.
What next then? One aspect of Far Cry not
replicated by Crysis was combat between
human and trigen/alien AT - and all-out
war between Koreans and aliens would
certainly be the starting point for the

next episode. Expect more ice combat too,
and presumably the arrival of an alien
mothership at the close of the second
game to fit in with what we've been told
of the storyline.

What's more, we can probably expect the
unveiling of Crytek's secret project at some
point this year (something of which Mystic
Will does know a little, but won't let on just
yet as he doesn't want to upset the friendly
German man who confided in him).

HITMAN: NEW

Alongside an all-singing and
all-dancing iteration of Tomb
Raider, finally designed
without the limitations of
old-gen consoles in mind, the proclamation

Spector Calls
Further details on
Spector/John Woo
collaboration Ninja
Gold will drip through
next year, while work
on a Disney-themed
adventure seems likely
seeing as, a) he loves
that stuff, and b) he's
now owned by them.

Agent 47 will return. And it
will be better than the movie.

of another outing for the barcoded baldie is
inevitable (despite his Hollywood flop).
Expect revamped gunplay, a more physical
nature to environmental deathtraps and an
even more refined sense of crowdplay.

BLIZZ BIZ

These are busy times for the
Blizzard boys - what with
Lich King and StarCraft 11
well on the way to the
production conveyor belt. But alongside
some cool stuff on the Warcraft movie, you
can perhaps expect details on yet another
expansion pack before the end of the year -
if they're keeping in line with their annual
release schedule. Which, in fairness, they're
probably not. If it does happen though, an
undersea adventure, deep inside that big
swirling whirlpool in the middle of the map,
and with playable Murlocs, is my gut feeling
0Oh, and the Diablo IIT announcement canno
be far away either, perhaps even at BlizzCor
It won't stray far from the expected model -

Aliens all around
Obsidian’s Alien RPG
and Gearbox's Aliens
shooter are both due
for official unveilings
in 2008. Anticipation
for both games could
: | be described as
j fevered. The shooter
¥ will, mostly, be close to tl

=~ Aliens movie model. Mostly,




New maps will provide for
more Pyro-maniac hi-jinks.

no first-person hi-jinks here - but I suspect
it'll be plentiful in gore, and a million miles
away from WOW's cartoon visuals.

PRESUMED
7 STILL ALIVE

As far as Valve go, a Portal
follow-up is sure to be

concern to be working on more than
Condemned 2 and Project Origin right now.
Seeing as they're now owned by Warner
Bros, who'll inevitably want more from the
new Batman film than LEGO Batman, I'd
take a punt on them developing a decent
console/PC rendition of The Dark Knight. A

long shot, certainly, but entirely possible.
announced this year. As,

indeed will further Team Fortress 2 maps - BATTlﬁEDFIELD

further support for which is suggested // BEYO

by the fact that many of its promotional I/ Despite my lingering hopes
character class introduction videos remain for a Battlefield 1942 11,
unreleased. In fact, a sensible (and Valve- 4 Battlefield 3 seems to be very
like) thing to do would be to package this much set in the modern day - if leaks from
material with the release of Left 4 Dead - - the EA mothership prove to be correct. So
adding a little Orange Box all-star sparkle ya boo sucks to that, but "Hello Dolly” to in-
and offsetting the inevitable risks of game replays, customisable characters, a
launching new intellectual property. further emphasis on unlockables and 40-on-

40 Middle-Eastern action. I can't say that
) TELL YOUR much imagination has gone into that
FRIENDS

blueprint though, and there simply must be
This is a long shot, but some developers at DICE itching to return
Monolith are a big enough to the fray in spitfires. Still, with another

More C&C
Sure, we've .
got the ?
devastatingly
exciting Tiberium

Age of Empires IV
The futuro-scape Age of Empires
linted at some time back should
irface from its electro-laser pool
this year. Expect space colonies

nd hovertanks. on the cards. But / / a
there are other q
universes up for the 3\
C&C3 treatment. N
Come on EA! We know -,

you want to.

In Victorian times
they'd be in cages.

¢ 8
Y ,

2
g

team concentrating on free-running action
thriller Mirror's Edge, we won't be able to
complain. Unless it's console-exclusive.

. TV TIE-INS

/ We'll certainly find out a lot
more on the Stargate, Firefly
and Star Trek MMOs this year
- the latter of which will

almost certainly be timed to coincide with
increasing hype over the new movie.

Heroes should be getting a gaming
crossover too, in which you'll undoubtedly
play a variant on Sylar or Peter Petrelli -
sucking up new abilities as you go along.
When you meet that nice cheerleader we'll
finally have a decent excuse for regenerating
health in a game, while an encounter with
Hiro would conjure up a variant on bullet-
time. Exciting, non? but will Monolith get a look-in?

L] L]
You'll play a variant on Peter Petrelli,
sucking up new abilities as you go...

Duke Nukem Forever
Out this year. For real.

4 Wakey Wakey
Alan Wake - missing
"> ' presumed delayed. I'd
wager it'll still get a PC
release, but only after it's
one of the big Microsoft 360

p releases for Xmas 2008.
\ The console will need
akiller title, and I

doubt Gears of War 2
will be here by then.

e
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StarCraft i

“Zerg Rush, kekeke” mutters Ed Zitron to himself. Worrying fellow commuters

WEBSITE: www.starcraft2.com ETA: TBA

HIS SEQUEL COULD uproot its

progenitor as the Korean national

sport. But it's a tightrope walk
between pleasing insane Olympian RTS
maniacs, and people who just like ordering
bunches of aliens to hlow each other up.

The story picks up four years after
the events of StarCraft: Brood War,
and all your favourites have had wacky
adventures inbetween the times - so
expect a Heroes-esque beginning, with
a quick "where are they now" catch-up.
Although presumably the Zerg have been
using their insectoid rush capabilities
for foul means, rather than taking up
a job forhidding more than two school
children to enter their local Londis at any
given time.
[n terms of new stuff, Blizzard

have announced several new units
and abilities; including the Protos
Mothership, pulled from the furthest
reaches of the galaxy with the ability to
freeze time. Other interesting additions
are the Terran Viking, an amazing
transforming tank that can hecome a
jet to escape or enter hattles in a pinch.

This versatility is to give Terrans some
useful anti-air support, and extra air
dominance, possibly replacing the Wraith
and Goliaths - two for the price of one.

Inevitahly, there's also going to
he great support for the modding
community, who will be able to take
advantage of a nifty map editor - and
there's even the ability to add levelling to
particular creatures, which is good news
for fans of the Defence of the Ancients
mod for Warcraft I11.

There’s a great deal of spit and polish
going into what has naturally become
a rather decrepit-looking UI, adding
in voicechat and a multitude of slinky
tweaks. More interesting developments
come in StarCraft IT's single-player
onslaught, adding in character-to-
character conversation trees within an
almost point-and-click inspired briefing
room, resplendent with side-plots that
you can get involved in as much or as
little as you want.

The campaigns also let you earn
money, changing how you buy units by
making you buy upgrades and additions

Never check out what
a nuke is targeting.

g : 0 b, b

- y 3 T
N
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.. Big rohots - perfect
; “* for room clearing.
s e & “'i

>~

People with glass sculptures
shouldn't fire rockets.

to your arsenal using mission rewards
out of the top-down area. Intriguing to
say the least.

Blizzard is dedicated to maintaining
the tightness of the original game,
avoiding the glitzy explosive action-film
feel of World in Conflict and going for
that original vibe of gigantic battles

with small-scale weaponry. It's all
about halance - between the three
factions, and between making a game
that is fun for both the powergamer
superheroes and normal people who
don't bleed Sun Tzu's The Art of War.
The first hands-on shouldn't be far
off, and we'll be there when it happen
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C&C3: Kane's Wrath

I am Kane's raging bile duct

TS EXPANSIONS ARE usually
R:l(othing to get a-flutter about, but
ane’s Wrath is shaping up to be
interesting, with a new campaign mode
and a selection of splinter groups that
expand the selectable factions to nine.
The global conquest mode sports Total
War-style continent-conquering with
persistent armies, an open-ended mission
structure, and sub-factions including new
and modified units with pros and cons based
on what faction you're playing as. These
.~ include the GDI's heavy-weaponry-loving
~ Steel Talons and high-tech ZOCOMs, The

WEBSITE: www.commandandconquer.com ETA: Spring

Marked of Kane (Nod's elite), The special
forces-type Black Hand, and the Scrin's
Stalker 17 and Reaver 43 splinter-groups.
And each faction gets a new epic unit.
We're shaving our heads in anticipation.

‘Warhammer
40,000: Soulstorm

' Coming to a teacup near you...

War is more solid than a brick in
Lisa Maffia's handbag, so it's
' pleasing to see this stand-alone expansion
- of this fantastic RTS. A warp storm
- surrounds a planet, and in the process
intrigues the factions towards it, trapping
. them like the rabbits in our air vents.
- There are two new factions, the Dark
Eldar and the Sisters of Battle, both of
“ which run on independent new resources,
-~ and a new Empire Earth HI—esque map-

p PUBI.IG OPINION SAYS that Dawn of

WEBSITE: www.dawnofwargame.com/uk ETA: M

farch

mission system that gives you special
bonuses for occupying certain terrains. This
add-on is shaping up to be impressive.

Hard to tell armies apart
when they're gore splattered.

:Coclename-
Panzers - Cold War

Bring on the Commies...

VEN HEARING THE word “Panzer”
usually sends us catatonic, but
Stormregion’s stand-alone sequel to
Codename: Panzers could wake us up with
another, hopefully better, alternative
history RTS. When a plane carrying aid
- during the Berlin Blockade smashes into
‘aRussian jet, it all goes to hell and war
kicks off.
- Cold War boasts a built-in physics engine
that determines how a building would
_f:rumble, so that each explosion has a

| WEBSITE: www.electronicarts.co.uk ETA: Early 2008

realistic effect. While all the furious German
attention to detail is present and correct.
Tank lovers should be thrilled with this one.

A
Wy b

Good old napalm. &

c accomphshment of computerised mxcrocosms The

has the potentlal tobean amalg Al

Spore won't be popular
with Creationists.

Considering how long we've
waited, this game better be good.

www.pczone.co.uk m 47




GAMESOF2008

A\
L

You start out innocent, and |
potentially end up inhuman.) \\

Space Siege

éhris Taylor, the best excited American man ever,

shouts excitedly at Andy Robinson

WEBSITE: www.spacesiege.com ETA: Q1

ESPITE ITS NAME share, Gas
DPowered Games' Space Siege is

making big departures from its
dungeon-dwelling predecessor. "In Space
Siege," says ever-enthusiastic honcho
Chris Taylor, "We're not adhering to any
old-school system. We're not just carrying
features along like haggage, we're
dumping it if it doesn't make sense.”

And he's not joking either: "We've
dropped multi-character parties, we've
dropped the inventory system, we're
even dropping experience for God's
sake!" Space Siege, says Taylor, is all
about stamping out the traditional RPG
restrictions and hringing choices over to
the player. "In the old design you'd find a

S
S

We're hoping aliens get bigger.

gun and you couldn't use it because you
need more experience. That's just dumb:
if you find a cool gun, you want to use it.

"The closest we get to that is 'It's too
heavy, you can't wield it because you
don't have a cybernetic arm,” and there's
where the most conscience-testing
component of all comes in; the ability to
strip your character's limbs and replace
them with hulking machines, swapping
humanity for strength.

The plot isn't a million miles away
from Red Dwarf - a goliath ship ripe for
the exploration, a robot companion and
humanity on the brink of extinction - but
Taylor is promising a moral complexity
that belies the somewhat bright and
hold visuals.

"The first time you play through
you're probahly going to say 'Give me
the cybernetics!” and you're going to be a
hulking cybernetic monster,” says Taylor.
"But your ending's going to reflect that
- you'll walk into a room and people will
scream and be like 'That's the hero?!”

l Space Siege is all about stamping
out the traditional RPG restrictions

|

X

Your robot friend ;
is upgradable.

It'll be a tough choice on players,
reckons Taylor, but he's not sure if games
are ready to make us cry.

"Hollywood has a cry button. They
can go, 'T think we're going to make
them cry now - buzz!" Do you think
videogames can make people cry with
the press of a button? I think it's going
to take us a lot longer.”

"Do you have a Facebook?"”

Pour hoiling water on them.
Usually does the trick.

i
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Rise of the
Argonauts

Taking off fleece so that

you feel the benefit

¥ WEBSITE: www.codemasters.com ETA: Q2

CTION RPGS HAVE been
Aplundering legends for years, from
the Norse lore used to create
barbarians of every EverQuest offshoot in
existence to the ranger class, ripped off
| from the Greek god Artemis.

Rise of the Argonauts is no exception,
willingly returning to the original super
friends and retelling the story, though
with a little artistic reinterpretation of

Well, we've got to worm
mother somehow...

-
]
{
|

| WEBSITE: www.sacred2.com ETA: Q1

AUCY DIABLO CLONE Sacred
shocked us all by being somewhat
good. Sacred 2 - Fallen Angel looks
|ike it's following the same track, but
upping the ante sca<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>